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At Peters Hill, our DT curriculum strives
towards the following aims:

 To give a range of DT opportunities to support children's belief
that they can'be designers and engineers.

 To develop guided research skills and knowledge about specific
materials, features and design of the product to be made.

» To practice research to produce a prototype of a product to be
Created.

 To develop skills of evaluation before producing final
design/product.

* To create final products using evaluations to inform production.

 To use discussion to introduce technical vocabulary at
appropriate stages throughout the design and production
process.



We believe that in DT, all children
should:

« Understand the role of design and designers.

 To build and apply a repertoire of knowledge, understanding
and skills to design and make prototypes and products.

- To develop creative, technical and practical expertise to
participate successfully in the technological world.

« To understand and apply the principles of nutrition and learn
how to cook.

- To develop subject specific technical vocabulary and
opportunities to evaluate and reflect upon design.

* To think critically and present their views and ideas.



Children become proficient designers
through building knowledge and skills across
the specific pathways of;

« Pathway 1- Developing, planning and communicating ideas.
Pathway 2- Working with tools, equipment, materials and
components to make quality products.

Pathway 3- Technical knowledge.

Pathway 4- Evaluating processes and products.

Pathway 5- Food.

Pathway 6 - Mechanisms.

Pathway 7 - Textiles.

Pathway 8 - Structures.

Pathway 9 - Electrical Systems.




Curriculum Drivers - How do our whole
school values link to the subject?

AMBITION (Success) - Where appropriate, examples to be shown of the product to be created to allow a firm
rasp of the aim and outcomes of the task set. Apﬁly discussion about previous learning to establish prior
nowledge in order for this to then be applied to thé current task. Identify the skills needed to enga ein the

creative process with an effective and logical approach. This should ensure the final product created is of a

high standard, follows the design brief and is fit for purpose.

BELIEF (Confidence)- All children will have regular opportunities to evaluate their learning and the product
they are creating to enable them to assess their learning/ skills over time. By using constant evaluation of the
process build into this the belief that we can feel positive and proud about what we create, this should instil
self-confidence that we can then carry through to all areas of the curriculum.

COMPASSION (Motivation) - Children will be encouraged to relate where aPpropriate to the world around
them and to draw inspiration from what they see, this will in turn support the use of each child'’s
observational skills. Consideration should bé given to how objects we see daily work and are constructed
fostering awe and wonder in each individual child. The notion that the world and its contents should not be
taken for granted; Everything starts with a thought. Children will be motivated by their creations and the
hands-onapproach DeSign Technology offers to learning.

PRIDE (Knowledge) - Opportunities must be given to allow children to assess and evaluate each other’s work
at regular stages in Design Technology lessons. Encourage positive comments but also fair and sensitively
honest ones about how a product can be improved. Constructive criticisn must be used and accepted in
order to make what we do better, on the quest to strive for perfection. This will support the sense of pride
that is felt when we have worked to the best of our ability.

RESPECT (Responsibility) - Children need to develop an awareness of all aspects of the world around them
from the natural to the man made. Understand the concept that for somethln%_to be created it be%lns with a
thought and then becomes part of a creative process to bring into being. It is this process we can all become
part of by creating our own designs and products.



Key Competencies

* The following documents set out the key competencies developed across
the range of topics in each year group.

* These key competencies are set out as pathways to demonstrate how they
link and progress throughout the school.

* These competencies are then planned into each topic through the half
termly medium term planning process.

* These competencies combine to make the total schema that teaching staff
use to assess the children at the end of the topic. This generates
assessment judgements as set out on the following slide and happens
three times a year.

* These total judgements average throughout the term. This total will fall
between 1 to 5 depending on the outcome of each topic.
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idea Links understanding
1 2 3 4 5
The task is The pupil's The pupil's The different The previous
not attacked | response only response aspects have integrated whole may
appropriately; | focuses onone | focuses on become be conceptualised at a
the pupil relevant aspect. | several relevant | integrated into | higher level of
hasn't really aspects but they | a coherent abstraction and
understood are treated whole. This level | generalised to a new
the point and independently is what is topic or area.
uses too and additively. | normally meant
simple a way Assessment of by an adequate
of going this level is understanding
about it. primarily of some topic.
quantitative.
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accessing the significant support to secure. Support can support is required. :
competenies do so. be required. different contexts.




Key Competency Expectations

Working well below the standard. Has significant difficulties in accessing the key competencies.

Below
Working below the standard. Can access key competencies of the schema but needs support to do so.

Emerging

Emerging towards the standard. Started to unlock key competencies of the schema but not yet secure. Support can be
required.

Secure
Meeting the standard. Securely unlocked the key competencies of the schema. No support is required.

High attaining within the standard. Can apply the competencies of the schema with fluency in different contexts.



Key
Competencies

Developing,
planning and
communicating
ideas

| can generate my
o ideas to make
something

| can explain to
someoneg else how |

want to make my
praduct.

I can make a simple

plan before making.

| can describe how
something works.

| can identify at least
one feature my
product neads to
have, to be
successful.

| can create a labelled
picture of my idea.

I can discuss existing
products.

| can identify some of
the features my
product needs to be
successful.

I am beginning to
understand that my
product might be
useful to a certain
group or individual.

I can make a clear,
labelled sketch of my
design.

I can practise/test my
skills, e.g. stitching,
mechanisms.

I can inwestigate
existing produwcts.

I can explain and
fallow a given design
criteria.

I can identify wha my
praduct is for.

| can make a clear,
labelled sketch of
each part of my
design.

| can practiseftest my
skills, e.g. stitching,
mechanisms.

| can research a range
of existing products.

| can suggest ideas for
my awn design
criteria.

I understand that my
product might be
suitable for specific
individual or group.

| can create a product
that has clear

purpase.

| can communicate
miy ideas through
miultiple annotated
sketches.

| can experiment with
computer-aided
design.

I can make mock-ups
to test my design.

| can independently
research a range of
existing products.

| can develop my own
design criteria.

| can create
something that is
aimed at a specific
individual or group.

| can create a product
that is functional and
fit for purpose.

| can communicabe
my ideas through
annotated sketches,
cross-sectional and
exploded diagramis.

| can uze computer-
aided design.

| can create a
prototype.




Key
Competencies

Working with tools,
eguipment,
materials and
COMponents to
make quality
products

| can use resources
and tools correctly,
BB SCISS0rs.

| can cut, shape and
join materials.

| can inwestigate
materials and choose
suitable ones to make
miy product.

| can join
materials/component
5 in different ways.

| am beginning to use
finizhing technigues
to make my producks
mare appealing.

| can use
toolsfequipment
safely and correctly.

| can suggest one
reason why some
materials/companent
s might be suitable to
create my products.

| am beginning to use
finizhing techniques
more tonsistently to
make my products
miore appealing.

| can use
toolsfequipment
safely and correctly.

I am beginning to
supgest reasons why
SOme
materials/component
s might be suitable to
create my products.

I can use finishing
technigues
conzistently to make
my products mare
appealing.

| can name and
explain the purpaze
of the
toolsfequipment | use
to make my products.

| can use
tools/equipment
safely and with
reasonable accuracy.

I can suggest why
materials/component
5 might be suitable to
create my products.

I can use finishing
technigues
effectively.

I can select the
correct
toolsfequipment to
cut, shape, join and
finish my products.

| can uze
tools/equipment
safely and accurately.

I can select
appropriate
materialsfcomponent
£ to create my
products.

I can justify my choice
of
material/components
based on, e.g. their
praperties, aesthetic
qualities.




Key
Competencies

Technical
knowledge

| can experiment with
making my products
stranger, stiffer and
mare stable.

| can make a slider.

| can find one way to
make my structures
stronger, stiffer and
mare stable.

| can uze
mechanisms, e.g.
levers, sliders, wheels
and axles, in my
products.

Most of my product is
strong and stable.

| can use mechanical
systems in my
products, e.g. gears,
pulleys, cams, levers
and linkages.

| can make a product
that is strong and
stable.

I can use mechanical
systems in my
products, e.g. gears,
pulleys, cams, levers
and linkages.

| can use a variety of
techniguwes to
strengthen my
products.

I can use a
mechanical system in
my products, e.g.
gears, pulleys, cams,
levers and linkages.

| can strengthen,
stiffen and reinforce

my products.

lunderstand and can
use mechanical
systems in my
products, e.g. gears,
pulleys, cams, levers
and linkages.

lunderstand and can
use electrical systems
in my products, e.g.
series circuits
incorporating
switches, bulbs,
buzzers and mators.




Key
Competencies

Evaluating
processes and
products

| cam say what I
like/dislike about
existing/my products.

| cam say what I
likedislike about
exlsting products.

| can say what went
well with rry product.

| can say one thing |
would chamge to
irmprove my produdct.

| can identify one
positive feature of an
existing product.

| can identify one
positive feature of ry
own product or the
product of another.

| can make one
irmprosement tomy
work.

I can say whether I
think am existing
product works well or
nat.

I can say whether my
productsthe
products of others
wiork as intended.

I can make more than
one improvement to
iy vk,

| cam identify the
positive/nagative
features of existing
products.

| can judge whether
iy products/the
products of others
ratch the design
criteria.

| cam make some
improvements to my
work based om my
own and the
gvaluations of others.

| cam identify how a
key events/individual
In design and
techmology has
helped shape the
world.

| can appraise a range
of existing products,
identifying the

positive/negative
featuras and

suggesting
improvements.

| can evaluate my
products against iy
own design criteria.

| can constructivehy
evaluate the work of
others against their
design criteria.

| can make
improvements to my
work based on my
own and the
evaluations of others.

| understand how key
events and
individuals in design
and technology hawve
helped shape the
world.




Key
Competencies

Food

| cam develop vy
knowledge of basic
healthy eating

MESSIEes.

| can develop the
skills to safely use a
range of basic
cooking equipment
(e.g. knife, chopping
board, spoon, fork,
bicwid ).

| cam Shape food with
accuracy for a desired
effect.

| cam Shape using a
ralling pim.

| cam spoon
ingredients betweaen
containers.

| cam reasure using a
SpOON Or count
ingredients.

| can sift flour into a
bl

I can folbow simple
instructions given ong
at a time by an adult.

| can develop my
knowledge of basic
healthy eating
MEessages.

| can develop the
skills to safely use a
range of basic
cooking equipment
{e.g. knife, chopging
board, spoon, fork,
biowd]-

| can whisk using a
fork.

| can ruly in fat to
flour.

| can knead dowgh.

| can spoon
ingredients between
CoOntaimers.

| Cam reasure
referring to
ingredients in simple
fracthons.

| can cut wsing a table
knife to cut into equal
portions.

| can grate soft foods
eg. cheess,
cucumber.

| can develop my
knowledge of healthy
eating messages.

| can develop the
skills to safely use a
range of basic
cooking eguipment
[e.g. knife, chopping
board, spoon, fork,
bl ).

| can cut fiood safely.

| can peel with a
swivel pesler with
SUpEnVisIon.

| can shape and
mould to create
visually appealing
products.

| can Spoon
ingredients betwesn
containers egually
dividing mixture.

| can measure using a
jug with support

| can cut cut placing
the cutter in positions
to make best use of
the material and
awoid waste.

I can develop my
knowledge of healthy
eating messages.

I can develop the
skills to safely use a
range of basic
cooking equiprment
{eg. knife, chopping
board, spoon, fork,
bowil).

I can cut food safaly.

I can peel with a
swivel pealer with
supervision.

I can shape and
miould to create
wisually appealing
products.

I can spoan
ingredients betwesn
containers equally
dividing mixture.

I can mixfstir to
combing.

I can measure using a
jug with support

I can measure Using
digital scales with

support to begin
wiith.

| cam develop my
knowledge of healthy
eating messages.

| can develbop the
skills to safely use a
range of basic
cooking equiprment
(e.g. knife, chopping
board, spoon, fork,
bowed).

| can cut food safely
using a bridge hold.

| cam peel with a
swivel peel to create
food ribbons to be
used in & dish.

| cam spoon
ingredients batwean

containers equally
dividing mixture.

I can b fold
ingredients together
carefully.

| cam measure using a
jug independently.

| can mieasure Using
digital scales
independently.

| understand the
principles of a healthy
and varied diet.

| can demonstrate the
skills to safely use a
range of basic
cooking equipment
{e.g. knife, chopping
board, spoan, fork,
bicwid ).

| can cut food safely
using a bridge hold.

| can peel with a
swivel peel to create
food rikbons to be
used in a dish.

| can spoon
ingredients between
containers equally
diwiding mixture.

I can mix/fold
ingredients together
carefully.

| can measure using a
jug independenthy.

I can measure Using
digital scales
indepandently.




Key
Competencies

| can follow a simple
recipe supported by
an adult

| can explain how to
work with food
hyglenically.

| can identify
different food groups.

| can grate soft foods
e . chease,
cucumber.

| can follow a simple
recipe with guidance
from an adult.

| can explain how to
work with food

hiygienically.

| can identify

different food groups.

| can name some of
the food groups that
are part of a healthy
diet.

| can prepare a
wariety of dishes.

I can cut out placing
the cutter in positions
to rmake best use of
the material and
awvold waste.

I can grate firmer
fonds e.g. apple,
canot.

I can follow a simpla
recipe with guidance
from an adult.

I can explain how to
wiork with food
hygienically.

I can bdenitify
different food groups.

I can name all the
food groups that are
part of a healthy diet.

I can prepare a
varlety of dishes using
a range of
technigues.

| can grate firmer
foods e.g. apple,
carrot.

| can follow a simple
recipe independently.

I can explain and
demonstrate how to
work with food
hiyghenically.

| know the
approximate portion
size you should eat
from each food group
as part of a healthy
diet.

| can prepare amd
cook a variety of
dishes using a range
of cooking
technigues.

| can grate using the
zesting part of the
ETater.

| can follow a simple
recipe indepandenthy.

| can explain and
dermonstrate how to
work with food
Fryglenically.

| can prepare and
cook a variety of
predominantly
sawoury dishes using
a range of cooking
technigues.

| understand
seasonality and know
where and how a
variety of ingredients
are growm, reared,
caught and
processad.




Key
Competencies

Mechanisms

Wheels and Axels

Generate ideas and
simple design criteria.

Develop and
Communicate ideas
through drawings and
rmock-ups.

Select a range of tools
and equipment and
rmaterials to perform
practical tasks.

Explore wheels and
axles and evaluate
their kdeas and
products against
original criteria.

Sliders and Levers

Generating,
rmodelling and
communicating ideas.

Planning making,
selecting tools and
using finishing
technigues.

Exploring books and
products; evaluating
own product against
original criteria.

Exploring sliders and
levers; understanding

types of movement;
technical vocabulany.

Levers and Lin 5
Generate realistic
ideas and use
annotated sketches
and prototypes to
develog, model and
communicate ideas.

Select and use tools
with some accuracy
to cut, shape and join
paper and card.

Inwvestigate and
analyse thelr own and
others’ products with
lever and linkage
mechanisms.

Understand and use
lever and linkages,
and fixed and loose
piviots.

Pheurmatics
Generate thair own
realistic ideas and use
annotated sketches
and prototypes to
develop, model and
communicate ideas.

Select and use tools
with some accuracy,
cut and poin materials
and components such
as tubing, syringes
and balloons.

Investigate and find
information on and
products with
pneumatic
mechanisms and
evaluate their own
products and ideas
against criteria and
user needs.

Understand and use
prReumatic
mechanisms.

Cams

Generate a design
from research:
develop a
specification, model
and communicate
ideas,

Produce lists of tools
and materials and
plans to make
accurately assembled
and well finished
products within
conmstraints.

Compare final
product to the
original specification;
test produwcts with the
intended user and
critically evaluate the
product, considering
the views of athers.

Investigate famous
rmanufacturing and
engineering
companies relevant
e the project.

Pulleys or Gears
Generate ideas

through research and

develop and
communicate a

simple design
specification.

Salect use a range of
tonls and equipment
to make products
that that are
aocurately assembled
and well finished
within the constraints
of time, resources
aind Cost.

Compare the final
product to the
original design
specification and test
the guality of the
design, manufacture
and functionality with
the usar.

Investigate famowus
rmanufacturing and
enginesring
companies relevant
it the project.




Key
Competencies

Textiles

Termplates amnd
Joining Technigues

Design a functional,
appealing product for
a chosen user and

puUrpose.

Generate, develop,
and communicate
ideas.

Use a range of
testiles, tools and
equigment to
perform practical
tasks.

Explore and evaluate
exlsting textile
products and their
owm ideas and
products.

Understand how 3-D
textile products are
rnade, using poining,
templates and
finishing to create
twio identical shapes.

Templates and
Joining Technigues

Design a functional,
appealing product for
a chosen user and

purpose.

Generate, develop,
and communicabe
ideas.

Use a range of
textiles, tools and
equipment to
perform practical
tacks.

Explore and evaluate
exlsting textile
products and their
own bdeas and
progucts.

Understand how 3-0
textile products are
rmade, using poining,
templates and
finishing to create
two identical shapes.

2D SI'IE Lo 30
product

Generate design
criteria for an

appealing, functional
product for specific
LISEFE,

Produce annotated
sketches, prototypes,
final product sketches
and pattern piecas.

Select fabrics and
fastenings according
to their functional
characteristics.

Inwvestigate a range of
3-D textile products.

Test their product
against the original
criteria and with the
intended user.

20 Lo 30
product

Generate design
criteria for an

appealing, functional
product for specific
UsSErs.

Produce annotated
sketches, prototypes,
final product sketches
and pattern pieces.

select fabrics and
fastenings according
to their functional
characteristics.

Investigate a range of
3-D textile prodwcts.

Test their product
against the original
criteria and with the
intended user.

Combining different
fabric shapes

Generate and
COMmMunicate
innovative ideas
through research.

Produce detailed lists
of eguiprment and
fabrics and formulate
step-by-step plans for
rmaking.

Investigate and
analyse textila
products linked to
their final product
and compare the final
product to the
original design
specification.

Know that a 3-D
textile product can be
miade from a
coembination of
pattern pieces, fabric
shapes and different
fabrics and that
fabrics can be
strengthensd,
stiffened and
reinforced.

u Com Er

aided design in
Lextiles

Generate innovative
ideas through
research and develop
these using mock-ups
and prototypes
including using
computer-agided
design.

Design functional,
appealing products
for the intended user
that are fit for
purpose based on a
simple design
specification.

Select and use a
range of tools and
equipment, including
CAD, to make
products that are
aocurately assembled
and well finished.

wWork within the
constraints of tirme,
resources amnd cost.




Key
Competencies

Structures

Freestanding
Structures

Generating design
ideas; develoging
rmodelling and
explaining using talk,
rmock-ups and
drawings.

Plannimg making,
selecting tools and
niew and recycled
rmaterials; using
finishing technigues.

Exploring existing
freestanding
structures; evaluating
their own products
against original
criteria.

Know Aot
strengthening
structures;
knowledge of
vioCabaulary.

Freestand
Structiires

Generating design
ideas; developing
rodelling and
explaining wsing talk,
rrCk-ps and
drawings.

Planning making,
selecting tools and
new and recycled
raterials; using
finishing techniques.

Explaring existing
freestanding
structures; evaluating
their own products
against original
criteria.

Know about
strengthening
structures;
knowledge of
vieCabulany.

Shell Structures

Generate and
develop realistic ideas
and design criteria
collaboratively and
through analysis of
existing products.

Order the stages of
making: selecting
tools and wsing with
SOANE ACCUTBCY.

Investigate and
eyvaluate shell
structures, and
construct strong, stiff
shedl structures.

Test and evaluate
own products against
design criteria and
intended user and

pUFpOsE.

Shell Structures

Generate and
develop realistic ideas
and design criterla
collaboratively and
through analysis of
existing products.

Order the stages of
rhaking; selecting
tools and using with
SOTIE SCCUFACY.

Investigate and
evaluate shell
structures, and
construct strong, stiff
shell structures.

Test and evaluate
owen products against
design criteria and
intended user and

pUrpose.

Frame Struciures

Research user needs
and existing products
and develop and
rmodel innowvative
ideas into a design
specification.

Formulate a plan with
a step-by-step list of
tasks and resources.

Use tools to
accurately measure,
rmark out, cut, shape
and joln materials to
rmake frameworks.

Use finishing
technigues suitable
for the product and
critically evaluate
their products against
a range of criteria.

Research key events
and individuals
relevant to frame
structures.

Shell structures using
computer aided
design

Generate ideas and
designs, developing
therm through
analysis of shell
structures and use
CaD to model and
communicate ideas.

Plan the making and
use appropriate tools
and software,
explaining thelr
chobces. Use
computer-generated
finishing technigues.

Evaluate shell
structures and their
own products.

Develop knowledge
of nets of cubes and
cuboids and more
complex 30 shapes
and how to construct
strong, stiff shell
struCtunes.




Key
Competencies

Electrical Systems

Simple Circuits and
switches

Use annotated
sketches, cross
sactional and
exploded diagrams bo
develop and
communicate eas.

Select and use tools
with some accuracy
to cut, shape, join
and finish.

Uise constructhon
materials and
electrical components
according to their
functional properties
and aesthetic
qualithes.

Understand and use
electrical systems in
their products, such
as saries cirouits
incorporating
switches, bulbs and
burrers.

Simple arnrmi
and control

Gather information
and develog and
communicate realistic
design bdeas using
annotated sketches
and prototypes.

Connect simple
electrical components
im & series circuit and
program an interface
to enhance the way
the product works.

Investigate and
anahyse a range of
powered products,
imC luding
programmed, and
evaluate their own
products and design
criteria.

Understand and use
Computing to
program and control
products with
electrical systems.

Monitoring and
Control

Develop a design
specification for a
product that
respands
automatically to
enwirommantal
changes in the
Erwiranmeant.

Generate and
Coemimunicate ideas
through annotated
sketches and
representations of
electrical circuits or
circult diagrarms.

Using a step-by-step
plan, select and
accurately assemble
materials, electrical
COM ponents, to
produce a functional
product.

Create and modify 2
computer comtrol
program to enable
thedr electrical
product to respond To
changes in the
Environmant.

Maore complex
switches and circuits

Develyp a design
specification for a
functional product
that responds
automatically to
changes in the
ervironment.

Farmulate & step-by-
step plan to making,
listing tools,
equipment, materials
and components.

Use 3 Cofmpiiter
control prograrm to
enable an electrical
product to work
automatically in
response to changes
in the ervironment.

Test and evaluate the
System to
demanstrate its
effectivensss for the
intended user and

puUrpose,

Enow and use
technical vocabulary
relevant to the
project.




IMPLEMENTATION




TOPIC
OVERVIEW

Year
Group

Textiles

Making a Christmas ornament

Structures

Design and create a house from

1666

Mechanisms
Moving christmas cards

Textiles
Plan and create their own
hanging felt Christmas
decoration.

Mechanisms and electrical

systems

Toys made from recycled
materials

CAD and textiles

Shell structures using computer

aided design

To make a bag for an adventure

in the Amazon

Mechanisms_
Making a moving picture

Textiles
Make a finger puppet.

Textiles
Coin purse/wallet

Mechanisms
Create their own moving
monster toy using a
pneumatic system to open
the mouth

Structures
CAD design, frame
structures Eiffel Tower
Models- link to history
topic.

Structures
To create a bridge to hold a
certain weight.

Structures
Making a miniature
playground

Mechanisms
Plan and design a moving
vehicle including wheels and
axels.

Structures
Food packaging

Structures
Plan and design a chocolate
packaging as part of the
Aztec topic
Electrical Systems
Taught within Science Topic

Textiles
Textiles, combining different
fabric shapes - Upcycling old
clothing link to 'Where do
our clothes come from?’
topic in Geography.

Textiles
Keyrings



Key Concepts

What are the
links?

Key

Key Activities Competencies

What are we
learning and
measuring?

What are we
doing?

Key
Vocabulary

What are we
hearing?







DT in the EYFS

« The EYFS framework is structured very differently to the national curriculum as it is organised
across seven areas of learning rather than subject areas. The aim of this document is to help

subject leaders to understand how the skills taught across EYFS feed into national curriculum
subjects.

« This document demonstrates which statements from the 2020 Development Matters are
prerequisite skills for DT within the national curriculum. The table below outlines the most relevant
statements taken from the Early Learning Goals in the EYFS statutory framework and the
Development Matters age ranges for Three and Four-Year-Olds and Reception to match the
programme of study for DT.

« The most relevant statements for DT are taken from the following areas of learning:

Physical Development
Expressive Arts and Design



DT

Three and Four-Year-Olds

Personal, Social and Emotional Development

Select and use activities and resources, with help when needed. This helps them to achieve
a goal they have chosen or one which is suggested to them.

Physical Development

Use large-muscle movements to wave flags and streamers,
paint and make marks.

Choose the right resources to carry out their own plan.

Use one-handed tools and equipment, for example, making snips in paper with scissors.

Understanding the World

Explore how things work.

Expressive Arts and Design

Make imaginative and complex ‘small worlds’ with blocks and construction kits, such as
a city with different buildings and a park.

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.

Create closed shapes with continuous lines, and begin to use these shapes to represent
objects.

Reception

Physical Development

Progress towards a more fluent style of moving, with
developing control and grace.

Develop their small motor skills so that they can use a range of
tools competently, safely and confidently.

Use their core muscle strength to achieve a good posture
when sitting at a table or sitting on the floor.

Expressive Arts and Design

Explore, use and refine a variety of artistic effects to express
their ideas and feelings.

Return to and build on their previous learning, refining ideas
and developing their ability to represent them.

Create collaboratively, sharing ideas, resources and skills.




ELG

Use a range of small tools,

Physical Fine including scissors, paintbrushes
Development Motor Skills and cutlery.
Expressive Arts and Creating Safely use and explore a variety of

Design

with Materials

materials, tools and techniques,
experimenting with colour, design,
texture, form and function.

Share their creations, explaining the
process they have used.







NC PoS Key Concepts Key Competencies Key Vocabulary Key Activities

Design Guided research about Freestanding Structures Freestanding structure — something thatis | 1. What is a freestanding structure?

edesign purposeful, | specific materials, features able to stand upright on its own. Chn to gain an understanding of what is meant
functional, and design of the product to by the term 'structures' by looking for them in

appealing products
for themselves and
other users based
on design criteria
egenerate, develop,
model and
communicate their
ideas through
talking, drawing,
templates, mock-
ups and, where
appropriate,
information and
communication
technology

[ )

Make

eselect from and
use a range of tools
and equipment to
perform practical
tasks [for example,
cutting, shaping,
joining and
finishing

be made.

Research to be fed into
planning to produce a
prototype of product to be
created.

Prototype to be evaluated
before producing final
design/product.

Create final product using
evaluations to inform
production.

Use discussion to introduce
technical vocabulary at
appropriate stages
throughout the design and
production process.

Generating design ideas; developing
modelling and explaining using talk,
mock-ups and drawings.

Planning making, selecting tools and
new and recycled materials; using
finishing techniques.

Exploring existing freestanding
structures; evaluating their own

products against original criteria.

Know about strengthening

structures; knowledge of vocabulary.

Design - decide upon the look and
functioning of an object by making a
detailed drawing of it.

Make - to form something by joining parts
together

Product — something that is a result of a
process.

Communicate - share or exchange
information or ideas.

Join —to link or connect something.

Tools — a device used to carry out a
particular function.

Resources — a source or supply of things
you need.

Criteria - a principle or standard by which
something may be judged or decided

Product - a thing that is the result of an
action or process

their environment. Identify structures within
the playground and shapes they can see.

2. What shapes can | see and make out of
materials?

Chn to identify shapes within a playground
structure and recreate those shapes with a
range of materials. Explore which shapes are
easy and difficult to make with given resources.

3. What tools and resources will | need?

Chn to list the criteria needed to create a free
standing structure. Chn design their dream
playground. Identify what materials and
equipment is needed.

4&5. How can | cut and join materials?

Chn to choose a structure within their dream
playground to create using a range of materials.
Explore cutting and joining techniques.

6. How can | improve my structure?

Chn to showcase their dream playgrounds
and evaluate them. Identify how it could be
made more stable or stiffer. Chn to have
the opportunity to change their products.




NC PoS

Key
Concepts Link

Key Knowledge
and Pathway

Vocabulary

Activity

Evaluate

§ explore

and evaluate a
range of existing
products

§ evaluate

their ideas and
products against
design criteria

Developing,

planning and communicating
my ideas

| can generate my

own ideas to make
something

| can explain to

someone else how | want to
make my product.

| can make a

simple plan before making. |
can describe how
something works.

Working with tools

| can use resources

and tools correctly, e.g. scisso
rs.

| can cut, shape

and join materials.

Evaluating

| can say what

I like/dislike about
existing/my products.

Food

| can develop my knowledge of
basic healthy eating messages.

| can develop the skills to safely use
a range of basic cooking
equipment (e.g. knife, chopping
board, spoon, fork, bowl).

| can cut food safely.

Healthy - in a good physical or
mental condition.

Unhealthy - harmful to health.

Moderation — the avoidance of
having too much (excess)

Equipment - the necessary items for
a particular purpose.

Safely - in a way that is not likely
to cause or lead to harm or injury.

Ingredients - any of the foods
or substances that are combined to
make a particular dish.

1. How can | use cooking equipment safely?
Children to learn about healthy and

unhealthy food in moderation.

Children design their Christmas cookie based on
the ingredients provided. Children to learn how
to use equipment safely when creating their
cookies e.g. cookie cutters, spoons and knives.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Pupils should be
taught to:

Design

- 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 equip
ment to perform
practical tasks.

Guided research about
specific materials,
features and design of
the product to be made.

Research to be fed into
planning to produce a
prototype of product to
be created.

Prototype to be
evaluated before
producing final
design/product.

Create final product using
evaluations to inform
production.

Use discussion to
introduce technical
vocabulary at appropriate
stages throughout the
design and production
process.

Mechanisms
Generate ideas and simple design
criteria.

Develop and communicate ideas
through drawings and mock-ups.

Select a range of tools and
equipment and materials to perform
practical tasks.

Explore sliders, levers and wheels
and evaluate their ideas and
products against original criteria.

Mechanism - components acting
together to make an action take place

Slider - An object moved in a particular
direction through the mechanism of
pull.

Lever - a bar which turns around a
point/pivot

Pivot - a point about which a lever
turns.

Push - A force that makes an object
move away.

Pull - A force that makes the object
move closer.

Direction - The path along which
something moves.

Criteria - Steps that make a
design/product successful.

Template - a piece of material used for
the processes of designing.

1. Sliders

Children to explore a range of moving
picture books. Children to recognise how
the pictures move and focus on creating
a mechanism. Children use templates to
create a simple slider.

2. Levers

Children to explore a range of objects
with simple mechanisms. Children to
create a simple lever. Explore what
happens when the paper fastener is too
tight and how to use the paper fastener
safely. Children to use templates to add
pictures to their lever.

3. Moving Pictures

Children to design their own moving
picture using their previous knowledge
of sliders and levers. Children to find the
purpose of their moving picture and
appropriately design their background
and pictures for this purpose.




NC PoS Key Concepts Key Competencies Key Vocabulary Key Activities
Evaluate Guided research about Mechanisms Mechanism - components acting 4. Moving Pictures
- Explore and specific materials, Generate ideas and simple design together to make an action take place | Chjldren to create their own

evaluate a range of
existing products

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

Technical
knowledge

- Apply their
understanding of
how to strengthen,
stiffen and
reinforce more
complex structures
- Understand and
use mechanical
systems in their
products

features and design of

the product to be made.

Research to be fed into
planning to produce a
prototype of product to
be created.

Prototype to be
evaluated before
producing final
design/product.

Create final product using

evaluations to inform
production.

Use discussion to
introduce technical

vocabulary at appropriate

stages throughout the
design and production
process.

criteria.

Develop and communicate ideas
through drawings and mock-ups.

Select a range of tools and
equipment and materials to perform
practical tasks.

Explore sliders, levers and wheels
and evaluate their ideas and
products against original criteria.

Slider - An object moved in a particular
direction through the mechanism of

pull.

Lever - a bar which turns around a

point/pivot

Pivot - a point about which a lever

turns.

Push - A force that makes an object

move away.

Pull - A force that makes the object

move closer.

Direction - The path along which

something moves.

Criteria - Steps that make a
design/product successful.

Template - a piece of material used for

the processes of designing.

moving picture using their design ideas.
Can they improve their chosen
mechanism from the first time they
made one? What could they do
differently?

5. Evaluate - Class showcase

Children to evaluate each

other's moving pictures. Children to
evaluate their own work and make any
changes to needed to improve it.




NC PoS Key Concepts Key Competencies Key Vocabulary Key Activities

Design Developing, planning and Textiles Design - decide upon the look and 1. How can we remember those who fought in
*design purposeful, | communicating my ideas Te”?p'ates anq Joining ' functioning of an object by making a the war?

functional, | can generate my own ideas Design a functional, appealing product for a detailed drawing of it. Recall discussions in History about

appealing products
for themselves and
other users based
on design criteria
Make

*select from and
use a range of tools
and equipment to
perform practical
tasks [for example,
cutting, shaping,
joining and
finishing]

*select from and
use a wide range of
materials and
components,
including
construction
materials, textiles
and ingredients,
according to their
characteristics

to make something

| can explain to someone else
how | want to make my
product.

| can make a simple plan
before making. | can describe
how something works.

Working with tools

| can use resources and tools
correctly, e.g. scissors.

| can cut, shape and join
materials.

Evaluating
| can say what | like/dislike
about existing/my products.

chosen user and purpose.

Generate, develop, and communicate ideas.
Use a range of textiles, tools and equipment to
perform practical tasks.

Explore and evaluate existing textile products
and their own ideas and products.

Understand how 3-D textile products are made,
using joining, templates and finishing to create
two identical shapes.

Make — to form something by joining
parts together

Product — something that is a result of
a process.

Communicate - share or exchange
information or ideas.

Join —to link or connect something.

Tools — a device used to carry out a
particular function.

Resources — a source or supply of
things you need.

Remembrance Day — identify significant images
that the Children can use to create a class
poppy wreath to hang on the door.

2. What is my product going to look like?
Children to be shown examples of felt
ornaments. Children to plan the design for their
own felt ornament, thinking about shape and
decoration.

3. What tools and resources do | need?
Children to think about how they are going to
create their product they have designed,
identifying and selecting the correct tools and
resources.

4. How can | join these materials together?
Children to practice using needles safely using
an embroidery mat. Once children have
practiced needlework, they can work with the
teacher to apply this knowledge and join their
two shapes together.

5. How could | improve my work?

Children to showcase their hanging ornaments.
Children to analyse their product and talk about
what they like and dislike.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Evaluate

§ explore and
evaluate a range of
existing products

§ evaluate their
ideas and products
against design
criteria

Developing, planning
and communicating my
ideas

| can generate my own
ideas to make something
| can explain to someone
else how | want to make
my product.

| can make a simple

plan before making. | can
describe how something
works.

Working with tools

| can use resources and
tools correctly, e.g. scissors.
| can cut, shape and

join materials.

Evaluating

| can say what |

like/dislike about existing/my
products.

Food

| can spoon ingredients between
containers.

| can measure using a spoon or count
ingredients.

| can follow simple instructions given
one at a time by an adult.

Healthy - in a good physical or mental
condition.

Unhealthy - harmful to health.

Moderation - the avoidance of having
too much (excess)

Equipment - the necessary items for a
particular purpose.

Safely - in a way that is not likely to
cause or lead to harm or injury.

Ingredients - any of the foods or
substances that are combined to make
a particular dish.

6. How can | use cooking equipment safely?
Children to learn about healthy and unhealthy
food in moderation. Children design their fruit
kebab based on the ingredients provided.
Children to learn how to use equipment safely
when creating their kebab e.g. knife, spoons
and whisk







NC PoS Key Concepts Key Competencies Key Key Activities

Vocabulary
Design Subject Intent Design — Lesson 1 Lesson 1 Lesson 1
Generate, | can explain to someone else how | want to Tudor house *  Working with a shoulder partner give the class a selection of laminated Tudor
develop, model Guided research make my product. (Year 1 skill) Jetty house photos. Discuss the features of the structures. What are the similarities
and ) about specific materials, | can create a labelled picture of my idea. (Year 2 | Wattle an between them? Look at the way the second level over hangs the lower level.(jetty)
Esgrr?;:;zate features and design of skill) daub Identify the wooden frames on each one. Look at the shape of the windows and
through talking, the product to be made. | can identify at least one feature my product Timber frame doors.
drawing, needs to have, to be successful. (Year 2) Gabled roof * Give each pair a set of material picture labels. le timber frame, wattle and daub
templates, mock | Research fed into Wooden roof, wooden shutters, stone chimney. Ask them to blue tac the labels onto their
ups. planning to produce a Make -Lesson 2/3 shutter picture. Discuss where they have placed them and how houses where made.
Make prototype of product to | can investigate materials and choose suitable Stone chimney | ¢ Show children photos of Tudor houses already made out of junk boxes. Ask them to
Select from and be created. ones to make my product. (Year 2) select a picture they would like to create. In pairs ask them to make a list of the

use a range of
tools and
equipment to
perform
practical tasks
(cutting,
shaping, joining,
finishing)
Evaluate
Evaluate their
ideas and
products against
design criteria.
Technical
Knowledge
Build structures,
exploring how
they can be
made stronger,
stiffer and more
stable

Create final product
using evaluations
to inform production.

Use discussion to
introduce technical
vocabulary

at appropriate stages
throughout the design
and production process

| can use resources and tools correctly, e.g.
scissors. (Y1)

| can cut, shape and join materials. (Y1)

| can join materials/components in different
ways. (Y2)

| am beginning to use finishing techniques to
make my products more appealing. (Y2)

Evaluating Process: Lesson 4

| can say what | like/dislike about existing
products. (Y1 and 2)

| can say what went well with my product. (Y2)
| can say one thing | would change to improve
my product. (Y2)

Technical knowledge: 2/3
| can find one way to make my structures
stronger, stiffer and more stable. (Y2)

Materials
Tools

Design

Ruler
Measure
Labels
Masking tape
Glue gun

resources they think they might need to make a model like these. le two boxes, one
large and one small, flat card for the roof, lollypop sticks for the timber frame,
scissors, tape, white paint, black paint etc...

Model to children how to design a tudor house based on their chosen picture on
the white board. Show them how to draw the smaller box on the bottom (jetty),
larger box on the top, the roof, the shutters, the window. Model how to use rulers
to create the correct shapes and sizes. Scaffold less able children by providing them
with pre cut shapes to draw around, or tracing design if required.

Once children have drawn their design, discuss the materials that will be available
for them to use and show them examples. Model to children how to label their
designs with the materials from the picture list.

Allow children time to present their designs to an audience. Can they describe what
they are making and the materials they intend to use? Children should be able to
identify the features specifically related to a tudor house.

Lesson 2/3

In order for children to receive adult support with joining and cutting skills

this would be delivered ideally in small groups, with children creating a model in
pairs. You may require 2-3 lessons to create the finished product.

You may want to follow this link: https://www.youtube.com/watch?v=vx3I8ebV0eY




NC PoS Key Concepts Key Competencies Key Key Activities

Vocabulary
Design Subject Intent Design — Lesson 1 Lesson 2/3 Lesson 2/3 continued:
Generate, | can explain to someone else how | want to Measure * Model to children how to create the basic structure. Model how to join two
develop, model Guided make my product. (Year 1 skill) Score boxes together to create the jetty and how to measure and cut out the roof
and ) research about specific | can create a labelled picture of my idea. (Year 2 | Mark out shape. Discuss with children how to make the structure strong so it does not
communicate . . . . .
their ideas materials, features skill) Ruler fall apart once painted. You may decide to use either glue or tape.
through talking, and design | can identify at least one feature my product Length * Children will then need to paint their model white and leave to dry.
drawing, of the product to needs to have, to be successful. (Year 2) Join/assemble ¢ Children will then need to cut out and create the windows, doors and timber
templates, mock | be made. Stable/strong framework from the resources available.
ups. Make — Lesson 2/3 instructions * Support will be required with using the tools safely, using a ruler accurately
Make Research fed | can investigate materials and choose suitable and joining the materials securely. It is important to develop children's

Select from and
use a range of
tools and
equipment to
perform
practical tasks
(cutting,
shaping, joining,
finishing)
Evaluate
Evaluate their
ideas and
products against
design criteria.
Technical
Knowledge
Build structures,
exploring how
they can be
made stronger,
stiffer and more
stable

into planning to produce
a prototype of product
to be created.

Create

final product using
evaluations to inform
production.

Use

discussion to introduce
technical vocabulary at a
ppropriate stages
throughout

the design and
production process

ones to make my product. (Year 2)

| can use resources and tools correctly, e.g.
scissors. (Y1)

| can cut, shape and join materials. (Y1)

| can join materials/components in different
ways. (Y2)

| am beginning to use finishing techniques to
make my products more appealing. (Y2)

Evaluating Process: Lesson 4

| can say what | like/dislike about existing
products. (Y1 and 2)

| can say what went well with my product. (Y2)
| can say one thing | would change to improve
my product. (Y2)

Technical knowledge: Lesson 2/3
| can find one way to make my structures
stronger, stiffer and more stable. (Y2)

Lesson 4

Evaluate

Improve

Advice
Recommendations

independence and not do it for them. The cardboard materials used should not
be too thick as children who have not yet developed adequate hand strength
(fine motor skills) will struggle with the task.

Lesson 4

* In pairs children could create their own video clip where they present their
finished model. Ask children to think about the following key questions.

* How did you make your house?

* What did you enjoy about making the house?

* Which part of the house was the easiest to make?

*  What did you find difficult?

* Did you learn any new skills?

* If you were going to do this again, what would you do differently?

*  What would your advice be to someone else making this model?

The teacher could assemble the evaluation clips and create a class film for classes

to use next year.




NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
Lesson 1: Week 4: Cooking
As part of their | Subject Intent | can design a biscuit. Cooking Design a shortbread biscuit shape. . ) ,
ork with food Guided research Lesson 2: Knife Link to history topic- Discuss who Thomas Farriner was and what he was doing when the Great Fire of
w . ! . —_ . London started. Discuss how Thomas Farriner baked biscuits for King Charles 2nd’s Navy. They were sent off to
pupils should about specific | can explain how to work with Spoon sea in barrels aboard the giant naval ships. Explain that we will be making our own shortbread
be taught how materials, features food hygienically. Fork biscuits. Children to look at a range of shortbread designs. In groups, children can discuss what they like and
to cook and and design of the product | can follow a simple recipe Bowl dislike about each design. Then the children can create their own shortbread biscuit shape which they will use
apply the to be made. supported by an adult. Whisk when they cook their shortbread.
principles of | can measure, with support, the | Rub Week 5:
nutrition and Research fed into planning | correct amount of flour, sugar, Knead Making shortbread biscuits
healthy eating. to produce a prototype of and butter in grams. recipe Children will make their own shortbread biscuit using_butter, sugar, plain flour and chocolate chips. (See

To use the basic
principles of a
healthy and
varied diet to
prepare dishes.

To understand
where food
comes from.

product to be created.
Create final product

using evaluations

to inform production.

Use discussion to
introduce technical
vocabulary at appropriate
stages throughout

the design and production
process

| can rub in fat to flour.

| can knead dough.

| can spoon ingredients
between containers.

| can roll dough into four equal
portions using my hands.

| can develop the skills to safely
use a range of basic cooking
equipment including a
teaspoon, tablespoon, a cup, a
bowl, digital scales and an oven.

Year 1 skill- | can Shape food
with accuracy for a desired
effect.

Lesson 3:
| can evaluate my product.

recipe) Model how to follow the recipe and model using each piece of equipment e.g spoon, fork, bowl, scales.
The children will follow the recipe with adult support to create their shortbread and they will shape their
biscuit using their designs from the previous lesson.

Week 6:

Evaluate- Children to evaluate their shortbread biscuit. Ask children to think about the following key
questions:

How did you make your biscuit?

What did you enjoy about making the biscuit?

Did you learn any new skills?

Do you like the way it looks? Yes/No? Why/Why not?

Do you like the way it tastes? Why/Why not? How could it be improved?

Did you face any problems? How did you overcome them?




NC PoS Key Key Competencies Key Vocabulary Key Activities
Concepts
As part of To guide Lesson 1: Eat well plate - The eat well plate is Lesson 1: Healthy eating messages
their work research about « | can classify different food groups. designed to make healthy eating easier. Eat | Recap from science in spring 1: Children to sort the food into the correct food groups
oe foods from each group on the eat well explaining their choices.
specific P &
with food, P ) ) ) ) plate in the correct amounts each day. Explore the question '"How do we know if our food is healthy?' Discuss which parts of
pupils should materials, * Ican describe basic healthy eating Carbohydrates, fats and sugars, protein, the eatwell plate we should try to limit in our diet such as sugar and fat. Explain that
features and messages. fruits and vegetables and dairy. many drinks and foods that we would not expect to contain sugar, do in fact have
be ta Ught design of the grater — A device having a surface covered sugar added to them (e.g bread, ketchup, spaghetti sauce, soup, yoghurt, baked
how to cook product to be Lesson 2: Plan/ Design with holes edged by slightly raised cutting beans). Explain that when sugar is turned into fine white (processed) granules, it is
d lv th made edges, used for grating cheese and other easy to add to different foods and drinks. Ask children to guess how many teaspoons
and apply the ’ . foods. of sugar they think is in a standard can of cola. Reveal the answer is 10!
principles of ) * _I can create a labelled picture of my Show children four drinks in or alongside the packaging. Select a variety of drinks and
nutrition and Create final idea. Method — A certain way of doing include fruit juice (thought to be a healthy option) and a sugar-free counterpart of
product using something. another drink.
healthy evaluations to Using class consensus, ask pupils to rank the drinks in order of the most to the least
eating. inform Equipment — A list of things needed. sugary. Ask the children to look at the drinks containers and find the information
. about the contents of the drink. The information will be presented as ‘g of sugar’ per
prOdUCt'on' Use Personal hveien personal hveiene is a can/carton/bottle and also per 100ml portion. The children should record the
H H !g - . . . . . .
To use the discussion to e”sot.a fhe b%:t that | ve . A information from the packages into their worksheet. Did the sugar-free drinks always
basic introduce Eo ectrl]on ° | anl SI a p((a:loti e. p;r grm ° contain less sugar? Were you surprised at how much sugar is in some drinks? Is it ok
inciol £ technical hzzfthyemse ves clean andtheirbodies to drink these drinks? Ensure the children are aware that sugar is ok in small amounts.
principles ot a :
vocabulary at
healthy and . L ) Lesson 2: Plan/design
varied diet to appropriate Cross contamination —.Is.how bacteria can After looking at hidden sugars and discussing the eatwell guide in the previous lesson,
stages spread. It occurs when juices from raw ask the children 'ls it a good idea to eat just fruit and vegetables in our diet?' Discuss
prepare throughout the meats or germs from unclean objects touch how each food group is important for staying healthy (Recap from science spring 1)
dishes. design and cookef:I or ready-.to—eat foods. _ Explain to the children that their task is to design a healthy wrap. Create a success
production Allergies - Allergies are abnormal immune criteria as a class e.g:
system reactions The wrap must be healthy
process.

To understand
where food
comes from.

The wrap should include a protein, vegetable and dairy product
The children should like the wrap
The wrap should be tasty but not expensive



Key Concepts

Key Competencies

Key Vocabulary

Key Activities

As part of
their work
with food,
pupils should
be taught
how to cook
and apply the
principles of
nutrition and
healthy
eating.

To use the
basic
principles of a
healthy and
varied diet to
prepare
dishes.

To understand
where food
comes from.

To guide research
about specific
materials,
features and
design of the
product to be
made.

Create final
product using
evaluations to
inform
production. Use
discussion to
introduce
technical
vocabulary at
appropriate stages
throughout the
design and
production
process.

Lesson 3: Make

| can explain how to work
with food hygienically.

| can identify and use the skills to safely
use a range of basic cooking equipment
(e.g. knife, chopping board, spoon, fork,
bowl).

| can grate soft foods e.g.
cheese, cucumber.

| can follow and complete a simple recipe
supported by an adult.

Lesson 4: Evaluate

¢ | can evaluate what | have made.

grater — A device having a surface
covered with holes edged by slightly
raised cutting edges, used for grating
cheese and other foods.

Method — A certain way of doing
something.

Equipment — A list of things needed.

Personal hygiene — Personal hygiene is a
collection of habits that people perform
to keep themselves clean and their
bodies healthy.

Cross contamination — Is how bacteria
can spread. It occurs when juices from
raw meats or germs from unclean
objects touch cooked or ready-to-eat
foods.

Allergies - Allergies are abnormal
immune system reactions

Lesson 3: Make-

The children can make their own healthy wrap
using their design from the previous lesson. The
children will follow the recipe using their

choice of ingredients with adult support.
Teachers to model how to chop the salad using
the bridge technique and model how to grate
the cheese.

Lesson 4: Evaluate

Children to evaluate their wrap from the
previous lesson answering the following
qguestions; What did you like about your wrap?
Do you like the way it looks why/why not?

Is your wrap healthy? Explain your answer.
How could it be improved?

What variation would you like to try?




NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary

Design To guide research about Textiles: Templates and joining Materials Lesson 1: Can you design a finger puppet of a character from Grandad's Island?
Deign purposeful, specific materials, features | techniques Fix
functional, and design of the product Secure Fhildren to explor.e a range of existing finger. puppets. What.do you like aboufc them? What could be

. . improved? The children can then design their own puppet (linked to our English text- Grandad's
appealing products to be made. Lesson 1: Design Attach Island) which they will make in the next lesson. What materials will you need for your product?
for themselves and To know how to design a functional, Join What tools will you need to make your product? How will you join the materials?
others based on Create final product using appealing product for a chosen user Template EXTEND — Which materials do you think will be effective for making your finger puppet and why?
design criteria evaluations to inform and purpose. Technique

production. Use discussion Idea Lesson 2: Prototype _ _ _ _

Make to introduce technical To generate, develop and Product Working in small grou_ps with an.adult_, the chlld.ren W|II.Iearn hOYV to thread the-thread mtq t.he
— needle and create a simple running stich on their practise material before learning how to join the
Select from and use | vocabulary at appropriate communicate ideas. Join material using thread. What works well? What will you need to do to improve it for your final
arange of tools and | stages throughout the Shapes product?
equipment to design and production Lesson 2 — Prototype Tools ENRICH — How could you improve your stitching and how will you change this when you make your
perform practical process. Link product?

tasks (cutting,
shaping, joining,
finishing)

Select materials
from a wide range
of materials

Evaluate

Evaluate their ideas
and products
against design
criteria

To use a range of textiles, tools
and equipment to perform practical
tasks.

Lesson 3 and 4: Make

To understand how 3 textile products
are made, using joining, templates
and finishing to create two identical
shapes.

Lesson 5: Evaluate

To explore and evaluate existing
products and their own ideas and
products.

Lesson 3 and 4: Make

Working in small groups with an adult, model how to create a template on card and cut it out.
Repeat this for the identical shape. Use the template to cut out the felt material to the desired
shape. The children can then use the running stitch they practised in their prototypes to join the two
identical shapes together using the needle and thread.

The children can then use a range of materials such as fabric, felt, foam paper, ribbon, buttons and
fabric pens to decorate their product.

* Remember to take a picture of the finished products to put in the green topic books.

EXTEND — Why have you chosen that material to make your finger puppet? Which materials work
well and what would you like to try next time?

Lesson 4: Evaluate

Evaluate their products. Ask children to think about the following key questions.
eHow did you make your puppet?

*What did you enjoy about making it?

*Which part of the puppet was the easiest to make?

*What did you find difficult?

*Did you learn any new skills?

eIf you were going to do this again, what would you do differently?

CHALLENGE- What would your advice be to someone else making a finger puppet?




Key Concepts

Key Competencies

Key Vocabulary

Key Activities

As part of their
work with food,
pupils should be
taught how to
cook and apply
the principles of
nutrition and
healthy eating.

To use the basic
principles of a
healthy and
varied diet to
prepare dishes.

To understand
where food
comes from.

Guided

research about specific m
aterials, features and desi
gn of the product

to be made.

Research fed

into planning to produce
a prototype of product

to be created.

Create

final product using evalua
tions to inform productio
n.

Use

discussion to introduce te
chnical

vocabulary at appropriate

stages throughout the de
sign and production
process

| can explain how to work with
food hygienically.

| can follow and complete a
simple recipe supported by an
adult

| can whisk using a fork.

| can measure referring to
ingredients in simple

fractions.

| can cut using a table knife to
cut into equal portions.

| can knead dough.

| can evaluate what | have
made

Whisk with a fork -
until mixture is
combined. Creating a
lighter mixture by
adding air.

Measure using simple
fractions — cut the
dough in half

Knead -to work and
press into a mass. Fold,
push, turn and press
the dough. It alters
the texture of the
bread.

Design:
The children will create a simple design for their bread shape, based on the current
topic of journeys.

Make

Before the cooking session, discuss the food hygiene rules.

The children will make their bread roll using; white bread flour, fast-action dried
yeast, sugar, teaspoon salt, olive oil, milk.

Share the method with the children. Discuss skills they will be learning/using.

* Kneading

* Mixing

* Measuring

* Cutting into equal portions

Teachers will model each stage of the recipe step by step for the children to follow.

Evaluate

Evaluate- Children to taste and evaluate their bread. Ask the children to think about
the following key questions:

How did you make your bread?

What did you enjoy about making the bread?

Did you learn any new skills?

Do you like the way it looks? Yes/No? Why/Why not?

Do you like the way it tastes? Why/Why not? How could it be improved?

Did you face any problems? How did you overcome them?




NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
Design: Subject Intent Wheels and axels: Axle —arodon 1. Design:

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]

Evaluate:

evaluate their ideas and
products against design
criteria

Technical Knowledge:
Explore and use
mechanisms [for example,
levers, sliders, wheels and
axles], in their products.

Guided research
about specific
materials, features
and design of

the product to be made.

Research fed into
planning to produce a
prototype of product to
be created.

Create

final products using eval
uations

to inform production.

Use discussion to
introduce technical
vocabulary

at appropriate
stages throughout
the design

and production
process

| can explore wheels and axels,
understanding the types of
movement and using technical
vocabulary.

| can identify and explain at least one
feature my product needs to have, to
be successful.

| can produce a labelled picture of
my idea.

Technical knowledge:

| can use mechanisms, e.g. levers,
sliders, wheels and axles, in my
products.

| am beginning to use finishing
techniques to make my products
more appealing.

Evaluation:

| can explain what | like/dislike about
existing products.

| can explain what went well with
my product.

| can explain one thing | would
change to improve my product.

which one or
more wheels can
rotate, either
freely or be fixed
to and turn with
the axle.

Axle holder — the
component
through which an
axle fits and
rotates.

Chassis — the
frame or base on
which a vehicle is
built.

Friction -
resistance which is
encountered when
two things rub
together.

Dowel — wooden
rods used for
making axles to
hold wheels

Children to be given the opportunity to explore a range of existing
products that include wheels and axels e.g toys including cars, bikes,
skateboards, tractors etc. Are there any other products that we use in
our everyday life that include wheels and axels? E.g wheel barrows,
hamster wheels etc

Explain that we are going to be making a moving vehicle using the
wheels and axels mechanism. Children to generate a success criteria
and identify and explain at least one feature their product will need in
order to be successful. The children will then create a labelled design of
their product using the technical vocabulary.

2. Make

The children will use their designs and their success criteria to create
their own vehicle using the wheels and axels kits which include
cardboard, wheels and axels. Can you use any finishing techniques to
make your product more appealing? The children can choose from a
range of materials to make their product more appealing including; paint,
tin foil, sequins, pens, pencils, fabric etc.

3.Evaluate:

The children will evaluate their product against their design criteria.
How did you make your vehicle?

What did you enjoy about making it?

Did you learn any new skills?

Do you like the way it looks? Yes/No? Why/Why not?

Is your product successful? Why/why not?

How could it be improved?

Did you face any problems? How did you overcome them?

Is your product successful?






NC Po$S

Key Concepts

Key Competencies

Key

Key Activities

Vocabulary
‘C‘f:er::eti'f:fj:md f:;’z':;gdnezifg" G u |ded Developing, planning and communicating ideas User Children to investigate, analyse and evaluate products which have a range of lever and
innovative, functional, appealing | can discuss existing products. Purpose linkages mechanisms. Use questions to develop children’s understanding e.g. Who might
g;‘:"i‘:;‘csufgraltnax“gz;’sfg;‘;‘;gz;a'me‘* researc h I can identify some of the features my product needs to be Function it be for? What is its purpose? What do you think will move? How will you make it move?
successful. What part moved and how did it move? How do you think the mechanism works? What
Eir":;ajﬁ.c‘ifl‘i'h‘l‘?r E:;‘:'ta;‘:ugh | am beginning to understand that my product might be useful to a Prototype materials have been used? How effective do you think it is and why? What else could
discussion, annotated sketches, cross- certain group or individual. Design Brief move?

sectional and exploded diagrams,
prototypes, pattern pieces and
computer-aided design

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

investigate and analyse a range of
existing products

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

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

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

understand and use mechanical
systems in their products

Prototype
production

Evaluation
Final product
informed by
prototype

Discussion

Technical
vocabulary

| can make a clear, labelled sketch of my design.
| can practise/test my skills, e.g. stitching, mechanisms.

Working with tools, equipment, materials and components to make
quality products

I can use tools/equipment safely and correctly.

| can suggest one reason why some materials/components might be
suitable to create my products.

| am beginning to use finishing techniques more consistently to
make my products more appealing.

Technical Knowledge

Most of my product is strong and stable.

| can use mechanical systems in my products, e.g. gears, pulleys,
cams, levers and linkages.

Evaluating processes and products

| can identify one positive feature of an existing product. | can
identify one positive feature of my own product or the product of
another.

| can make one improvement to my work.

Levers and Linkages

Generate realistic ideas and use annotated sketches and prototypes
to develop, model and communicate ideas.

Select and use tools with some accuracy to cut, shape and join
paper and card.

Investigate and analyse their own and others’ products with lever
and linkage mechanisms.

Understand and use lever and linkages, and fixed and loose pivots.

Design Criteria

Input
Output

Mechanism
Lever
Linkage
Loose pivot
Fixed Pivot
Slot
Guide/Bridge

Teacher demonstrates a range of lever and linkage mechanisms to the children using
prepared teaching aids. Use questions to develop children’s understanding e.g. Which
card strip is the lever? Which card strip is acting as the linkage? Which part of the system
is the input and which part the output? What does the type of movement remind you of?
Which are the fixed pivots and which are the loose pivots?

Teacher demonstrates the correct and accurate use of measuring, marking out, cutting,
joining and finishing skills and techniques. Pupils work in small groups to produce a range
of different lever and linkage mechanisms using existing templates.

As a whole class develop the design brief with the children: to design a Christmas card for
parents or grandparents. Discuss with pupils the purpose of the product they will be
designing and making and who the product will be for. Ask the pupils to agree the key
themes of the card. To generate a range of ideas, encouraging creative responses. Agree
on design criteria that can be used to guide the development and evaluation of the
children’s products.

Pupils should develop their knowledge and skills by undertaking a mini design and make
activity using one of their lever/linkage templates to create a prototype card. This could
replicate one or more of the teaching aids. Pupils evaluate their prototypes and using
annotated sketches continue to develop, model and communicate their ideas.

Pupils work in teams to create ideas of what could move on the card. Pupils plan their
own moveable Christmas card. Pupils are asked to consider the main stages in making
before assembling high quality products, drawing on the knowledge, understanding and
skills learnt through previous activities.

Pupils demonstrate their Christmas Cards — a short video could be made to illustrate the
movement. Pupils evaluate the final products against the intended purpose and with the
intended user, drawing on the design criteria previously agreed.




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

and correcHH. (gro,ter, Peeler,
|<niJ:e).

I can J:o”ow a simple recipe with
guidance from an adulk.

I can expla'm how to work with

J:oocl hggienieauﬂ.

Equipment — A list
of things needed.

Personal hygiene —
Personal hygiene is
a collection of
habits that people
perform to keep
themselves clean
and their bodies
healthy.

Cross
contamination — Is
how bacteria can
spread. It occurs
when juices from
raw meats or germs
from unclean
objects touch
cooked or ready-to-
eat foods.
Allergies - Allergies
are abnormal
immune system
reactions.

Key Concepts : Ke o
NC PoS Y . P Key Competencies Y Key Activities
Link Vocabulary
« munderstand and i Rise - To increase in . .

roduction Rise - 1o Discuss hygiene rules

apply the P I can prepare a varietg of dishes. | height size, volume Ve , , ,

principles of a : oole ! | %t—ogggfg“ Follow the recipe with guidance.

healthy and : i . : _

ried diet Evaluation can use toolsfequipment SAfey | form one Children to make two different muffins.

Deciding on preference and why.
Evaluating taste and textures.
Discuss key vocabulary.




* | can follow a simple recipe
with guidance from an adult.

* | can explain how to work with
food hygienically.

a collection of
habits that people
perform to keep
themselves clean
and their bodies
healthy.

Cross
contamination — Is
how bacteria can
spread. It occurs
when juices from
raw meats or germs
from unclean
objects touch
cooked or ready-to-
eat foods.

Allergies - Allergies
are abnormal
immune system
reactions.

NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
. munderstand and _ . Rise - To increase in H H
apply the principles Pathway 4 ° | can prepare a Variet of height, size, volume * DISCUSS hyglene rU|eS
cfaheaithvand | Evaluating -en Prep Y Mix - Combineor | o Recap and discuss why
repsreandcooka | processes and dishes. put together to '
prepare and cook a . .
variety of P * | can use tools/equipment formone 1 | Children to make two different
predomin.antly . prOdUCtS. LL]C : ff
savoury dishes wsing | b thway 5 safely and correctly. (grater, 0 thmgsl rl\‘eeded- MurtTins.
, - . Personal hygiene — . .
recmaes e Food peeler, knife). personal hygiene s | DiSCUSS vocab and new key skills. Watch

videos.
* Follow the recipe with guidance.

Show recipe step by step and children
follow and complete their own.

Second sessions — tasting
* Deciding on preference and why.
e Evaluating taste and textures.

* Discuss key vocabulary — recap and
record on recipe write up.




NC PoS Key Concepts | Key Competencies Key Vocabulary Key Activities
= understand and ; . Method — A cerlain way or doing something. First session will be a tasting session. We will
apply the principles Production I can name some °f the 3552 3 look at a variety of possible sandwich fillings.
of a healthy and d thal L Knead — To mix b - ldi d oulli Children taste and evaluate foods and foods that
. . (o]0 rou al are part o nea 0 mix ressing, folaing, ana pulling.
varied diet . J: 9 P P J: JP 5 3 P these are paired with.
* prepare and cook a Eva|uat|on

variety of
predominantly
savoury dishes using
a range of cooking
techniques

a healH‘»H diel.

e Ican prepare a varielg of
dishes.

® [ canuse tools/equipment
saJtelH and correcHH. (groier,
Peeler, knife)

o Ican fouow a simple recipe
with guldance from an
adulk

o JTcan explain how to work

with foocl hﬂgienicauﬂ.

Rii- To increase in heighh size, volume
M — Combine or puf kogeH‘»er bo form one
Eguipmenl — Alist of H\'mgs needed.

Personal hggiene - Persono,l hggiene isa couechon of habiks H\o} People
perform bo |<eeP themselves clean and their bodies heallhg.

Cross contaminalion — Is how bacleria can spreac[. I} occurs when J’uices

from raw meaks or germs from uncleo,n okﬂ‘ects tOUCh COOI(Cd or readg—ko—

eat foods.
Allergie - A”ergies are abnormal immune sgs}em reachions.

groler — A device having a surface covered with holes edged 133 slithH
ro,ised cuHing edges, used for gro,hng cheese and oHler J:oods.

Swivel eeler - A Peeler is a SPeCiCll lOO[ used J.‘Ol" removing H‘Le skin J:rom

fruil. A swivel Peeler has a special blade.

Discuss and identify food groups and discussed
the importance of a balanced diet.

Children will design their sandwich.

Second session

Discuss hygiene rules.

Share method with the children. Discuss skills
they will be learning/using.

* Knead

e Mix

Discuss vocab

* Rise

* Personal hygiene

* Cross contamination

* Allergies

Show recipe step by step and children follow and
complete their own.

Third session — same day

Children note changes in buns.

Introduce new equipment

* Grater

* Swivel Peeler

Children follow their design to create their
sandwich. Children then taste their sandwich
and evaluate what they have made.



NC PoS

Key
Concepts

Key Competencies

Key
Vocabulary

Key Activities

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 and exploded diagrams,
prototypes, pattern pieces and computer-
aided design

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

tasks 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
investigate and analyse a range of existing
products

evaluate their ideas and products against
their own design criteria and consider the
views of others to improve their work
understand how key events and individuals
in design and technology have helped
shape the world

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

understand and use mechanical systems in
their products

Guided research
Prototype
production
Evaluation

Final product
informed by
prototype
Discussion
Technical
vocabulary

Developing, planning and communicating ideas
| can discuss existing products.

| can identify some of the features my product
needs to be successful.

| am beginning to understand that my product
might be useful to a certain group or individual.
| can make a clear, labelled sketch of my design.
| can practise/test my skills, e.g. stitching,
mechanisms.

Working with tools, equipment, materials and
components to make quality products

I can use tools/equipment safely and correctly.

| can suggest one reason why some
materials/components might be suitable to create
my products.

I am beginning to use finishing techniques more

consistently to make my products more appealing.

Evaluating processes and products

I can identify one positive feature of an existing
product.

I can identify one positive feature of my own
product or the product of another.

I can make one improvement to my work.
Textiles

2D Shape to 3D product

Generate design criteria for an appealing,
functional product for specific users.

Produce annotated sketches, prototypes, final
product sketches and pattern pieces.

Select fabrics and fastenings according to their
functional characteristics.

Investigate a range of 3-D textile products.
Test their product against the original criteria and
with the intended user.

Designing

user, purpose,
model, mock-up,
evaluating,
labelled drawings,
stiffening,
reinforcing
Making
pattern/templates
, strength,
weaknesses,
accurate, finishing
Knowledge and
Understanding
fabric, stitch,
seam, seam
allowance
embroidery,
applique
Properties
strength, hard-
wearing, stretch,
fray, flexible, stiff

DT Association — Bendy Bags Project

Pupils examine carefully a collection of simple textile containers e.g. purses, wallets,
spectacle cases, draw—string bags. Focus on seams, size, fitness for purpose. What could you
keep in this bag? How would you describe this fabric? Pupils make labelled drawings from
different views showing specific features. Pupils identify a general criteria for a successful
textile bag.

Pupils are introduced to stitching techniques. Teacher demonstrates and allows pupils to
practise textile techniques e.g. running stitch, starting/finishing. Point out to children that
the seam takes up some of their fabric and that they need to allow for this in their
measurements. Show children how to add a seam allowance and discuss when it is needed.
Pupils sew two small pieces of fabric together and test which joining method makes the
strongest seam e.g. glue, sewing, tape.

Whole class, discuss with the children the purpose and the user of the coin purse/wallet.
Design, make and evaluate a coin purse (product) for myself (user) for keeping change safe
(purpose). Pupils then draw up a simple design specification. Pupils will put the list of points
in order with the most important ones coming first. Pupils use paper template to mock up
their designs and choose suitable fabric. Pupils think about finishing techniques e.g. applique,
embroidery.

Pupils construct their coin purse, measuring, taping, cutting and joining fabric with some
accuracy. Pupils review their progress in making their purse: How well is this working? Is it
what the user wants? What could we do to make it better? How could we improve the way it
looks? Feels? Opens? Closes? What do you need to change? What effect will this have?
Pupils evaluate the finished purses by testing in use, discussing strengths and areas for
development of both appearance and function and suggest improvements. Does the
container meet the criteria? How have you tested the container? Would it do the job better
if it were better made? How could it be better made? Pupils evaluate their product
identifying strengths and areas for development against the original specification.



NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

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 and exploded diagrams,
prototypes, pattern pieces and
computer-aided design

select from and use a wider range of
tools and equipment to

perform practical tasks 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
investigate and analyse a range of
existing products

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

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

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

understand and use mechanical
systems in their products

Guided research

Prototype production

Evaluation

Final product informed
by prototype

Discussion

Technical vocabulary

Developing, planning and communicating ideas
| can discuss existing products.

| can identify some of the features my product
needs to be successful.

| am beginning to understand that my product
might be useful to a certain group or individual.
| can make a clear, labelled sketch of my design.
| can practise/test my skills, e.g. stitching,
mechanisms.

Working with tools, equipment, materials and
components to make quality products

I can use tools/equipment safely and correctly.

| can suggest one reason why some
materials/components might be suitable to
create my products.

I am beginning to use finishing techniques more
consistently to make my products more
appealing.

Evaluating processes and products

I can identify one positive feature of an existing
product.

I can identify one positive feature of my own
product or the product of another.

I can make one improvement to my work.
Textiles

2D Shape to 3D product

Generate design criteria for an appealing,
functional product for specific users.

Produce annotated sketches, prototypes, final
product sketches and pattern pieces.

Select fabrics and fastenings according to their
functional characteristics.

Investigate a range of 3-D textile products.

Test their product against the original criteria and
with the intended user.

Designing

user, purpose, model,
mock-up, evaluating,
labelled drawings,
stiffening, reinforcing
Making
pattern/templates,
strength, weaknesses,
accurate, finishing
Knowledge and
Understanding
fabric, stitch, seam,
seam allowance
embroidery, applique
Properties

strength, hard-
wearing, stretch, fray,
flexible, stiff

DT Association — Bendy Bags Project

Pupils examine carefully a collection of simple textile containers e.g. purses,
wallets, spectacle cases, draw—string bags. Focus on seams, size, fitness for
purpose. What could you keep in this bag? How would you describe this
fabric? Pupils make labelled drawings from different views showing specific
features. Pupils identify a general criteria for a successful textile bag.

Pupils are introduced to stitching techniques. Teacher demonstrates and
allows pupils to practise textile techniques e.g. running stitch,
starting/finishing. Point out to pupils that the seam takes up some of their
fabric and that they need to allow for this in their measurements. Show
pupils how to add a seam allowance and discuss when it is needed. Pupils
sew two small pieces of fabric together and test which joining method
makes the strongest seam e.g. glue, sewing, tape.

Whole class, discuss with the pupils the purpose and the user of the coin
purse/wallet. Design, make and evaluate a coin purse (product) for myself
(user) for keeping change safe (purpose). Pupils then draw up a simple
design specification. Pupils will put the list of points in order with the most
important ones coming first. Pupils use paper template to mock up their
designs and choose suitable fabric. Pupils think about finishing techniques
e.g. applique, embroidery.

Pupils construct their coin purse, measuring, taping, cutting and joining
fabric with some accuracy. Pupils review their progress in making their
purse: How well is this working? Is it what the user wants? What could we
do to make it better? How could we improve the way it looks? Feels?
Opens? Closes? What do you need to change? What effect will this have?
Pupils evaluate the finished purses by testing in use, discussing strengths
and areas for development of both appearance and function and suggest
improvements. Does the container meet the criteria? How have you tested
the container? Would it do the job better if it were better made? How could
it be better made? Pupils evaluate their product identifying strengths and
areas for development against the original specification.



NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Design

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 and exploded
diagrams, prototypes, pattern
pieces and computer-aided design

Make

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

investigate and analyse a range of
existing products

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

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

Technical Knowledge

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

understand and use mechanical
systems in their products
understand and use electrical
systems in their products

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

Guided
Research

Prototype
Final Product
Evaluations

Technical
Vocabulary

Pathway 1 -Developing, planning and communicating ideas

| can discuss existing products.

| can identify some of the features my product needs to be successful.

| am beginning to understand that my product might be useful to a certain
group or individual.

| can make a clear, labelled sketch of my design.

Pathway 2 -Working with tools, equipment, materials and components to
make quality products

| can use tools/equipment safely and correctly.

| can suggest one reason why some materials/components might be suitable
to create my products.

| am beginning to use finishing techniques more consistently to make my
products more appealing.

Pathway 3 -Technical knowledge
Most of my product is strong and stable.

Pathway 4 -Evaluating processes and products

| can identify one positive feature of an existing product.

| can identify one positive feature of my own product or the product of
another.

| can make one improvement to my work.

Pathway 5 — Food

| can develop my knowledge of healthy eating messages.

| can develop the skills to safely use a range of basic cooking equipment (e.g.
knife, chopping board, spoon, fork, bowl).

| can cut food safely.

| can grate soft foods e.g. cheese, cucumber.

| can identify different food groups.

| can name some of the food groups that are part of a healthy diet.

| can prepare a variety of dishes.

Pathway 8 —Structures

Generate and develop realistic ideas and design criteria collaboratively and
through analysis of existing products.

Order the stages of making; selecting tools and using with some accuracy.
Investigate and evaluate shell structures, and construct strong, stiff shell
structures.

Test and evaluate own products against design criteria and intended user
and purpose.

Designing

font, graphic, decision,
evaluating, criteria, fit for
purpose, holds

Making

scoring, tabs, interlocking,
adhesives, join, assemble,
accuracy

Knowledge and
understanding

aperture, three-
dimensional (3D) shape,
face, edge, vertex, two-
dimensional, side, corner,
cube, cuboid, prism, net,
packaging, shell structure,
height, width, breadth,
capacity, centimetre,
millimetre, measure

Week 2

Food Tasting Scone Filling Lesson.

Pupils taste test a range of ingredients for a savoury
and a sweet scone. Pupils evaluate paired
ingredients and decide on their choices.

Week 3

BIG QUESTION

Why do we need food packages?

Pupils list the jobs of food packaging. Pupils
investigate and analyse a range of packaging,
identifying key features with a clear labelled sketch.

Week 4

Maths lessons exploring nets.

Pupils open food packaging and explore the nets of
3D shapes. Pupils create their own 3D shapes using
2D shapes.

Week 5

Pupils plan their own scone packaging, thinking
about purpose and audience. Pupils make packaging
for scones using prior knowledge of nets. Pupils
construct 3D shape and use finishing techniques to
complete.

Week 6

Pupils follow a recipe and make their sweet and
savoury scone. Pupils evaluate the taste of scone.
Pupils evaluate packaging for scones.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

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

Pathway 4-
Evaluating
processes
and
products.
Pathway 5-
Food

L] I can describe and QPPIH my knowledge of healeH
eoling messages.

L] Ican applg my skills o safelg use a range of basic
cooking equipmenf (e.g. |<niJ:e, chopp‘mg board, spoon,
fork bowl).

L] I can cut food safelg.

L4 I can spoon ingredients belween conlainers equallﬂ
divicling mixture.

L4 I can measure using a Jug with suPPorL

L4 I can cub oub Placing the culter in Posihons bo make
best use of the malerial and avoid waste.

L] Ican 9rale soﬂ J:oods eg. cheese, cucumber.

L Ican J:ouow and comp[ele a simp[e reciPe with
guiclcmce from an adulk.

® I can GPP[H mH know[edge OJ.‘ hOW tO WOI"I( WiH’I J.‘OOd

hggienicuug.
® I can create a varielg of dishes.
L] I can evaluale what I have made and suggest

improvemenls.

gral‘er — A device hoving @ surface covered with holes edged
bg slighl’lg raised cuH’ing edges. used for grahng cheese and
other foods.

Scole - Scale is defined as a sgsl’em or series OJ.' marl(s used J.'OI”

measur'mg.

Method — A cerlain way of do‘mg somelhing.
Knead — To mix bg Pressing, _Folding, and Pu”ing.
Rii- To increase in heigh}, size, volume

& — Combine or puk }ogelher to form one
élu_i'm— A lisk of Hlings needed.

Personal hggien — Personal hggiene is a collection of habits that
people pergorm to keep themselves clean and their bodies heauhg.

Cross contaminalion — Is how bacleria can sPread I} occurs

when JUiCCS J:rom raw meo,fs or germs J:rom uncleon objecls ITOUCh

cccked or FGGC{H-LO-CQ[' J.‘OOdS.

Allergies - Auergies are abnormal immune sgs[em reaclions.

First session will be a tasting session. We will
look at a variety of possible scone flavours. We
will discuss pairings and what this means. The
children will taste or smell flavours and decide
and plan their two scone flavours. One sweet
and one savoury.

Second session

Discuss hygiene rules.

Share method with the children. Discuss skills
they will be learning/using.

* Knead

e Mix

* Cutting to avoid waste
* Rubbingin

Discuss vocab

* Rise

* Personal hygiene

* Cross contamination

* Allergies

Show recipe step by step and children follow and
complete their own.

Third session — same day
Children taste and evaluate their creations.
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Key
Concepts
Link

Key Knowledge and Pathway

Vocabulary

Activity

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

Pathway 4-
Evaluating
processes
and
products.
Pathway 5-
Food

® I can describe and applﬂ my knowledge of
healeH eahng messages.

e ITcan aPPlﬂ my skills to safell:j use a range of
basic cooking equipment (e.g. knife, chopping
board, spaon, fork bowl).

o Icancul food safelﬂ.

o I can spoon ingredienks belween conlainers
ecluallﬂ dlviding mixbure.

o I can measure us'mg a Jug with support

o I can cub out Placing the cubter in Posihons bo
make best use of the malerial and avoid waste.

o Jcan grate soﬁ foods eg. cheese, cucumber.

° I can fo”ow and compleke a simple recipe with
guidance from an adulk.

e ITcan applg my knowledge of how to work with
food hggienicallg.

L I can creale o varietg of dishes.

® I can evaluate whal I have made and suggesl

improvements.

graler - A device having a surface covered wiHl

holes edged bH slighﬂg raised cuuing edges, used for

groling cheese and clher J.‘OOdS.

Scale - Sca[e is defined as a sgstem or series OJ’.‘ mar|<s

used for measuring,

Method — A cerlain way of doing something.
Knead — To mix by pressing, folding, and pulling
Rise - To increase in heighl, size, volume

Mix — Combine or put fogether to rorm one
Equipment — A list of things needed

Personal hggien — Personal hggiene is a colleclion of
habits that People perform bo |<eep themselves clean and
their bodies heallhg.

Cross conlaminolion - Is how bacteria can spreo,cl‘ IL

occurs when J’uices from raw meals or germs fl"Om

unclean objecls l‘OUCh cooked or reada-to-eat J:OOC[S.

Allergies - A“ergies are abnormal immune sgstem

reackions.

First session will be a tasting session. We will
look at a variety of possible scone flavours. We
will discuss pairings and what this means. The
children will taste or smell flavours and decide
and plan their two scone flavours. One sweet
and one savoury.

Second session

Discuss hygiene rules.

Share method with the children. Discuss skills
they will be learning/using.

* Knead

*  Mix

* Cutting to avoid waste

* Rubbingin

Discuss vocab

* Rise

* Personal hygiene

* Cross contamination

* Allergies

Show recipe step by step and children follow and
complete their own.

Third session — same day
Children taste and evaluate their creations.






Key Concepts

Key Competencies

Key
Vocabulary

Key Activities

When designing and
making, pupils should
be taught to:

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, select from
and use a wider range
of tools and
equipment to perform
practical tasks, select
from and use a wider
range of materials and
components, including
construction
materials, textiles,
evaluate their ideas
and products against
their own design
criteria and consider
the views of others to
improve their work,
apply their
understanding of how
to strengthen, stiffen
and reinforce more
complex structures

Guided research about specific
materials, features and design
of the product to be made.

Focused tasks in which children
develop particular aspects of
knowledge and skills Designing
and making activities in which
children design and make
'something' for 'somebody' for
'some purpose'

Having the opportunity to
evaluate each other’s work,
through the design stage and
finished product: Being allowed
time to constructively feedback
on each other’s work.

Pathway 7- Textiles
1. LO: To identify who my product is
for.

2. LO: To construct a clear, labelled
sketch of each part of my design

3. LO: To apply my skills accurately.

4 and 5. LO: To use tools and
equipment safely and correctly.

6. LO: To analyse my work and make
any necessary improvements.

Product
Brief
Audience
Materials
Colours
Decoration
Design
Label
Sketch
Stitch
Running
Cross
Back
Needle
Fabric

1. Explain to
children that at the end of the half term we will be hosting our own Victorian
Street Fair and invite parents in to buy an item we make, money raised will go
towards our charity ‘Barnardos’. Explain that we will be designing Christmas
decorations. Look at examples of decorations in Victorian times using
iPads/Chromebooks and webpages. Who would have owned these? What
purpose did they have? Introduce brief, and identify who product is going to be
for (Rich Victorians at Christmas time, use of religious symbols)

2 Reflect on design brief from last
lesson. Which materials would be effective / ineffective? Children sketch out and
design three different decorations (and label) after using QR codes to research
Victorian Christmas decorations designs. Carousel feedback — explore their
peers’ designs. Children to evaluate which design would be most effective and
why and choose the one they are going to create.

3.

Ensure correct health and safety measures are included, as needles can be sharp.
Model how to create different stitches (running, back, cross), children to
experiment using a piece of fabric during a rally coach. Afterwards, discuss
completed products. Is the stitch strong and stable? Does it currently fit the brief
so far? Which stitch do you prefer and why? What materials have we used?
What other materials could we have used if we lived in Victorian times? Teach
children then to stitch another piece of fabric on top, lace and a sequin or bead.
4 and 5. Look back at last week’s stitching techniques and recap our design brief.
Children to use their planning sheets to begin making their decorations. Can you
pick the most appropriate/stable stitch for each part of your product?

6. Why is it important that we make changes to our designs? Now that the
decorations have been created, children go back and look at their sketch designs.
What changes need to be made? Discuss R.E. lessons and symbolism in
Christianity. As we are looking at Victorian Christmas, can children add symbols
to their designs?




Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Instilling a love of
cooking in pupils
will also open a
door to one of the
great expressions
of human creativity.
Learning how to
cook is a crucial life
skill that enables
pupils to feed
themselves and
others affordably
and well, now and
in later life.

Pupils should be
taught to:

Select from and use
a wider range of
materials and
components,
including
ingredients.
prepare and cook a
variety of
predominantly
savoury dishes
using a range of
cooking techniques

Focused tasks in which
children develop
particular aspects of
knowledge and skills.

Designing and making
activities in which
children design and
make 'something' for
'somebody' for 'some
purpose’

Reflect on personal
achievement throughout
the design and
production stages.

Children will be
motivated by their
creations and the hands-
on approach Design
Technology offers to
learning

Pathway 5- Food
1. LO: | can measure using digital
scales with support.

2. LO: I can shape and mould to
create visually appealing
products.

2. LO: | can mix/stir to combine
ingredients.

2. LO: I can cut out placing the
cutter in positions to make best
use of the material and avoid
waste

2. LO: I can follow a simple
recipe with guidance from an
adult.

3. LO: | can evaluate the success
of my product.

Method
Shortbread
Cutter
Precision
Combine
Rolling pin
Unit of measure
Rubbing
Evaluation
Temperatures
Waste product
Flaky

Biscuit

1. What is the main ingredient in shortbread that
creates the sweet taste? Share design brief to
children, link to Queen Victoria’s love of shortbread.
Have chn tried this dish before? What variations
have they seen? Chn to examine the method and
look at the food groups that are involved in the
making process. Chn to experiment with scales and
weighing out ingredients, think about about the
different technique needed when pouring flour and
butter into a container

2. What different techniques were needed for
cooking this recipe? Recap hygienic rules of cooking
to start. Children to assess their attire, do any
changes need to be made? Eg tie long hair back.
Recipe will be available for one between 2 for
children to work through. Teacher to model set skills
at the front of the class before the children copy.

3. What was successful and what would you change
for next time? After chn have tasted their product
ask them to think about the texture and taste. Did
they like what they created? Was it visually
appealing as well as tasting nice? Chn to complete
an evaluation form that allows them to think what
they would change/ add next time




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

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.

Activities which involve
investigating and
evaluating existing
product- Taste tests

Apply discussion about
previous learning to
establish prior
knowledge in order for
this to then be applied
to the current task.

Children will have
regular opportunities to
evaluate their learning
and the product they are
creating to enable them
to assess their learning/
skills over time

Pathway 5 - Food

1. LO: | can identify the food
groups that are part of a healthy
diet.

2. LO: I can use my knowledge of
the food groups to plan my own
healthy dish.

3 and 4. LO: | can use tools and
equipment safely and correctly
when preparing food.

4. L0: | can evaluate my meal and
make necessary improvements.

Eat well plate
Carbohydrates (bread)
Vegetables

Protein

Fats

Base
Toppings
Ingredients

Equipment
Grater
Knife
Hygiene

1. Discuss the eat well plate, why is this a
popular topic in the news at the moment? Why
is this incentive being pushed in schools?
Research: where pizza comes from
(geographical link with Naples), what pizza is
made from, shapes and sizes of pizzas and
toppings for pizzas. Market research — popular
pizzas and toppings, interview family members.

2. Design their pizza: purpose and 4 labelled
ideas. Discuss a healthy diet (different breads
that could be used for the base and different
vegetables that could be used for toppings).
Highlight importance of allergies and alternative
foods/ingredients. Sample a variety of toppings
and bases to help inform their own design.

3. Planning: pick their favourite design and
name their pizza. List ingredients and
equipment needed.

4. Discuss basic hygiene rules and using tools
safely. Class teacher to model kneading the
dough and rolling it into a shape. Discuss the
role of yeast and types of flour. Make their
pizzas using bridge technique for cutting.

5. Discuss skills learnt and evaluate (both looks
and taste). What would you change?




Key Concepts

Key Competencies

Key Vocabulary

Key Activities

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

improve their work.

Understand and
use mechanical
systems in their
products.

Understand the concept that for
something to be created it
begins with a thought and then
becomes part of a creative
process to bring into being. It is
this process we can all become
part of by creating our own
designs and products.

Identify the skills needed to
engage in the creative process
with an effective and logical
approach. This should ensure
the final product created is of a
high standard, follows the design
brief and is fit for purpose.

Consideration should be given to
how objects we see daily work
and are constructed fostering
awe and wonder in each
individual child

Pathway 1: planning and developing ideas
Pathway 3: Technical knowledge
Pathway 6: Mechanisms and Pneumatics

1. LO: I can investigate existing
pneumatic products.

2. LO: I can evaluate a variety of
existing products that use air to make
them work.

3. LO: I can plan and design my own
moving monster toy that uses a
pneumatic system to open the
helmet.

4. LO: | can make a toy with a moving
pneumatic part.

5. LO: | can evaluate my product
using my design brief and suggest
improvements.

Pneumatic systems

Syringe
Balloon
Pressure
Force

Air
Compression
Evaluate
Design brief
Mechanism
Aesthetic
Appealing
Purpose
Labelled diagram
Measurement

PSHE Link — colour monster story.

Historical link — how did Romans entertain
themselves in colosseums? What games did
children play?

1 and 2. Explore moving monster toys, balloon
pumps, drills etc children to understand the
process of a pneumatic system. Evaluate the
positive and negatives of using a pneumatic
system in a product. How effective are they?
Experiment with resources to create compressed
air. Why don’t all toys use a pneumatic system?
3. After evaluating pneumatic systems and
moving monster toys, children to plan and design
their own toy fit for a toy store. Discuss the
design brief and the mechanism. Market research
— interview other children in year 2 and 3 to find
out what makes a successful pneumatic toy.
Children to use this in their plans. Children to
calculate measurements and materials for each
part of their toy. How will we ensure the mouth
opens smoothly? How can we design a product
where the pneumatic system is hidden?

4. Using junk modelling, balloon, syringe and
plastic piping, children will follow their plan to
create their toy, ensuring it is powerful enough to
open the mouth. Before completing, children will
need to evaluate the aesthetic features of their
toy by ensuring the pneumatic system is hidden.
Does it meet the brief? How is it suitable for a
child?




NC PoS Key Concepts Key Competencies Key Vocabulary | Key Activities
Through a variety of creative | Understand the Pathway 1: planning and developing ideas Net What makes a package appealing? Wrapper or packet?
and practical activities, concept that for Pathway 3: Technical knowledge Explain what a shell structure is to children and share examples. Show
pupils should be taught the something to be Pathway 8: Shell Structures Package children a range of packets and wrappers and 3D chocolate packaging.
knowledge, understanding created it begins with S d What makes us want to buy them? Rank them in order. Discuss how
. ’ a thought and then . . tur ) children ordered them and create a success criteria. Tell children about
and skills needed to engage LO: | can investigate and evaluate ) : . :
in an iterative process of becomes part of a o AESthetIC our brief — creating a 3D packaging to hold chocolate. Evaluate other 3D
designi d makine. Th creative process to existing shell structures. . packaging in groups. Take part in market research, interview classmates,
:ﬂg&lng a;: i making. fey bring into being. It is Authentic teachers and grown ups — what makes a package successful? How does
should workin a range o this process we can all ) . s the packet influence our buying decision?
relevant contexts [for become part of by LO: I can tes-t and eval.uate my own Suitability
example, the home, creating our own product against a design criteria and Criteria How successful is your own product against
school, leisure, culture, designs and products. suggest improvements. (prototype) design criteria and intended user and purpose?
enterprise, industry and the Sym met ry After completing market research and initial evaluations, children to
wider environment]. Identify the skills . create prototype. Begin with experimenting with different nets and
needed to engage in LO: I can make a clear, _Iabe.”ed s_ketcCh Colour shapes. What works well? Which one do they like and why? Evaluate
the creative process of each part of my design (identifying Pattern this in terms of aesthetics, sturdiness and suitability. What needs to
with an effectiveand | who my product is for) change? What needs to stay?
logical approach. This Theme
should ensure the final . Plan and design packaging including measurements, additional details
! N ' LO: | can make a product that is Logo '8N packaging inciuding y " '

product created is of a
high standard, follows
the design brief and is
fit for purpose.

Consideration should
be given to how
objects we see daily
work and are
constructed fostering
awe and wonder in
each individual child

strong and stable.

LO: | can use finishing techniques
consistently to make my products
more appealing.

and the lid. Establish our audience (year 4 children after research)
Consider how the user will access the chocolate. Is it resealable? Sturdy?
Label with key details.

Make final product. Decorate with finishing touches to make it more
appealing for the target audience. How have you followed your plan?
How will you ensure it is attractive?

Evaluate final product. Carousel feedback: set up a mini exhibition for
children to advertise their product. Children to make accompanying
advert to support the ‘selling’ of their package to an audience.
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Key Concepts

Key Competencies

Key Vocabulary

Key Activities

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.

Activities which
involve investigating
and evaluating
existing product-
Taste tests

Apply discussion
about previous
learning to establish
prior knowledge in
order for this to then
be applied to the
current task.

Children will have
regular
opportunities to
evaluate their
learning and the
product they are
creating to enable
them to assess their
learning/ skills over
time

Pathway 5 - Food

LO: | can name some of the food
groups that are part of a healthy
diet.

LO: | can use my knowledge of
the food groups to plan my own
dish.

LO: | can use tools and
equipment safely and correctly
when preparing food.

LO: | can evaluate my meal and
make necessary improvements.

Eat well plate
Carbohydrates (bread)
Vegetables

Protein

Fats

Flavourings
Sweet/savoury
Ingredients

Equipment
Rolling pin
Knife
Hygiene

Research: where pretzels come from,
what a pretzel is made from, shapes and
sizes of pretzels and different
fillings/flavours. Market research —
popular pretzel tastes- interview family
members.

Design their pretzel: purpose and 4
labelled ideas. Discuss a healthy diet
(different breads that could be used and
different fillings depending on sweet or
savoury taste. What shapes work well?
Why? Highlight importance of allergies
and alternative foods/ingredients.

Planning: pick their favourite design and
name their pretzel. List ingredients and
equipment needed.

Discuss basic hygiene rules and using
tools safely.

Make their pretzels

Discuss skills learnt and evaluate (both
looks and taste).
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Key Concepts

Key Competencies

Key
Vocabulary

Key Activities

Cooking

DT -

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

evaluate their ideas and products
against their own design criteria
and consider the

views of others to improve their
work.

Cooking —

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

| can cut food safely
using a bridge hold.

| can measure food
using digital scales

independently.

| can follow a simple

recipe independently.

| can explain and
demonstrate how to
work with food
hygienically.

LO: to analyse the
skills required in a
given recipe and to
justify the purpose
of the equipment |
will use.

LO: to apply the
skills learnt to a
recipe and use
tools/equipment
safely with
reasonable
accuracy.

LO: to generate
improvements to
my final product
based on my
own evaluation.

Grater
Digital
Scale
Method
Mix
Equipment
Personal
Hygiene
Accuracy

Evaluate

L1- Go through the recipe with the class. Analyse each
of the skills that they will be using. Demonstrate
these skills e.g. kneading, mixing and grating. Allow
the children to justify what piece of equipment they
should use for each stage. Go through the rules for
cooking to ensure that the cooking is carried out
safely and hygienically.

L2 - Put all of the above into practise. Children will
cook the cheese twists independently. Adults
available for support if the children need it. Adult
support when children are using a knife and the oven.
Whilst some members of the class are cooking, others
will be creating a poster of the skills learnt and the
rules they need to remember.

L3 — Children will take part in a taste test and discuss
their findings with their table. Children will then
complete a evaluation form which includes a spider
diagram. Children will re write the recipe using their
research to help them e.g. if their cheese twist was
not very cheesy, add more cheese to the ingredients
list.




NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
Dle"e'?p‘”g'd | can retsza“hfa range of eé‘iSF‘”g F’f;’dE‘CtT- | C;” cand LO: to Gears 1. Research skills (cams, gears, electrical systems)
planning an suggest ideas for my own design criteria. | understan .
communicating | that my product might be suitable for specific individual generate ideas for Levers children to rotate around carousel to try these
ideas. or group. | can create a product that has clear purpose. | d . different skills. Children to then generate their own
can communicate my ideas through multiple my own eS|gn. I id : iect | t del with
annotated sketches. | can experiment with computer- Pu eys Id€as T0r a projec (SO ar system modael wi
aided design. | can make mock-ups to test my design. LO: t | Mechanical electrical system) Photograph children
:toa echanica : . .
: : PPy using cams/gears etc and in books, children to
| can use a variety of techniques to strengthen h . | d System
my products. | can use a mechanical system in my a mechanical an design their own model labelling and annotating the
Iﬁgm'ecjée products, e.g. gears, pulleys, cams, levers and linkages. | electrical system | |jnkages mechanisms and electrical systems. Children to
| can judge whether my products/the products of to my product. Market make lists of tools and equipment and various
. o arke . . . .
- others match the design criteria. design ideas to work on in the next lesson. Children
Evaluatlng research . . L .
processes and Cams Generate a design from research; develop LO: to to create their own de5|gn speC|f|cat|on to assess
products ﬁipeiciiica'lcion,dmodfl aynld cogm?unictate idli:as. Produce judge whether Survey against.
ists of tools and materials and plans to make . . . . )
accurately assembled and well finished products within my product 2. Children work on their prOJECt mdUdmg a
constraints. Compare final product to the original ts th Target mechanical and electrical system building on skills
Mechanisms specification; test products with the intended user and meets e audience .
critically evaluate the product, considering the views of d . . . from last lesson. Children to evaluate as they g0,
others. Investigate famous manufacturing and esign criteria. Demographi photographs of process in books for children to
engineering companies relevant to the project. .
lectrical gineering comp prel c write about each stage as they go.
Generate and communicate ideas through 3. Children to analyse their final product and judge
annotated sketches and representations of electrical Product whether their product meets their original design
circuits or circuit diagrams. Using a step -by -step plan, ) ] ] )
select and accurately assemble materials, electrical Purpose criteria. Children to complete assessment against
compongnts, to produce a functional product. Create . techniques and requirements in the real world.
and modify a computer control program to enable their Evaluate

electrical product to respond to changes in the
environment.

Suitability
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Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Cooking and Nutrition

As part of their work with
food, pupils should be taught
how to cook and apply the
principles of nutrition and
healthy eating. Instilling a love
of cooking in pupils will also
open a door to one of the
great expressions of human
creativity. Learning how to
cook is a crucial life skill that
enables pupils to feed
themselves and others
affordably and well, now and
in later life.

Pupils should be taught to:

- 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.

Guided research about
specific materials, features
and design of the product to
be made.
Research to be fed into
planning to produce a
prototype of product to be
created.
Prototype to be evaluated
before producing final
design/product.
Create final product using
evaluations to inform
production.

Use discussion to introduce
technical vocabulary at
appropriate stages
throughout the design and
production process.

Key learning from
knowledge organiser —

¢ | know the approximate
portion size you should eat
from each food group as part of
a healthy diet.

e | can measure food using
digital scales independently.

e | can follow a simple recipe
independently.

¢ | can explain and demonstrate
how to work with food
hygienically.

Pathway 5 - Food

LO: to analyse healthy eating
messages and what
constitutes a healthy diet.

LO: to analyse a recipe,
measure food

accurately using digital scales
and use subject specific
vocabulary.

LO: to independently follow
a recipe safely and
hygienically.

Pathway 4 - Evaluating
processes and products

LO: to analyse and evaluate
my finished product.

Balanced
Nutritious
Digital scale
Method

Knead

Rise

Mix

Equipment
Personal hygiene

Cross contamination

1. Healthy eating and portion size

Initial lesson covering healthy eating, a healthy diet
and portion size. Introduce the eat well plate. Discuss
the different types of nutrients, why they are
important and how much of each nutrient we should
eat. Analyse healthy eating messages (e.g. adverts).
Children to evaluate the balance of nutrients in their
final product. Children to create an advert to advertise
healthy eating and provide information to others.

2. Using the equipment and key vocabulary

Children to analyse our recipe. Children to prepare the
ingredients they will need using the appropriate
equipment. Children to discuss the vocabulary specific
for cooking and which pieces of equipment will be
required for them to produce their product. Children
to collect the equipment they will need using the
correct vocabulary.

3. Following the recipe hygienically and safely
Children to follow the recipe independently using the
ingredients they have prepared themselves and the
equipment they have collected. Children will recap
how to cook hygienically and how to keep safe when
cooking before they begin.

4. Evaluation

Children to assess their final product based on various
areas from physical appearance to taste and texture.
Children to assess visually before completing a taste
test. Children to determine using their evaluation what
they will do next time to improve their product.




NC PoS Key Concepts Key Competencies Key Vocabulary Key Activities
Pathway 1 - Developing, planning and communicating ideas LOI to formulate 3 C Explain in Summer 1 we will be Iearning
Developing, | | can create a product that has clear purpose. | can ] ams o
planning communicate my ideas through multiple de5|gn for a product ] about V|k|ngs.
and annotated sketches. . evers
communicat Working with tools, equipment, materials and Wlth d Clear purpose. ] iki | hi ith
ing ideas components to make quality products Linkages De5|gn Vi Ing longship with cams, gears,
Pathwav 2. | | €2n name and explain the purpose of the . levers and or pulleys. Create detailed

) \ tools/equipment | use to make my products. | can LO: to utilise tools PuIIeys tated sketches to sh their | hi
Worklng use tools/equipment safely and with reasonable d . t f | annotated sketches to show their longsnip
with tools, accuracy. ana equipment sately Desion designs.
equipment, Technical knowledge and accurately. g
materials | can use a variety of techniques to strengthen my . ) ) )
and products. | can use a mechanical system in my Criteria Children to use tools and technlques to make
components | products, e.g. gears, pulleys, cams, levers and . ) : :
gl finkages. LO: to use a Mechanical longship using cams, gears, levers or pulleys.
quality Evaluating processes and products mechanical system in
products | can judge whether my products/the products of duct ( Accuracy Children to evaluate their final design and
Pathway 3 others match the design criteria. | can make some my proauct (Cams, duct inst thei ioinal criteri

I T roauct agains elr original criteria.

Technical | o ovementsto my workbasedonmyownand | gears, levers and/or | Utilise a 8 8
knowledge Mechanisms . u | |e S
Pathway 4- | Cams Generate a design from research; develop a P ys) Purpose Children to share their longships and display
Evaluating specification, model and communicate ideas. Annotated in classroom ready for next half terms topic
processes Produce lists of tools and materials and plans to LO to evaluate £ Viki
and make accurately assembled and well finished ' . . OT VIKINgs.
products products within constraints. Compare final product whether my dGSlgn Evaluation
Pathway 6 — to the original specification; test products with the . . o _
Mechanism. | intended user and critically evaluate the product, matCheS my criteria. speC|f|cat|on

considering the views of others. Investigate
famous manufacturing and engineering companies
relevant to the project.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Cooking and Nutrition

As part of their work with
food, pupils should be taught
how to cook and apply the
principles of nutrition and
healthy eating. Instilling a love
of cooking in pupils will also
open a door to one of the
great expressions of human
creativity. Learning how to
cook is a crucial life skill that
enables pupils to feed
themselves and others
affordably and well, now and
in later life.

Pupils should be taught to:

- 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.

Guided research about
specific materials, features
and design of the product to
be made.
Research to be fed into
planning to produce a
prototype of product to be
created.
Prototype to be evaluated
before producing final
design/product.
Create final product using
evaluations to inform
production.

Use discussion to introduce
technical vocabulary at
appropriate stages
throughout the design and
production process.

Key learning from knowledge
organiser —

¢ | know the approximate portion
size you should eat from each
food group.

¢ | can measure food using digital
scales independently.

¢ | can use basic food equipment
safely.

¢ | can follow a simple recipe
independently.

¢ | can explain and demonstrate
how to work with food
hygienically.

Pathway 5 - Food

LO: to develop the skills to
safely use a range of basic
equipment and both cut and
peel food safety.

LO: to follow a recipe
independently consistently
demonstrating how to work
with food safely and
hygienically.

Pathway 4 - Evaluating
processes and products

LO: to suggest improvements
to my work based on my own
and the evaluations of
others.

Eat well plate
Digital scale
Method
Bread crumbs
Swivel peeler
Bridge hold
Mix
Equipment
Personal hygiene
Cross contamination

Allergies

Lesson 1 — Children to analyse their recipe,
the skills they will be using, the equipment
they will need and the ingredients they will
need. Children to watch the following videos
created by KL — Bridge Hold, Claw Grip and
Using a swivel peeler. Children to use these
videos to prepare their ingredients using
cooking equipment safely whilst being
monitored by adults. Children to also
measure their ingredients independently
using what has been learnt this year.

Lesson 2 — Children to follow their recipe
independently, safely and hygienically. Adult
supervision at all times.

Lesson 3 — Children to do a taste test and
appearance test. Children to use a spider
diagram to evaluate their product and use
their results (and the advise from their
peers) to make adjustments to their recipe
to suit their preferences next time.



NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
Developing, | | can experiment with computer- | | O: to experiment with computer CAD Task specification and purpose: to create a new item of
::‘adnnmg 3Idsefof12?tgrl:{ |;Zfsli ﬂ:]ake mock- aided design and analyse its use in clothing with a new design using old clothing
o nica P y design. everyday life Computer (upcycling) linked to sustainability topic.
ting ideas aided design 1. Experlmgnt Wlt.h computer {:uded dg5|gn (CAD) and
) ) analyse its use in everyday life e.g. jewellery,
Combining different fabric shapes LO: to combine fabr.lc shap?s and 3D housing etc. Use chromebooks and CAD programme
Generate and communicate create and test out innovative Dimensional to create a CAD design for an item of clothing linked
innovative ideas through research. | designs through investigation. to our specification above.
Z;%?;;ee:f;ar:f?al:rﬁzsozn d 2D 2. Test out different fabrics and designs creating a
Textiles formulate step-by-step plans for LO: to investigate existing textile Fabric mOOd board in bOOk_S for the item that they would
making. Investigate and analyse products linked to a specification. o like tq create. Investlgat.e different S.tyles and
textile products linked to their Joining techniques and share pieces of fabric from other
final product and compare the . people.
: L . . Textiles
final product to the original design | LO: to analyse step by step 3. Investigate using chromebooks what is on the
specification. Know thata 3-D procedures to create a product. Market market already (market research) are there any
textile product can be made from icti led clothi les?
a combination of pattern pieces, ) ) research existing recycie ) clothing examples: )
fabric shapes and different fabrics | LO: to evaluate my final textile 4. Step by step- children to create a detailed sketch
and that fabrics can be product and analyse improvements. Mood board and plan for their final product and create step by
strengthened, stiffened and step annotated picture instructions of how to create
reinforced. their final outcome.
5. Evaluate- Children to look back at their mood board

and final sketches to see whether they have
achieved the original specification and reflect on
their designs, CAD and final outcome.






NC PoS

Key Concepts

Key Competencies

Key
Vocabulary

Key Activities

DESIGN: use research and develoP
design criferia bo infcrm the design of
innovaiive, funciional, aPPealing Producis
that are fii for purpose, gimed al

Pariicuiar individuals or groups

generalfe, develop, mcclel Qnd ccmmunico,l:e

their ideas Hirough discussion, annolated
skelches, cross-seclional and exPloded
diagrams, Proioigpes, Paiiern pieces and

ccmpuier-aided clesign

MAKE: select from and use o wider
range of bools and equipmeni bo per form
praciiccil basks [ for example, cuiiing,
shaping, J’oining and finishing],

OCCUFQLGLH

EVALUATE & INVESTIGATE:
invesligule and anaigse @ range of

exisiing producis evaluale their ideas and

Produclrs againsl: their own design criferia
and consider the views of others fo
imprcve their work

understand how keH evenls and

individuals in design and iechnologﬂ hove

helpec{ shape Hie world

PuH'iwog I-Tcan independenHH research o
range of exisiing Prcciucis.

T con develap my own design crikeria.

T can creake someH’i‘mg that is aimed ot o
speci_pc individual or group.

I can create o produci that is func}ionul and fii
for purpose.

T can use ccmpu}er aided design.

PaH'iwgJ 2 - T can selech the correct
iacls/equ‘ipmenl’ fo cul, shape. J‘cin and _Finish my
Producis. T can use hools/ equipmeni sa feig and
accural'elg, T con selech oppropriaie

makeriols/ compcneni s fo creake my prcducl's. I
can J‘usiifg my chaice af mal’erial/ccmponenl’s
based an, eg. their properl’ies. aesthelic qualiiies‘
Paihwag 7- Using ccmpu|:er aided design in
bextiles Generake innovalive ideas Hirough
research and develop these using mock-ups and
Prciaigpes including using ccmpuier-aicied design,
Design funcl'ianal, appealing Prcducl's Jor the
intended user thal are fii for purpose based on o
simple design speci fical'iarx

Select and use o range of fools and equiprrvenlr,
including CAD, to make Prcducl's that are

accural'elg assembled and well finished,

LO: T can analgse and generalise
whal the conditions are like in the
Amazon rainJ:oresi fo creale criferia for

a bag design.

LO: I can design a bag suitable for an

explorer in the Amazon rainforesi.

LO: I can oPerole CAD o creale
p[an including design s/oecificalians and

sieps OJ.' |’IOW l‘O ma|<e mH Pf'OdUCt

LO: I can QPPIH my P[o,n to consbruch
a bag that meels the specificafian

LO: I can evaluale my Producl
idenlifujing sirengihs and areas for
developmeni againsi Hie original

sPeciJ:icaiions.

cumpuier aided design
(CAD), compuier aided
manu fociure (CAM) fonl,
ieHering, iexi, graphics,
menu, scale, modi Y, rePeai,
copy, J:lip design brieJ:,
design criieria, design
decisions, innovaiive,
proioigpe seam, seam
auowance, wadding.

rein force, righi side, wrong
side, hem, iemplaie. paiiern
Pieces names of bextiles and
fasienings used,, pins,
rieedles, Hireaci, Pinking
shears, fasienings, iron
brans fer paper annotale,
funciionaiiig, innovahon,
authenkic, user, purpose,

evaiuaie, mocl(-up, PFOITOI'H pe

Lesson |

Review condikions for explcrers in the Amazon rain fcresi bH using images and recounts. Creale a mind map u,sing words on drawings
fo show conditions idenki fied,

Expand mind map with speci ficahcris a bag would need to be suitable in these conditions (web conditions = waierproo f/sharp rocks =
durable) Begin bo skelch out ideas for bug designc Skekch book recordingc

Lesson 2

Children invesiiguie and evaluale o range of exis}ing textiles producis and how Hieg have been constructed using disossemblg, and
evaluate what the fubric shupes look like and how the Paris have been J‘oined,

Use these findings fo skelch a design (Or add o Previaus) and include cupiions for igpes of fubric/Jcining ebe.

Lesson 3

Develup compuier-oided design (CAD) skills bH using Puﬂern muking SO fiware (Wildihings) fo generaie, modi Y. scale, save and Prinlt
pauern Pieces. Recognise that designs can be easilH modi fied and repeafed on the compuier without the need fora Phgsicai Produci.
Prink beg Paiierns on to paper.

Evaluale as the children proceed with their work

Lesson &

Develop skills o i3 Hireoding needles and Joining textiles using arange of shikches, building upon children’s earlier experiences of
shikches eg. improving appearance and consis}encg of stikches and in}roducing new skilches

Altach paper Puiierns fo inside o ¥ fabric. Deve[op skills o ¥ sewing bextiles bH J’cining righi side iogeiher and making seams. Children
should inveshgaie how to sew and shape curved edges bg snipping seams, how ko kack or altach wadding or sh 1 fening and learn how
fo start and J:inish off arowof shikches.

Evaluale as the children Proceed with their work.

Evaluale both as the children Praceed with their work

Lesson 5

Conkinue o shikch/construck bag, including any J?asieners or slrops.

Lesson 6

Evaluale the final Pruduci in use, comparing the final Pruduci fo the origina[ design sPeci ficaiion. Criiica”ij evaluale the quaiiig of

the design, the manu J:aciure, funcl'ionuliig, innovakion shown and fiiness for intended user and purpose, considering others oPinions,



https://www.wildginger.com/products/wildthings.htm

NC PoS Key Concepts | Key Competencies Key Vocabulary Key Activities

* understand and Pathway 4_ * T understand the Principles of o healH}H and varied diel and can Digilal scale — An instrument or machine for weighing Initial lesson children research types of
apply the principles ) eXPlam the eﬂect& breakfast bars and different recipes and
of a healthy and Evaluati ng Method — A cerlain way of do'mg somth'mg. flavours.
varied diet * T can demonstrate and apply the skills ko sagely use a range o Children discuss similarities and differences.

) prt.epare an.d cooka processes and basic cocking equipment (ZPHkni e, choppin J:bcijarcl E oon9 ori m ~ Combine or PUL }ogelher o gorm-one Discuss eat well plate and what would make a
variety of dishes products. - 9 9P 3 T SROPPY - spoet gert . _ ' healthy breakfast bar. Look at some packaging
us|ng~ arange of Pathwa 5_ OowlJ. Equlgmenl’ - A llSl CJ.' Hungs needecl. from breakfast bars‘
cooking techniques y .1 aredionke bel lai ly divids R | hudiene — P | huiens | lock babite thal Children use research to plan and design their

Food . can SPOOD mgre lents between confainers eClUG H Wi mg ersona “g’len ersona Hglene 1S a colleciion OJ.‘ apits inal recipe,

mixture.
* I can mix/fold ingredients fogether caregully.
* I con measure using a jug independently
* I can measure Using digital scales independently.
* I can follow and design a simple recipe independently.

* Tcan explain and QPPlH my knowledge of how to work with J:ood
hggienicuug.

° I can evaluate whal I have made and formulate an op'mion

People Perfcrm LO keep H'memselves clean and H’Ieil" bodies heauhg

CI"OSS conlominolion - IS hOW bacleria can SPFeOd. ]} occurs when

J'UJCGS J.TOm raw meals or 9erms J.TOm unclean ob\jecl‘s lOUCh cooked or

readg-lo-eab J.‘OOdS.

Allergies - Auergies are abnormal immune sgs}em reaclions.

Discuss hygiene rules.

Share method with the children. Discuss skills
they will be learning/using.

*  Mixing

* Peeling if using fruit

* Grating if using zest

Discuss vocab

* Personal hygiene

* Cross contamination
* Allergies

Show recipe step by step and children follow
and complete their own.

Second session — same day

Children taste breakfast bars.

Children taste cake and evaluate their
product.




NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
: athway |- Developing, planning an -Vt L can yse o gns of bridge types. riage chivil - chilaren o analyse and evaluate aesigns of difrerent bridge fypes. |ney annofale the
eveloping Pathway |- Developing, planning and | L0 T can analyse and cvaluale designs of bridge bypes | Bridg Ackvity | - children ko analyse and evaluake designs of digperent bridge hypes. They annokate th
communicahng ideas. I;n(«)i l{l::t;:ompore and conlrask dig gerent bridge designs considering why Hheir purpose Mechanics Phgsicol J:eo,l'u,res of the bridges and reger fo the use/ location of each lo reason whH HleH may have
Plonnlng and L.O: T can plan my bridge design, explaining why I have chosen ko use my approach Tools been deSigned this way.
communic ahng Palhwaﬂ 2- Working with lools, ::-03 i can m‘l‘te l"‘H b"dgc using _"‘Hl‘i”‘ﬂ" brieg N iqﬁtpment Achvil‘g 2 - children to compare diﬂerenl’ fﬂpes of bridges and their struclure - wh3 have HteH used
equipmenk, malerials and componenl‘s bo 0: T con ™ bmige Y ™ crileria Mu ;35. cerlain clesigns? Discuss in their Pairs the l’HPe of bridge and purpose. Sugar paper fask — can lfheH
‘deos make qualilg producls. Devel ping r' ing and i ..h..g ideas Gec amems iclenl'ifﬂ the phgsical Parl’s of the bridge. What are the pros and cons of each bridge? Purpose -
T can independean research a range of exislfing Prcduclfs. ears lranspork? E[.c
%mn creake o Pr:duc} H;O} istiund:nal O:dt{;l: {T Eurpose' bonal and exploded d ?FUCLU[G Achvikﬂ 3 - children bo learn aboub diﬂerenl l\Ljpes of mechanisms o use when designing a bridge
. . P H} 4,_ E [ t d can communicate my ideas through annolaled skelches, cross-sectional and exploded diagrams. uppor .
WOrlong WIHI @ dwa[H valuating processes an T con create a Prolfolfgﬂpe. ! F ! D esign Wakch Video and make notes. Discuss whﬂ these are useful and whether this mechanisms are suited
. PFO ucts. Working with bools, equipment, malerials and componenls ko make qualily products d L L b ; d [ t
lOOlS, equPmenL ! J{!”—-—L“I—WMA—P— Evaluake for digrerent fypes of briage localions.
co uss TOICTERUIprIAN Sifey fnd SoHrEy Generate AchviFH b - Children to be Provided with cerlain equlpment fo create own bridge. Children to then

malerials and
components lo
make quolilﬂ
Producls

Technical
knowledge

Evalualion

Pakhwag 6 —Mechanisms.

PQHIWOH 8 - SLFUC}UFSS.

I can SC[GCIT OPPI‘OPI"BO*C materiols/componenl S lG creale m3 PrOdUC}S.

I can jush £y my choice o I3 malerial/ ccmPcnenls based on, eg. their Prcperhes, aesthelic qualilfies.

Technical kmwledge

Tcan s}rengthen, shi fpen and rein porce my Prcduclfs.

T understand and can use mechanical sgs}ems in my Prcduc}s, e.g. gears, Pulleﬂs, cams, levers
and [lnl(oges.

Evalualion

T can evaluake my Prcduc}s agninsk my own design crileria.

Tcan ccns}ruchvelg evaluabe the work of others agninsk their design crileria.

T can make imPruvemean fo my work based on my own and the evalualions of others
Mechanisms

Pul[egs or Gears Generale ideas Lhruugh research and c{evelap and communicale o simPle design
sPeciJ:icohcn.

Select use a range of fools and equipmeni fo make Pruducls thal thal are accuralelﬂ assembled

ancl weu finished wiHﬂn H’)e cunslraints 0}' hme, resources and cusL

Cumpore H1e final Pruduct lu Hue original design sPecificahon c1n<‘.I Lesl Hme qualil{j 0}' Hw design,

manufacture and funchonalitﬂ with the user.

design own bridge to hold a cerlain amount of weighl: Children to use ideas from bridges
demonstrated eg. suspension, arch, kruss, canhlever, beam, cable skaHed.
Achvitg 5 - children o make own bridge us'mg the skills Hleg have learnt

Achvitg 6 - children to evaluale their shructure




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

* understand and
apply the principles
of a healthy and
varied diet

* prepare and cook a
variety of dishes
using a range of
cooking techniques

Pathway 4-
Evaluating
processes and
products.
Pathway 5-
Food.

* T understand the Principles of o hea”hg ond varied diel and can
explain the effecls.

* T can demonstrate and applg the skills to safelg use a range of
baslc cool('mg equlpmen} (eg‘ l(nife, chopping board, sPoon, fcrl(,
bowl).

* Tecan spoon ingredienl’s between conlainers equullg dividing

mixture.
* I can mix/old ingredients together carefully.
* I con measure using a jug independenlly
* I can measure Using digital scales independently.
* I can gollow and design a simple recipe independently.

* Tcan explain and applg my knowledge of how to work with J:ood
hggienicuug.

° I can evaluate whal I ho,ve mo,de and formulo,te an op'mion.

Digil’al scale — An instrument or machine for weighing.
Mel’hod - A cer}ain way of doing someHl'mg.

Knead — To mix bg Pressing, folding, and Puuing.
Rii- To increase in heigh}, size, volume

@ — Combine or puL togelher fo form one

Equipmenl — Alis of Hlings needed.

Personal hggien — Personal hggiene is a collection of habits that
People pergorm bo keep themselves clean and their bodies heauhg‘

CI‘OSS conluminolian - IS hOW bacleria can SPFeOd. ]} occurs when

JUiCGS fl"Om raw meats or germs J.‘I"Om unclean objecls LOUC"! cooked or

readg—lo—eaf J.‘OOdS.

Allergies - Auergies are abnormal immune sgslem reachions.

Discuss hygiene rules.
Share method with the children. Discuss skills
they will be learning/using.

* Knead

* Mix
Discuss vocab
* Rise

* Personal hygiene

* Cross contamination

* Allergies

Discuss and identify food groups and
discussed the importance of a balanced diet.

Show recipe step by step and children follow
and complete their own.

Second session — same day

Children note changes in cake mix.

Children taste cake and evaluate their
product.

Children suggest adaptation of recipe and
rewrite recipe with their own plan.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

understand and
apply the principles
of a healthy and
varied diet

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

Pathway 4-
Evaluating
processes
and
products.
Pathway 5-
Food.

I understand the Principles of a heauhg and varied
diel.

Ican prepare and cock a vo,riel'lj of Predominol:elg
savoury dishes using a range of cooking lechniques‘
I can cut food safelH using o bridge hold.

I can measure foocl using o jug and digital scales
independenﬂg.

Ican fouow a simple recipe mclepenclenHH.

M I can exPlain o,nd OPPlH mg l(nowledge OJ.‘ hOW tO WOI"I( WiH’I

food hggienica”g‘

® I can evaluate whal I have made and formulate an

opinlon.

Digilal scale — An instrument or machine for weighmg.
Method — A cerlain way of cloing somelhing.

Knead — To mix bH Pressing, folding, and Pu“ing.
Rii— To increase in heighl‘, size, volume

@ — Combine or Put logeH‘»er bo form one

Eguipmenl — Alish of Hw'mgs needed.

Personal hggiene — Personal hggiene is a colleclion of habils
that PeoPle perform bo keeP themselves clean and their bodies
healthy

Cross conlaminalion - Is how bacteria can spreo,d‘ H occurs

when J’uices JII"OITL raw meaks or germs from unclean objects

touch cooked or readg-fo-eat J:oocls.
Allergies - A”ergies are abnormal immune sgslem reachions.

Children will investigate and research cost of
bread. The cost of ingredients. They will use
their recipe and cost out the price it will be
to make their loaf.

Share method with the children. Discuss
skills they will be learning/using.

* Knead

e Mix
Discuss vocab
* Rise

* Personal hygiene

* Cross contamination

* Allergies

Discuss and identify food groups and
discussed the importance of a balanced diet.

Show recipe step by step and children follow
and complete their own.

Second session — same day

Children note changes in cake mix.

Children taste cake and evaluate their
product.

Children compare to shop brought bread
including price.




NC PoS

Key Concepts

Key Competencies

Key Vocabulary

Key Activities

Using compufer aided
design in textiles Generate
innovalive ideas leough
research and develop these
using mocl(—ups and
Protolgpes including using
compuler-o,ided deslgn.
Design funcl‘iono,l,
appealing Prcduds for the
intended user that are fit
for purpose based on a
simple design specifical'ion‘
Select and use a range of
lools and equipmenf,

including C/\D Lo mal(e

Producl’s H’lal‘ are accural'elg

assembled and we” f‘mished

PaHmwaH b-
Evaluahng

PFOCCSSCS and

Pr‘OdUCkS.

Pathway 7 —
Textiles

We wi” J:'md out about Computer Alclecl Design - whak ik is, cmd
how i} is used. Then we will er out o Compuker Aided Design

SOJ.'I?WO,FG.

LO: I understand and can expla'm whal comlpu,ter aided design

is

I_O I can OPP[H mg Sl(i”S I?O design mg own Iproduct

I_O I can evaluake mg designs and suggesk imlprovemenks

CAD — Computer aided clesign
Evaluahon
Mock ups

Protolgpes
Tinkercad

Gel‘hng starked with Tinkercad

Prachsing Tinkercad Basics video

Familiarise Hourself with the whal is CAD? Presenlahon and with
the Prachsing Tinkercad basics sheek readg for use in the lesson.
The Prachsing Tinkercad basics sheel can be downloaded and
prinl‘ed for Pupils fo use, IJ.‘ Hou Prefer Hlis |;o Hte digifal version.
Inbroduction Use the What is CAD? Presenkahon bo explain what
Compuker Aided Design is and how ik is used.

Learn the basics of how to use Tinkercad Show the children the
Prachsing Tinkercad basics video. Ensure children have Tinkercad
open readg to start and ask them to work lhrough the Tinkercad
basics pracl‘ise sheeL /\s children finish Hle prachse exercise, as|<
them to experimenl with Tinkercad to creale an olzjecf from thak
IDU addlng shaPes, using shapes fo cub away, resizing, eke.

Draw a keHring in Tinkercad Show the kegrlng video tulorial. Ask
the children to design their own kegrlng in Tinkercad

Showcase The children show each other their kegrlng designs
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