St Wulstan’s DT Knowledge and Skills Progression

Class teachers deliver 3 units throughout the year, making relevant topic links where possible. Kapow is used to support the teaching and learning of

this subject.

DT Units — To design, make and evaluate a...

Unit 1 Unit 2 Unit 3
EVES Structures Textiles W
Junk Modelling Book marks
Vear 1 Structures Mechanisms Textiles
Constructing a Windmill Wheels and Axles Puppets
Mechanisms Cooking and Nutrition Structu’res .
Year 2 . : ) Baby Bear’s Chair
Making a Moving Monster A Balanced Diet
Year 3 Textiles Structures Mechanical Systems
Cushions Constructing a Castle Pneumatic Toys
Cooking and Nutrition
Year 4 Structures Adapting a Recipe
Pavilions
Year 5 Mechanical Systems Textiles
Making a pop up book Stuffed Toys
Structures Cooking and Nutrition
Year 6 Come Dine with Me

Playgrounds




Our Curriculum Rationale

To ensure breadth and ambition

To develop readiness for what pupils will go on to learn next.

The Four Strands of Designs and Technology

Design | Make ‘ Evaluate ‘ Technical Knowledge
These four strands are explored and developed through 6 areas:
Cooking and Mechanisms / Structures | Textiles KS2 Only: Electrical Systems KS2 Only: Digital World
Nutrition Mechanical
Systems

Substantive concepts in Design and Technology — knowledge for each subject is mapped from EYFS to Year 6 to ensure our children learn in a cyclical

way ensuring that children return to knowledge and skills throughout their learning journey. Each time children will be able to increase depth and

will allow the subject to be covered with greater complexity. Children’s prior knowledge is assessed and then utilised, so that children can build upon

previous foundation, rather than starting again. This learning journey then allows children to have gained sufficient knowledge by the end of each

Key Stage.

Substantive concepts in Design and Technology

Investigative and Evaluative activities (IEAs), Focused Practical Tasks (FPTs), Design, Make and Evaluate Assignment (DMEA)

audience/user).

% ldea generation (e.g. annotated sketches).
% |ldea development (e.g. templates, pattern
pieces.).

% Models and prototypes (both virtual and
physical).

% Cross-sectional and exploded diagrams.

% Innovative, fit-for-purpose and functional
product solutions to design problems.

% Understand and select materials and
components (including ingredients) based on
their aesthetic and functional properties.

% Carry out practical tasks with increasing
accuracy and precision.

% Understand the importance of, and follow
the health and safety rules.

Design Make Evaluate
% Research % Select and use appropriate tools and % Explore existing products.
% Design criteria (e.g. tailoring to an equipment. % Evaluate against a list of design criteria.

% Evaluate, investigate and analyse existing
products.

% Evaluate their own and others’ ideas.

% Understand how key events and individuals
have

helped to shape the world of D&T.

% Consider feedback to make improvements.




Technical Knowledge

Each stage of the design process is underpinned by technical knowledge which encompasses the contextual, historical and technical
understanding, required for each strand.

Cooking and nutrition* has a separate section in the D&T National Curriculum, with additional focus on specific principles, skills and techniques in food, including
where food comes from, diet and seasonality. Cooking and nutrition units still follow the design process summarised above, for example by tasking the pupils to
develop recipes for a specific set of requirements (design criteria) and to suggest methods of packaging the food product including the nutritional information.

Disciplinary Concepts in Design and Technology - knowledge as breadth and skills from EYFS to Year 6 to enable children to apply their knowledge as
skills.

Disciplinary Concepts
Disciplinary knowledge refers to the knowledge children acquire to help them understand the subject as a discipline.

Disciplinary knowledge will be explored and developed throughout the D&T curriculum as pupils move through the school. They can be used across all aspects
of a subject to grow an awareness of how designers construct their knowledge.

* Responsibility: (working safely, how design can solve problems, choosing the right materials, responsibilities to customers to ensure quality / reliable
products, healthy eating, quality ingredients)

% Similarity and difference: (making comparisons, noting differences and drawing conclusions)
% Cause and consequence: (identifying how things work, how an action can cause change/movement)
% Significance: (significant designers and designs, real world examples of effective and successful products)

% Written and oral expression: (Using terminology, evaluating, creating accurate designs, labelling and annotating, explaining processes, presenting)




DT progression of knowledge, skills and vocabulary

e Learn the importance of a clear design criteria.
¢ Include individual preferences and requirements in a
design.

EYFS
3-4 year olds Explore different materials freely, in order to develop their ideas about how to use them and what to make.
¢ Develop their own ideas and then decide which materials to use to express them.
e Join different materials and explore different textures.
Reception Design Make Evaluate
* Make verbal plans and material choices. * Improve fine motor/scissor skills with a variety ¢ Give a verbal evaluation of their own and others’ junk
¢ Develop a junk model. of materials. models with adult support.
e Discuss what a good design needs. * Join materials in a variety of ways (temporary ¢ Check to see if their model matches their plan.
e Design a simple pattern with paper. and permanent). e Consider what they would do differently if they were
e Design a bookmark. ¢ Join different materials together. to do it again.
e Choose from available materials. ¢ Describe their junk model, and how they intend ¢ Describe their favourite and least favourite part of
to put it together. their model.
¢ Develop fine motor/cutting skills with scissors. ¢ Reflect on a finished product and comparing to their
e Explore fine motor/threading and weaving design.
(under, over technique) with a variety of
materials.
¢ Use a prepared needle and wool to practise
threading.
Vocabulary | Plan, investigate, make, ideas
Unit 1 Unit 2 Unit 3
Knowledge: Structures Textiles Boats OR cooking and nutrition
Technical Suggestion: Junk Modelling Suggestion: Book Marks
a_n'd * To know there are a range to different materials that ¢ To know that a design is a way of planning our
Additional can be used to make a idea before we start.
model and that they are all slightly different. e To know that threading is putting one material
¢ Making simple suggestions to fix their junk model. through an object.
Vocabulary Join e Stick @ Cut @ Bend @ Slot e Scissors @ Measure e ® Thread @ Weave e Pattern @ Sew @ Sewing
Materials ® Fix needle ® Embroider ® Design @ Evaluate

o Make stable structures from card.

¢ Follow instructions to cut and assemble the supporting

structure of a windmill.

* Make functioning turbines and axles which are
assembled into a main supporting structure.

¢ Find the middle of an object.

e Puncture holes.

¢ Add weight to structures.

e Create supporting structures.




e Cut evenly and carefully.

planning, investigating design, evaluate, make, user, purpose, ideas, product,

¢ To understand that cylinders are a strong type of
structure (e.g. the main shape used for windmills and
lighthouses).

® To understand that axles are used in structures and
mechanisms to make parts turn in a circle.

¢ To begin to understand that different structures are
used for different purposes.

* To know that a structure is something that has been
made and put together.

* To know that the sails or blades of a windmill are
moved by the wind.

¢ To know that a structure is something built for a
reason.

* To know that stable structures do not topple. ¢ To
know that adding weight to the base of a structure can
make it more stable.

* To know that wheels need to be round to rotate and
move.

¢ To understand that for a wheel to move it must be
attached to a rotating axle.

* To know that an axle moves within an axle holder which
is fixed to the vehicle or toy.

¢ To know that the frame of a vehicle

(chassis) needs to be balanced.

Unit 3
Textiles

¢ To know that ‘joining technique’ means
connecting two pieces of material together.

¢ To know that there are various temporary
methods of joining fabric by using staples. glue
or pins.

¢ To understand that different techniques for
joining materials can be used for different
purposes.

¢ To understand that a template (or fabric
pattern) is used to cut out the same shape
multiple times.

* To know that drawing a design idea is useful to
see how an idea will look.

® To know that design criteria is a list of points to
ensure the product meets the clients’ needs and wants.
* To know that a windmill harnesses the power of wind
for a purpose like grinding grain, pumping water or
generating electricity.

¢ To know that windmill turbines use wind to turn and
make the machines inside work.

* To know that a windmill is a structure with sails that
are moved by the wind.

* To know the three main parts of a windmill are the
turbine, axle and structure.

¢ To know that windmills are used to generate power
and were used for grinding flour.

* To know some real-life items that use
wheels such as wheelbarrows, hamster
wheels and vehicles.




Year Two

By the end of this unit children will know:
e that different structures are used for
different purposes.

® that the shape of materials can be changed
to improve the strength and stiffness of
structures.

e that axles are used in structures and
mechanisms to make parts turn in a circle.

® that a structure is something that has been
made and put together.

By the end of this unit children will know:

e that wheels need to be round to rotate and
move.

e that for a wheel to move it must be attached
to a rotating axle.

e that an axle moves within an axle holder which
is fixed to the vehicle or toy.

e that the frame of a vehicle (chassis) needs to
be balanced.

e  Examples of some real-life items that use
wheels.

By the end of this unit children will know:

e that ‘joining technique’ means
connecting two pieces of material
together.

e that there are various temporary
methods of joining fabric by using
staples, glue or pins.

e that different techniques for joining
materials can be used for different
purposes.

e that a template (or fabric pattern) is
used to cut out the same shape
multiple times.

e that drawing a design idea is useful to
see how an idea will look.

Axle, Base, Centre, Design, Evaluation, Equal, Evaluate,
Middle, Rotate, Rotor, Rotor Blades, Sails, Same, Stable,
Strong, Structure, Test, Weak, Wind, Windmill

Axle, Axle holder, Chassis, Design, Evaluation, Fix, Mechanic,
Mechanism, Model ,Test ,Wheel

Decorate, Design, Fabric, Glue, Model, Hand puppet,
Safety pin, Staple, Stencil, Template

Design

¢ Design a healthy wrap based on a food combination
which works well together.

Make

Evaluate

* Taste test food combinations and final
products.
e Describe the information that should be

Skills ¢ Generate and communicate ideas using sketching and | e Slice food safely using the bridge or claw grip. included on a label.
modelling e Construct a wrap that meets a design brief. e Evaluate which grip was most effective.
* Make a structure according to design criteria. e Test the strength of own structure.
e Create joints and structures from paper/card and tape. ¢ |dentify the weakest part of a structure.
* Build a strong and stiff structure by folding paper.  Evaluate the strength, stiffness and stability of
own structure.
Vel investigating, planning, design, make, evaluate, user, purpose, ideas, design criteria, product, function
Unit 1 Unit 2 Unit 3
Mechanisms Cooking and Nutrition Structures
Suggestion: Making a moving monster Suggestion: A Balanced Diet Suggestion: Baby Bear’s Chair
Knowledge: | * To know that mechanisms are a collection of moving *To know that ‘diet’ means the food and drink that a ¢ To know that materials can be manipulated to
Technical parts that work together as a machine to produce person or animal usually eats. improve strength and stiffness.
and movement. ¢ To understand what makes a balanced diet. * To know that a structure is something which
Additional ¢ To know that there is always an input and * To know that the five main food groups are: has been formed or made from parts.

output in a mechanism.

¢ To know that an input is the energy that
is used to start something working.

¢ To know that an output is the movement
that happens as a result of the input.

* To know that a lever is something that

Carbohydrates, fruits and vegetables,

protein, dairy and foods high in fat and sugar.

¢ To understand that | should eat a range of different
foods from each food group,

and roughly how much of each food group.

¢ To know that a ‘stable’ structure is one which
is firmly fixed and unlikely to change or move.
* To know that a ‘strong’ structure is one which
does not break easily.

* To know that a ‘stiff’ structure or material is
one which does not bend easily.




turns on a pivot.
* To know that a linkage mechanism is
made up of a series of levers.

* To know that ‘ingredients’ means the items in a mixture
or recipe.

* To know some real-life objects that
contain mechanisms.

By the end of this unit children will know:

e that mechanisms are a collection of moving
parts that work together as a machine to
produce movement.

e that there is always an input and an output
in a mechanism.

e that aninput is the energy that is used to
start something working.

e that an output is the movement that
happens as a result of the input.

e that alever is something that turns on a
pivot.

By the end of the unit children will know:

e that ‘diet’ means the food and drink that a
person or animal usually eats.

e what makes a balanced diet.

e the five main food groups.

e thatlshould eat a range of different foods
from each food group, and roughly how much
of each food group.

e that ‘ingredients’ means the items in a mixture
or recipe.

e  how to cut, grate, snip and spread to prepare
foods.

e how to review and give a score to evaluate.

By the end of the unit children will know:

e that shapes and structures with wide,
flat bases or legs are the most stable.

e that the shape of a structure affects
its strength.

e that materials can be manipulated to
improve strength and stiffness.

e that a ‘stable’ structure is one which
is firmly fixed and unlikely to change
or move.

e that a ‘strong’ structure is one which
does not break easily.

. that a ‘stiff’ structure or material is
one which does not bend easily.

Vocabulary

Evaluation e Input @ Lever @ Linear motion e Linkage @
Mechanical ® Mechanism ® Motion e Oscillating
motion @ Output @ Pivot @ Reciprocating motion e
Rotary motion @ Survey

¢ Design a castle with key features to appeal to a
specific person/purpose.

¢ Draw and label a castle design using 2D shapes,
labelling: -the 3D shapes that will create the features -
materials needed and colours.

 Design and/or decorate a castle tower on CAD
software.

Appearance e Balanced e Carbohydrates € Combination
e Dairy e Design e Design brief ® Diet ® Feel ® Grate o
Grater ® Menu e Oils ® Prepare ® Proteins @ Review e
Scissors ® Smell ® Snip ® Spread e Spreads

¢ Construct a range of 3D geometric shapes using nets .
e Create special features for individual designs.
* Make facades from a range of recycled materials.

Function @ Man-made ® Mould e Natural @
Stable e Stiff @ Strong e Structure @ Test @
Weak

e Evaluate own work and the work of others
based on the aesthetic of the finished product
and in comparison to the original design.

¢ Suggest points for modification of the

individual designs.




user, purpose, design, model,

planning, design criteria, annotated sketch, appealing

Unit 1
Textiles

*To know that applique is a way of mending or
decorating a textile by applying smaller pieces of fabric
to larger pieces.

*To know that when two edges of fabric have been
joined together it is called a seam.

*To know that it is important to leave space on the
fabric for the seam.

*To understand that some products are turned inside
out after sewing so the stitching is hidden.

¢ To understand that wide and flat based objects are
more stable.

* To understand the importance of strength and stiffness
in structures.

evaluate, prototype, annotated sketch, functional, innovative, investigate, label, drawing, function,

¢ To understand how pneumatic systems work.

¢ To understand that pneumatic systems can be
used as part of a mechanism.

¢ To know that pneumatic systems operate by
drawing in, releasing and compressing air.

¢ To know the following features of a castle: flags, towers,
battlements, turrets, curtain walls, moat, drawbridge and
gatehouse - and their purpose.

* To know that a fagade is the front of a structure.

¢ To understand that a castle needed to be strong and
stable to withstand enemy attack.

* To know that a paper net is a flat 2D shape that can
become a 3D shape once assembled.

¢ To know that a design specification is a list of success
criteria for a product.

¢ To understand how sketches, drawings and
diagrams can be used to communicate design
ideas.

* To know that exploded-diagrams are used to
show how different parts of a product fit
together. ¢ To know that thumbnail sketches are
small drawings to get ideas down on paper
quickly.

By the end of this unit children will know:

e that appliqué is a way of mending or
decorating a textile by applying smaller
pieces of fabric.

e that when two edges of fabric have been
joined together it is called a seam.

e thatitis important to leave space on the
fabric for the seam.

e that some products are turned inside out
after sewing so the stitching is hidden.

By the end of this unit children will know:

e that wide and flat based objects are more
stable.

e about the importance of strength and stiffness
in structures.

o the following features of a castle: flags,
towers, battlements, turrets, curtain walls,
moat, drawbridge and gatehouse — and their
purpose

e that afagade is the front of a structure.

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

By the end of this unit children will:
e  how pneumatic systems work.
e that pneumatic systems can be used
as part of a mechanism.
e that pneumatic systems operate by
drawing in, releasing and
compressing air.




Year Four

e Accurate @ Applique ® Cross-stitch ® Cushion e
Decorate @ Detail ® Fabric ® Patch @ Running-stitch e
Seam e Stencil e Stuffing @ Target audience @ Target
customer @ Template

e 2D shapes @ 3D shapes e Castle ® Design criteria @
Evaluate ® Facade ® Feature e Flag @ Net ® Recyclable e
Scoring e Stable e Strong e Structure ® Tab ® Weak

Exploded-diagram e Function e Input @ Lever @
Linkage ® Mechanism e Motion ® Net ® Output
® Pivot @ Pneumatic system ® Thumbnail sketch

Design

Make

Evaluate

e Design a stable pavilion structure that is aesthetically
pleasing and selecting materials to create a desired
effect.

 Build frame structures designed to support weight.

¢ Design a biscuit within a given budget, drawing upon
previous taste testing judgements.

¢ Design a torch, giving consideration to the target
audience and create both design and success criteria
focusing on features of individual design ideas.

» Create a range of different shaped frame structures.

* Make a variety of free standing frame structures of
different shapes and sizes.

e Select appropriate materials to build a strong structure
and cladding.

 Reinforce corners to strengthen a structure.

e Create a design in accordance with a plan.

e Learn to create different textural effects with materials.
¢ Follow a baking recipe, from start to finish, including the

¢ Evaluate structures made by the class.

¢ Describe what characteristics of a design and
construction made it the most effective.

e Consider effective and ineffective designs.

¢ Describe the impact of the budget on the
selection of ingredients.

¢ Evaluate and compare a range of food
products.

e Evaluate electrical products.

Skills preparation of ingredients. ¢ Test and evaluate the success of a final
» Cook safely, following basic hygiene rules. product.
¢ Adapt a recipe to improve it or change it to meet new
criteria (e.g. from savoury to sweet).
® Make a torch with a working electrical circuit and
switch.
e Use appropriate equipment to cut and attach
materials.
e Assemble a torch according to the design and success
criteria
Vocabulary evaluating, design brief design criteria, innovative, prototype, user, purpose, function, prototype, design criteria, innovative, appealing,
design brief, planning, annotated sketch, sensory evaluations
Unit 1 Unit 2 Unit 3
Structures Cooking and Nutrition Electrical Systems
Suggestion: Pavillions Suggestion: Adapting a Recipe Suggestion: Torches
Knowledge: | * To understand what a frame structure is. * To know that the amount of an ingredient in a recipe is | * To know that an electrical circuit must be
¢ To know that a ‘free-standing’ structure is one which known as the ‘quantity.’ complete for electricity to flow.
Technical can stand on its own. ¢ To know that safety and hygiene are important when * To know that a switch can be used to
il cooking. complete and break an electrical circuit.
.. ¢ To know the following cooking techniques: sieving,
Additional & § q &

measuring, stirring, cutting out

and shaping.

*To understand the importance of budgeting while
planning ingredients for biscuits.

¢ To know that products often have a target audience.

* To know that a pavilion is a decorative building or
structure for leisure activities.

¢ To know that cladding can be applied to structures for
different effects.

¢ To know that aesthetics are how a product looks.

¢ To know that a product’s function means its purpose.

* To know the features of a torch: case,
contacts, batteries, switch, reflector, lamp, lens.
¢ To know facts from the history and invention
of the electric light bulb(s) - by Sir Joseph Swan
and Thomas Edison.




¢ To understand that the target audience means the
person or group of people a product is designed for.
* To know that architects consider light, shadow and
patterns when designing

By the end of this unit children will know:

e what a frame structure is.

e that a ‘free-standing’ structure is one that
can stand on its own.

e that a pavilion is a decorative building or
structure for leisure activities.

e that cladding can be applied to structures for
different effects.

e that aesthetics are how a product looks.

By the end of this unit children will know:

e that the amount of an ingredient in a recipe is
known as the ‘quantity’.

e that safety and hygiene are important when
cooking.

e the following cooking techniques: sieving,
measuring, mixing/stirring, cutting out and
shaping.

e the importance of budgeting while planning
ingredients for a recipe.

e that products often have a target audience.

By the end of this unit children will know:

e that electrical conductors are
materials which electricity can pass
through.

e that electrical insulators are materials
which electricity cannot pass through.

e that a battery contains stored
electricity that can be used to power
products.

e that an electrical circuit must be
complete for electricity to flow.

e that a switch can be used to complete
and break an electrical circuit.

Aesthetic ® Cladding e Design criteria ® Evaluation e
Frame structure ® Function e Inspiration @ Pavilion e
Reinforce e Stable @ Structure e Target audience ®
Target customer @ Texture ® Theme

Vocabulary

* Research (books, internet) for a particular (user’s)
animal’s needs.

» Develop design criteria based on research,

* Generate multiple housing ideas using building bricks.
e Understand what a virtual model is and the pros and
cons of traditional and CAD modelling. ® Place and
manoeuvre 3D objects, using CAD.

e Change the properties of, or combining one or more
3D objects, using CAD

¢ Design a stuffed toy, considering the main
component shapes required and create an appropriate
template.

e Consider the proportions of individual components.

e Adapt e Addition @ Budget ® Buttery ® Combine ®
Comment e Construct @ Cream @ Crunchy e Cuboid e
Fold e Hygiene ® Layout ® Market research @ Modify e
Multiplication ® Opinion ® Poundse Sieve o Sift ® Target
audience @ Texture ® Unique ® Wooden spoon

e Understand the functional and aesthetic properties o
plastics.

® Programme to monitor the ambient temperature and
code an (audible or visual) alert when the temperature
rises above or falls below a specified range.
e Create a 3D stuffed toy from a 2D design.
e Measure, mark and cut fabric accurately and
independently .

¢ Create strong and secure blanket stitches when joining
fabric.

¢ Thread needles independently.

e Use appliqué to attach pieces of fabric decoration.

e Sew blanket stitch to join fabric.

e Apply blanket stitch so the spaces between the
stitches are even and regular.

® Battery @ Bulb @ Buzzer e Cell ® Component e
Conductor @ Copper ® Design criteria ®
Electrical item e Electricity ® Electronic item e
Function e Insulator e Series circuit ® Switch e
Test ® Torch ® Wire

e Stating an event or fact from the last 100
years of plastic history.
e Explaining how plastic is affecting planet

Earth and suggesting ways to make more|
sustainable choices.

¢ Explaining key functions in my program|
(audible alert, visuals).

e Explaining how my product would be useful
for an animal carer including programmed

e Test and evaluate an end product and
giving point for further improvements.

design decisions, functionality, authentic, user, purpose, design specification, design brief, innovative, research, evaluate,
design criteria, annotate, evaluate, mock-up, prototype




¢ To know that mechanisms control movement.

¢ To understand that mechanisms can be used to
change one kind of motion into another.

¢ To understand how to use sliders, pivots and folds to
create paper-based mechanisms.

¢ To know that a ‘device’ means equipment created for a
certain purpose or job and that monitoring devices
observe and record.

* To know that a sensor is a tool or device that is
designed to monitor, detect and respond to changes for a
purpose.

¢ To understand that conditional statements (and, or, if
booleans) in programming are a set of rules which are
followed if certain conditions are met.

¢ To know that blanket stitch is useful to
reinforce the edges of a fabric material or join
two pieces of fabric.

¢ To understand that it is easier to finish simpler
designs to a high standard.

¢ To know that soft toys are often made by
creating appendages separately and then
attaching them to the main body.

* To know that small, neat stitches which are
pulled taut are important to ensure that the soft
toy is strong and holds the stuffing securely.

® To know that a design brief is a description of what |
am going to design and make.

¢ To know that designers often want to hide
mechanisms to make a product more aesthetically
pleasing.

® To understand key developments in thermometer
history.

* To know events or facts that took place over the last
100 years in the history of plastic, and how this is
changing our outlook on the future.

* To know the 6Rs of sustainability.

¢ To understand what a virtual model is and the pros and
cons of traditional vs CAD modelling.

By the end of this unit children will know:

e that mechanisms control movement.

e that mechanisms can be used to change one
kind of motion into another.

e  how to use sliders, pivots and folds to create
paper-based mechanisms.

o that a design brief is a description of what |
am going to design and make.

e that designers often want to hide
mechanisms to make a product more
aesthetically pleasing.

By the end of this unit children will know:

e that a ‘device’ means equipment created for a
certain purpose or job and that monitoring
devices observe and record.

e that asensor is a tool or device that is
designed to monitor, detect and respond to
changes for a purpose.

e that conditional statements (and, or, if
booleans) in programming are a set of rules
which are followed if certain conditions are
met.

By the end of this unit children will know:

e that blanket stitch is useful to
reinforce the edges of a fabric
material or join two pieces of fabric.

e thatit is easier to finish simpler
designs to a high standard.

e that soft toys are often made by
creating appendages separately and
then attaching them to the main
body.

o that small, neat stitches which are
pulled taut are important to ensure
that the soft toy is strong and holds
the stuffing securely.

Aesthetic ® Caption @ Design e Design brief ® Design
criteria @ Exploded-diagram e Function e Input @
Linkage ® Mechanism e Motion ® Output @ Pivot e
Prototype @ Slider ® Structure @ Template

o Alert @ Ambient @ Boolean @ Consumables @
Decompose ® Development @ Device ® Duplicate ®
Durable e Electronic ® Inventor e Lightweight ® Man-
made ® Manipulate ® Manoeuvre ® Microplastics @
Model ® Monitor ® Monitoring device ® Moulded o
Plastic e Plastic pollution ® Programming comment e
Programming loop ® Reformed @ Replica ® Research e
Sensor e Strong e Sustainability ® Synthetic ®
Thermometer ® Thermoscope @ Value ® Variable @
Versatile ® Water-resistant @ Workplane

Accurate ® Annotate ® Appendage ® Blanket-
stitch @ Design criteria ® Detail ® Evaluation e
Fabric @ Sew ® Shape e Stuffed toy e Stuffing @
Template




Year Six

Design

Make

Evaluate

* Design a playground featuring a variety of different
structures, giving careful consideration to how the
structures will be used, considering effective and
ineffective designs.

e Design a steady hand game - identifying and naming
the components required.

e Draw a design from three different perspectives.

e Generate ideas through sketching and discussion.

» Build a range of play apparatus structures drawing upon
new and prior knowledge of structures.

e Measure, mark and cut wood to create a range of
structures.

¢ Use a range of materials to reinforce and add
decoration to structures.

e Construct a stable base for a game.

e Accurate cutting, folding and assembling a net.

¢ Improve a design plan based on peer
evaluation. ¢ Test and adapt a design to improve
it as it is developed.

¢ Identify what makes a successful structure.

¢ Test own and others finished games,
identifying what went well and making
suggestions for improvement.

¢ Evaluate a recipe, considering: taste, smell,

Skills e Model ideas through prototypes. e Decorate the base of the game to a high quality finish. | texture and origin of the food group.
¢ Write a recipe, explaining the key steps, method and e Make and test a circuit. e Taste test and score final products.
ingredients. e Incorporate a circuit into a base. ¢ Suggest and write up points of improvements
¢ Include facts and drawings from research undertaken. | e Follow a recipe, including using the correct quantities of | when scoring others’ dishes, and when
each ingredient. evaluating their own throughout the planning,
¢ Adapt a recipe based on research. preparation and cooking process.
* Work to a given timescale. ¢ Evaluate health and safety in production to
* Work safely and hygienically with independence. minimise cross contamination.
Vocabul function, innovative, design specification, design brief, user, purpose
L design brief, design specification, prototype, annotated sketch, purpose, user, innovation, research, functional, mock-up, prototype
Unit 1 Unit 2 Unit 3
Structures Electrical Systems Food
Suggestion: Playgrounds Suggestion: Steady Hand Game Suggestion: Come dine with me
Knowledge: | * To know that structures can be strengthened by ¢ To know that batteries contain acid, which can be * To know that ‘flavour” is how a food or drink tastes.
Technical manipulating materials and shapes. dangerous if they leak. . Tp know tha?t many co.untries.have ‘national dishes’
e « To know the names of the components in a basic series | Whichare recipes associated W'fh that country.
L . * To know that ‘processed food’ means food that has
Additional circuit, including a buzzer. been put through multiple changes in a factory.

e To understand that it is important to wash fruit and
vegetables before eating to remove any dirt and
insecticides.

* To understand what happens to a certain food
before it appears on the supermarket shelf (Farm to
Fork).

¢ To understand what a 'footprint plan' is.

¢ To understand that in the real world design can
impact users in positive and negative ways.

¢ To know that a prototype is a cheap model to test a
design idea.

¢ To understand the diagram perspectives 'top view', 'side
view' and 'back’.

By the end of this unit children will know:

e that structures can be strengthened by
manipulating materials and shapes.

e what a ‘footprint plan’ is.

e thatin the real world, design can impact
users in positive and negative ways.

e that a prototype is a cheap model to test a
design idea.

By the end of this unit children will know:

e that ‘form’ means the shape and appearance
of an object.

e the difference between ‘form’ and ‘function’.

e that ‘fit for purpose’ means that a product
works how it should and is easy to use.

e that ‘form over purpose’ means that a product
looks good but does not work very well.

By the end of this unit children will know:

e that ‘flavour’ is how a food or drink
tastes.

e that many countries have ‘national
dishes’ which are recipes associated
with that country.

e that ‘processed food’ means food
that has been put through multiple
changes in a factory.




the importance of ‘form follows function’ e thatitis important to wash fruit and

when designing: the product must be designed vegetables before eating to remove
primarily with the function in mind. any dirt and insecticides.
e the diagram perspectives ‘top view’, ‘side e what happens to a certain food
view’ and ‘back’. before it appears on the supermarket
shelf (farm to fork).
Vocabulary | Adapt e Apparatus @ Bench hook e Cladding e Coping Assemble @ Battery ® Battery pack @ Benefit @ Bulb e Balance e Bitter ® Bridge method e
saw @ Design @ Dowel ® Evaluation @ Feedback e Idea Bulb holder @ Buzzer e Circuit ® Circuit symbol ® Complement @ Cookbook @ Farm to fork e
e Jelutong e Landscape ® Mark out @ Measure ® Component @ Conductor ® Copper ® Design @ Design Method e Nationality ® Reared ® Research e
Modify e Natural materials ® Plan view ® Playground e criteria @ Evaluation e Fine motor skills e Fit for purpose Pairing ® Preparation e Salty e Sour e

Prototype @ Reinforce ® Sketch e Strong e Structure e e Form e
Tenon saw e Texture @ User @ Vice ® Weak ® User

Function e Gross motor skills @ Insulator e LED Storyboard e Sweet ® Umami

e use research and exploration, such as the study of

respond to needs in a variety of situations
e use a variety of approaches [for example, biomimicry
and user-centred design], to generate creative ideas
and avoid stereotypical responses
e develop and communicate design ideas using
annotated sketches, detailed plans, 3-D and
mathematical modelling, oral and digital
presentations and computer-based tools

e understand and apply the principles of nutrition and health

e cook a repertoire of predominantly savoury dishes so that they are
able to feed themselves and others a healthy and varied diet

e become competent in a range of cooking techniques [for example,
selecting and preparing ingredients; using utensils and electrical
equipment; applying heat in different ways; using awareness of
taste, texture and smell to decide how to season dishes and
combine ingredients; adapting and using their own recipes]

e select from and use specialist tools,

different cultures, to identify and understand user techniques, processes, equipment and professionals and others to develop and
needs machinery precisely, including computer- broaden their understanding
e identify and solve their own design problems and aided manufacture e investigate new and emerging
understand how to reformulate problems given to e select from and use a wider, more complex | technologies
them range of materials, components and e test, evaluate and refine their ideas and
e develop specifications to inform the design of ingredients, taking into account their products against a specification, taking
innovative, functional, appealing products that properties into account the views of intended users

¢ analyse the work of past and present

and other interested groups

e understand developments in design and
technology, its impact on individuals,
society and the environment, and the
responsibilities of designers, engineers and
technologists

e understand and apply the principles of nutrition and health

e cook a repertoire of predominantly savoury dishes so that they are able to
feed themselves and others a healthy and varied diet

e become competent in a range of cooking techniques [for example, selecting
and preparing ingredients; using utensils and electrical equipment; applying
heat in different ways; using awareness of taste, texture and smell to decide
how to season dishes and combine ingredients; adapting and using their own
recipes]




e understand the source, seasonality and characteristics of a broad
range of ingredients.

e understand the source, seasonality and characteristics of a broad range of
ingredients.




