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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.



MNovice Simple idea Relational Multiple Expert
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.

Well below - Below - Emerging - Secure - Mastered -
Has significant Can access key Started to unlock key Securely unlocked the
difficulties in competencies of the competencies of the key competencies of

Can apply the
competencies of the

successiully schema but need schema but not yet the schema. Nao schema with fluency in

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 Competency Progression 2022/23

Autumn % Spring % Summer %
1.0-1.9 1.0-1.9 1-1.9
20-24 Below =9 2.0-2.9 Below 2.0-2.9 Below
2.5-34 Emerging = 38 3.0-34 Emerging 3.0-34 Emerging
3.5-4.0 Secure =13 3.5-4.0 Secure 3.5-4.0 Secure
4.1-5




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 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 Link

Key Competencies

Vocabulary

Activity

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 equipment to
perform

practical tasks.Evaluate

- Explore and evaluate
arange

of existing products

- Evaluate their ideas

and products against desi
gn 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

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
| can generate ideas and
simple design criteria.

| can develop and
communicate ideas through
drawings and mock-ups.

| can select a range of tools
and equipment and
materials to perform
practical tasks.

| can 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.

Prototype — A test or original
that improvements can be
made

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. What is a mechanism?

Children to explore a range of moving picture books. Children to recognise
how the pictures move and focus on creating a mechanism, first creating a
prototype. Children the use templates to - a slider picture of their
own.

Broaden — What direction is the picture moving? What is creating that
movement?

2. How can | make my mechanism work efficiently and for purpose?
Children to explore a range of objects with simple mechanisms. Children
to - a simple lever prototype. Explore what happens when the split
pin is too tight and how to use the split pin safely. Children to use
templates to create a lever picture of their own.

Extend — What is difference between a slider and lever mechanism?

3. Which mechanism will be the most appropriate for my design?
Children to design their own moving picture card 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.

Challenge — What do you want your Easter card to be able to do? Which
mechanism will help you create this?

4. What will I need to create my moving picture card?

Children to use their design to collect the templates and tools needed
to create their own moving picture card.

Expand - Can they improve their chosen mechanism from the first time
they made one? What could they do differently?

5. How could | improve my design?

Class showcase

Children to evaluate each other's moving picture cards. Children

to evaluate their own work and make any changes to needed to improve
it.

Enrich — How can we share our thoughts about others work in a kind way?
How can we suggest how it could be improved?



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
Link

Key Knowledge and
Pathway

Vocabulary

Activity

Design

edesign purposeful,
functional,
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

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.

Freestanding Structures

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.

Freestanding structure — something that
is able to stand upright on its own.

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

1. What is a freestanding structure?

Children to gain an understanding of what is meant by the term
'structures' by looking for them in their environment. Identify
structures within the playground and shapes they can see.
Broaden — Do you know any playground equipment? Why are
they free standing structures?

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

Children to identify shapes within a playground structure and
those shapes with a range of materials. Evaluate the

shapes made.

Challenge — How can you join materials together to create other

shapes?

3. What tools and resources will | need?

Children to list the criteria needed to create a free-standing
structure. Children design their chosen playground structure.
Challenge — Can you label you structure and list equipment
needed?

4. How can | cut and join materials?

Children to create the playground structure they have designed
using a range of materials. Explore cutting and joining
techniques.

Enrich — Can you manipulate materials and join them together
to create the shape you need? Can you use equipment safely?

5. How can | improve my structure?

Children to showcase their playground structures and

peer evaluate them. Identify what went well and how it could
be improved .

Broaden — Can you explain why?




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 Templates and 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
Link

Key Competencies

Vocabulary

Activity

Design

Generate,

develop, model

and communicate
their ideas

through talking,
drawing, templates,
mock ups.

Make

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

Subject Intent
Guided research

about specific materials, feat
ures and design of
the product to be made.

Research fed 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 appropriate stages
throughout the design
and production process

Design — Lesson 1
To generate design ideas;

developing modelling and
explaining using talk, mock-ups
and drawings.

To identify at least one feature
my product needs to have, to be
successful.

To create a labelled picture of
my idea.

Make -Lesson 2/3

To investigate materials and
choose suitable ones to make
my product.

To join materials/components in
different ways.

To know about
strengthening structures,
knowledge of vocabulary.

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

Tudor house
Jetty

Wattle and daub
Timber frame
Gabled roof
Wooden shutter
Stone chimney
Materials

Tools

Design

Ruler

Measure

Labels

Masking tape
Glue gun

Lesson 1- Design
¢ The children will have a selection of pictures to discuss and explore in groups to discuss the

features of the structures. What are the similarities between them? Look at the way the second
level over hangs the lower level.(jetty) Identify the wooden frames on each one. Look at the
shape of the windows and doors. The children can label each part of the

houses idenitifying the timber frame, wattle and daub roof, wooden shutters, stone chimney etc.
Discuss where they have placed them and how houses where made.

eShow the children a variety of photos of Tudor houses already made out of junk boxes. Ask them
to discuss what they like and dislike about each one. discuss the 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 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.

eOnce 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.

eAllow children time to present their designs to an audience. Can they describe what they are
making and the materials they intend to use?

CHALLENGE - Children should be able to identify the materials they are going to use and why?

Lesson 2/3 - Make

eIn 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=vx318ebV0eY
EXTEND — What would we have done differently?



https://www.youtube.com/watch?v=vx3l8ebV0eY

NC PoS

Key Concepts
Link

Key Competencies

Vocabulary

Activity

(Make links with Science topic-materials and History-houses in 1666)

Design

Deign purposeful,
functional, appealing
products for
themselves and others
based on design
criteria

Make

Select from and use a
range of tools and
equipment to perform
practical tasks
(cutting, shaping,
joining, finishing)
Select materials from
a wide range of
materials

Evaluate

Explore and evaluate a
range of existing
products

Technical Knowledge
Build structures,
exploring how they
can be made stronger,
stiffer and more
stable

Explore and use
mechanisms

Subject Intent
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 product
using evaluations

to inform production.
Use discussion to
introduce technical
vocabulary

at appropriate stages
throughout the design
and production
process

Make — Lesson 2/3
| can investigate materials and choose
suitable ones to make my product.

| can join materials/components in
different ways.

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

Evaluating Process: Lesson 4

To explore existing

freestanding structures; evaluating their
own products against original criteria.

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

| can say what went well with my
product.

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

Lesson 2/3
Measure
Score

Mark out
Ruler

Length
Join/assemble
Stable/strong
instructions
Lesson 4
Evaluate
Improve
Advice
Recommendati
ons

Lesson 2/3 continued:

*Model to children how to create the basic structure. Model how to join two boxes together to
create the jetty and how to measure and cut out the roof shape. Discuss with children how to
make the structure strong so it does not fall apart once painted. You may decide to use either glue
or tape.

eChildren will then need to either paint their model white and leave to dry or wrap their house
with white paper.

¢Children will then need to cut out and create the windows, doors and timber framework from the
resources available.

eSupport will be required with using the tools safely, using a ruler accurately and joining the
materials securely. It is important to develop children's independence and not do it for them. The
cardboard materials used should not be too thick for the children to cut.

CHALLENGE — Can the children use flaps into the boxes to create windows and doors?

Lesson 4- Evaluate

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

eHow 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?

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

The teacher could assemble the evaluation clips and create a class film for classes to use next year.
EXTEND — Can the children identify what they would do differently and give advice for another
person thinking about completing this exercise?




NC PoS Key Concepts Link | Key Knowledge and Vocabulary | Activity
Pathway
As part of their Subject Intent Lesson 1: Lesson 1:

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

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 product

using evaluations

to inform production.

Use discussion to
introduce technical
vocabulary at appropriate
stages throughout

the design and production
process

| can design a biscuit.

Lesson 2:

| can explain how to work with food
hygienically.

| can follow a simple recipe
supported by an adult.

| can measure, with support, the
correct amount of flour, sugar, and
butter in grams.

| 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.

Lesson 3:

| can evaluate my product,
explaining what | like and what can
be improved.

Cooking
Knife
Spoon
Fork
Bowl
Whisk
Rub
Knead
recipe

Design a shortbread biscuit shape.

Link to history topic- Discuss who Thomas Farriner was and what he was doing when the Great Fire of

London started. Discuss how Thomas Farriner baked biscuits for King Charles 2nd’s Navy. They were sent off to
sea in barrels aboard the giant naval ships. Explain that we will be making our own shortbread

biscuits. Children to look at a range of shortbread designs. In groups, children can discuss what they like and
dislike about each design and discuss which designs they would like to create when they make their
shortbread.

Lesson 2:

Making shortbread biscuits

Children will make their own shortbread biscuit using_butter, sugar, plain flour and chocolate chips. (See
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. They can then use a fork or a
knife to add detail to their shortbread.

Lesson 3:

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 Concepts Key Competencies Key Vocabulary Key Activities
Wh?_t akri the What are we learning and measuring? What are we hearing? What are we doing? (Context)
inks?
As part of To guide Lesson 1: Eat well plate - The eat well plate is Lesson 1: Healthy eating messages
their work research about e To classify different food groups :cjes(ijgnfed to ma:e healthy f;tingteasiﬁr. Eat Revisit fro;n flcience. IfExEIore the question 'How do we know if our food is healthy?"
op . . . oods from each group on the eat we Discuss which parts of the eatwell plate we should try to limit in our diet such as sugar

with food, Specm_cl and describe basic healthy eating plate in the correct amounts each day. and fat. Explain that many drinks and foods that we would not expect to contain
pupils should materials, messages. Carbohydrates, fats and sugars, protein, sugar, do in fact have sugar added to them (e.g bread, ketchup, spaghetti sauce, soup,

features and fruits and vegetables and dairy. yoghurt, baked beans). Children to classify packaging and order from most to the least
be taught design of the Lesson 2: Plan/ Design sugary.-group work followed by looking at contents on packaging. Ask the children to
how to cook product to be grater — A device having a surface covered look at the drinks containers and find the information about the contents of the
and apply the | made. + Tocreate alabelled pictureof my | M lesedsed gty msed g | ik
principles of . idea. foods. Lesson 2: Plan/design
nutrition and CreZte flna.l Investigate the question-'Is it a good idea to eat just fruit and vegetables in our

product using Lesson 3: Make Method — A certain way of doing diet?' Children will design a healthy wrap. Create a success criteria as a class e.g:
healthy evaluations to something. The wrap must be healthy, include a protein, vegetable and dairy product, tasty but
eating. inform « To follow and complete not expensive

production. Use a simple recipe supported by an Equipment — A list of things needed. Lesson 3: Make
To use the discussion to adult. . L The children can make their own healthy wrap using their design from the previous

. Personal hygiene — Personal hygiene is a . . . . . . - . .
basic introduce . . lesson. The children will follow the recipe using their choice of ingredients with adult

. collection of habits that people perform to . . .
principles of 3 technical Lesson 4: Evaluate keep themselves clean and their bodies support. Teachers to model how to chop the salad using the bridge technique and
del how to grate the cheese.

vocabulary at healthy mo
healthy and : '
varied diet to appropriate To evaluate what | have made. o _ Lesson 4: Evaluate

stages Cross contamination — Is how bacteria can | cpjidren to evaluate their wrap from the previous lesson answering
prepare throughout the spread. It occurs when juices from raw the following questions; What did you like about your wrap? Do you like the way it
dishes. design and meats or germs from unclean objects touch | |,5ks why/why not?

production cooked or ready-to-eat food:s. Is your wrap healthy? Explain your answer.

orocess How could it be improved?

To understand
where food
comes from.

Allergies - Allergies are abnormal immune
system reactions

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 explorg 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?




NC PoS Key Concepts | Key Knowledge Vocabulary Activity
Link and Pathway
As part of their Guided | can explain how to work with | Whisk with a fork - Design:

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.

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

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

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.

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

CHALLENGE- Can you make an alternative design? Which design will you choose to
make your product? Why?

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.
BROADEN- How is this similar/different to the other recipes we have used this year?
How have you developed your skills?

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?

BROADEN- Which variation would you try next time and why?



NC PoS

Key Concepts
Link

Key Knowledge
and Pathway

Vocabulary

Activity

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.

Subject Intent
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 e
valuations

to inform production.

Use discussion to
introduce technical
vocabulary

at appropriate
stages throughout
the design

and production
process

Wheels and axels:

| 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.

I 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.

Axle —arod on
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

1. Design:

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.
Extend: Can you explain why it is important to create a labelled design as a
designer/engineer?

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.

EXTEND: Which materials were the most suitable and why? What could you
change to make your vehicle more effective?

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?

ENRICH: What advice would you give to next year's year 2 class when they are






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

| 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.

User

Purpose
Function
Prototype
Design Brief
Design Criteria

Input
Output

Mechanism
Lever
Linkage
Loose pivot
Fixed Pivot
Slot
Guide/Bridge

Children to investigate, analyse and evaluate products which have a range of lever and
linkages mechanisms. Use questions to develop children’s understanding e.g. Who might it
be for? What is its purpose? What do you think will move? How will you make it move?
What part moved and how did it move? How do you think the mechanism works? What
materials have been used? How effective do you think it is and why? What else could
move? Extend: What if there was no pivot?

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. Challenge: Make a different lever system using the card.

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. Extend: Explain which design is your favourite, and how it will work
using the key words.

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. Challenge:
What is the purpose of a prototype for designers?

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. Extend: Can you label the parts? Lever, Linkage, Fixed
Pivot, Loose Pivot. Can you label the movement?

Pupils evaluate the final products against the intended purpose and with the intended
user, drawing on the design criteria previously agreed. Peer evaluation also. Extend: Using
your evaluation, explain how you would action your idea for improvement.




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

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.

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.

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

| 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

1.What makes a good bag?

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 features can you
identify? What would you put in it? Pupils make labelled drawings from different views showing
specific features e.g. coin pocket, zip fastener. Pupils identify a general criteria for a textile bag.
EXTEND: What are the purposes of the bags you have examined? How do you know?

2. How do we join fabrics?

Pupils are introduced to the stitching technique — running stich, as a means to join fabric. Teacher
demonstrates and allows pupils to practise. Point out to children that the seam takes up some of
their fabric and that they need to allow for this in their measurements of their bag. Pupils apply
running stitch independently on their binca bookmark.

BROADEN: Using the stitching guides, can you explore other stitches on the bookmark?

3. What is a design criteria? What are they for?

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 apply this understand to create design criteria’s for different people (example
characters in books). They then draw up their own simple design specification, putting the list of
points in order with the most important ones coming first.

CHALLENGE: What would happen if we did not have design criteria?

4. How do we know if our designs will work?

Pupils use paper template to mock up their designs and choose suitable fabric. Pupils think about
finishing techniques e.g. applique, embroidery.

EXTEND: How do your chosen finishing techniques suit your user and purpose?

5. Can | follow my plan?
Pupils construct their coin purse, measuring, cutting and joining fabric with some accuracy.
EXTEND: Review the progress you are making with your purse. How well is this working?

6. Is my bag successful?

Pupils evaluate the finished purses by testing in use, discussing strengths and areas for
development of both appearance and function. Pupils complete peer assessments.

BROADEN: Where else could you apply the skills you have learnt?
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NC PoS Key Competencies Key Vocabulary Key Activities
Concepts
understand Production | can name some of the Method — A certain way of doing something. First segsion will be.a tasting s‘essio.nl. We wiI.I look
at a variety of possible sandwich fillings. Children
and apply the food group that are part | Knead —To mix by pressing, folding, and pulling. taste and evaluate foods and foods that these
princip|es of a Evaluation are paired with.

healthy and
varied diet

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

of a healthy diet.

| can prepare a variety
of dishes.

| can use
tools/equipment safely
and correctly. (grater,
peeler, knife)

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

| can explain how to
work with food
hygienically.

Rise - To increase in height, size, volume
Mix — Combine or put together to form one
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.

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

Swivel peeler — A peeler is a special tool used for
removing the skin from fruit. 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.




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 hggienicauﬁ.

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- To Discuss hygiene rules

apply the P I can prepare a varietg of dishes. | heisht size, volume ve , , ,

principles of a : oole ! | ﬁt—oggﬂgmm Follow the recipe with guidance.

health d i i . . .

rod die Evaluation can use tooisiequipment SAfety | formone Children to make two different muffins.

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




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.

font
graphic

scoring
tabs
interlocking
adhesives
join

aperture

(3D) shape
net

shell structure

Food Tasting Scone Filling Lesson.

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.

Challenge: What packaging would be suitable for ***
food? Explain your reasons.

How is packaging formed? Pupils retrieve the jobs of
food packaging. Pupils open and investigate the net
shapes of existing packaging, developing
understanding of tabs and apertures. Pupils create
their own 3D shapes using 2D shapes and nets.
Extend: Explore more complex 3D shapes.

What packaging is suitable for a scone? Pupils apply
prior learning to plan and develop their own scone
packaging, relating to purpose and audience.
Expand: Explain your choices with reasons.

Pupils construct 3D packaging and use finishing
techniques to complete.

Expand: How have you problem solved and overcome
design/making barriers?

Pupils follow a recipe and make their sweet and
savoury scone. Pupils evaluate their own and peer
packaging against the purposes of packaging.

Expand: How would you address the even better ifs in
future work?




NC PoS

Key
Concepts

Key Knowledge and Pathway

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

| can describe and apply my knowledge of healthy
eating messages.

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

| can cut food safely.

| can spoon ingredients between containers
equally dividing mixture.

| can measure using a jug with support

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

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

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

| can apply my knowledge of how to work with
food hygienically.

| can create a variety of dishes.

| can evaluate what | have made and suggest
improvements.

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

Scale — Scale is defined as a system or series of
marks used for measuring.

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

Mix — Combine or put together to form one
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.

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.

Challenge — Children explain why flavours work
well using taste

Second session

Discuss hygiene rules.

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

* Knead

s 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.
Extend — Children peer evaluate scones giving
constructive feedback.






NC PoS

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: | can cut out placing the
cutter in positions to make best
use of the material and avoid

waste

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

adult.

3. LO: | can evaluate the success

PR R [

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

Biscuit

1. What is the main ingredient in Petits fours biscuits 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 techniques
needed when pouring flour and butter into a container.
Extend: How will your design link to the design criteria?

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.

Challenge: How will you make sure there is little to no waste?
How will the shapes affect this?

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.

Extend: Can you peer evaluate your shortbread?



NC PoS Key Concepts Key Knowledge and Vocabulary Activity
Link Pathway

When designing Guided research about - i L Explain to
and makin upils . pe . Pathway 7 TeXtIIeS PrOd uct children that at the end of the half term we will be hosting our own

hould b f' P hl::: SpECIfIC materlals' Brief Victorian Street Fair and invite parents in to buy an item we make, money
:o-ou €taug features and design of 1 LO | d f h A d . raised will go towards our charity ‘Barnardos’. Explain that we will be

’ . 1 can 1aenti whnhom udience designing Christmas decorations. Look at examples of decorations in

use research and the prOdUCt to be made. . y y . Victorian times using iPads/Chromebooks and webpages. Who would
develop design pI’Od uct is for. Materials have owned these? What purpose did they have? Introduce brief, and
criteria to inform Focused tasks in which I identify who product is going to be for (Rich Victorians at Christmas time,
the design of children develop CO ours use of religious symbols)
. . . H 2 Reflect on design brief from last
'nnO\{atlve' particular aspects of 2. LO: I can construct a Clea F) Decoration lesson. Which materials would be effective / ineffective? Children sketch
functlo'nal, knowledge and skills |a be”ed SketCh of eaCh pa rt De5|gn out and design threg dlfferent c?ecoratlons (an.d label) :’;\fter using QR
appealing products .. . codes to research Victorian Christmas decorations designs. Carousel
that are fit for Designing and maklng of my design La bel feedback — explore their peers’ designs. Children to evaluate which design
purpose, aimed at | activities in which Sketch Create, Extend:ow I your desgn smlan/dferent 10 oxsing oroducts?
particular children design and ) ) 3
individuals or make 'something' for 3 LO I Can a pply my Skl I IS StItCh Ensure correct health and safety measures are included, as needles can be
groups, select from ' ' ' H sharp. Model how to create different stitches (running, back, cross),
and use a wider someboldy for 'some accu rately' Runni ng children to experiment using a piece of fabric during a rally coach.

f tool d purpose CrOSS Afterwards, discuss completed products. Is the stitch strong and stable?
range ot tools an Does it currently fit the brief so far? Which stitch do you prefer and why?
equipment to ) h . 4 and 5. LO: | can use tools Back What materials have we used? What other materials could we have used
perform practical Havmg the opportunity ] if we lived in Victorian times? Teach children then to stitch another piece
tasks, select from to evaluate each other’s and equipment Safely and Needle of fabric on top, lace and a sequin or bead.
and use a wider work, through the design Correctly FabriC 4 and 5. Look back at last week’s stitching techniques and recap our

range of materials
and components,
including
construction
materials, textiles,
evaluate their ideas
and products
against their own

stage and finished
product: Being allowed
time to constructively
feedback on each other’s
work.

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

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? Challenge: Which stitches would you use for each part
and why?

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?

Extend: What would you change about your product and why?



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.
Extend: Why is the food plate important? What
would happen if we only ate one type of food from
the food plate?

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.

Challenge: Can you explain why you chose those
toppings? Which parts of the food plate do they
relate to?

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?



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. 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. Extend: 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. Challenge: 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?
Extend: What would you change about your product
and why?



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 Sty rd What makes us want to buy them? Rank them'in grder. Diss:uss how
and skills needed to engage a thought and then LO: | can investicate and evaluate y children ordered them and create a success criteria. Tell children about
in an iterative process of becomes part of a o & Aesthetic our brief — creating a 3D packaging to hold chocolate. Evaluate other 3D
designi q P king. Th creative process to existing shell structures. . packaging in groups. Take part in market research, interview classmates,
:5|g|r(;mg a;:_ making. fey bring into being. It is Authentic teachers and grown ups — Extend: what makes a package successful?
should workin a range o this process we can all ) . - How does the packet influence our buying decision?
relevant contexts [for become part of by LO: cll can tesjc and Zva!uate my own ; Suitability
example, the home, creating our own product against a design criteria an 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 COlOUF shapes. What works well? Which one do they like and why? Extend:
the creative process of each part of my design (identifying Pattern Evaluate this in terms of aesthetics, sturdiness and suitability. What
with an effectiveand | who my product is for) needs to 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 . " '

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: I 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? Extend: How will you make sure
your product is stable?

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.




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

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. Extend:
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).

Challenge: What variations would you like to
try? How could you make your pretzel
healthier?







NC PoS Key Concepts Key Competencies Key Vocabulary Key Activities
Cooking and Guided research about specific | Pathway 5 — Food grater - a device having a Skills —
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

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 —

e | 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.

e | 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.

Pathway 4 - Evaluating
processes and
products

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

surface covered with holes
edged by slightly raised
cutting edges, used for
grating cheese and other
foods.

digital scale - a measuring
device that reads and
displays the weight of an
object.

method - how a task is
carried out.

knead - to work and press
into a mass with or as if with
the hands

mix - To stir two or more
ingredients until mixture is
thoroughly combined and
uniform in texture.
equipment - devices or
appliances that can be
utilized to prepare a meal
personal hygiene - hygiene
refers to a series of practices
that preserve and protect the
health from diseases

-Retrieval Cops and Robbers — recipes and skills
learnt in cooking in previous years.

-Go through the recipe with the class. Analyse/
demonstrate each of the skills that they will be
using e.g. kneading, mixing and grating (videos
to watch).

-Children to justify what piece of equipment
they should use for each stage.

-Go through the rules to ensure that the
cooking is carried out safely and hygienically.
Application -

-Children will cook the cheese twists
independently.

-Adults available for support if the children
need it.

Evaluation —

-Children will take part in a taste test and
discuss their findings with their table.
-Children will complete a self and peer
evaluation form which includes a spider
diagram.

Expand - Children will re write the recipe using
their evaluations to help them e.q. if their
cheese twist was not very cheesy, add more
cheese to the ingredients list.



NC PoS | Key Concepts Link Key Knowledgeand | \/gcabulary Activity
Pathway
Developing 'dca" rfeseafCh a ra(;\ge of existing pr°‘;UCt5- ' fjar;]sugge“ LO: to generate |Gears 1. Research skills (cams, gears, electrical systems) children to
, planning ideas for my own design criteria. | understand that my . . . .
and product might be suitable for specific individual or group. | ideas for my Levers rotate around Car(?usel tO. try these d'fﬂ?rent skills. Children to
communica | can create a product that has clear purpose. | can own design then generate their own ideas for a project (solar system
ting ideas. CEmT]unicate my ideas throug: multiple anngtz;tjd Pulleys model with electrical system) Photograph children using
tches. | iment wit ter-ai ign. | . . . .
zai fnaelfe rr:?):keﬁzir':?fenstvr\:y dce:?;rfu eralded design cams/gears etc and in books, children to design their own
LO: to apply a Mechanical system model labelling and annotating the mechanisms and electrical
' Ca: use a variety of teChEiquesltO strengthen de mechanical Linkages systems. Children to make lists of tools and equipment and
ts. | i tem i t . . . . .
ngo g‘;cafs ;3;;;;?:anr;‘:clef/':rcja‘:‘l‘;slma'gne?y products 1 and electrical various design ideas to work on in the next lesson. Children to
Technical system to my Market research create their own design specification to assess against.
| can judge whether my products/the products of others - i ifi i
knowledge matc:]uthge deSign Crite\r/i:. ucts/the produ product. Survey !Extend How can you adapt your design specification to
include more complex electrical systems?
Evaluating Cams Generate a design from research; develop a LO: to iudge Target audience 2. Children work on their project including a mechanical and
processes SFf’edﬁlcat‘C;”' m°d?'la”d ;°Tmunicatek‘deas~ Pfool'uce lists h thj & electrical system building on skills from last lesson. Children to
and of tools and materials and plans to make accurately whether my Demographic .
products assembled and well finished products within constraints. roduct meets grap evéluate as they go, photographs of process in books for
Compare final product to the original specification; test P Product children to annotate each stage as they go.
progUCtS with (tjhe inte;ded Userfandhcritica”v evaluate the | the design Broaden- As you evaluate, which adaptations have you made
product, considering the views of others. Investigate . . . . . 2
Mechanisms | famous manufacturing and engineering companies criteria. Purpose and V_Vhat difference have_th‘ey had on the fmél project:
relevant to the project. Evaluate 3. Children to analyse their final product and judge whether
. ) dens throush ) their product meets their original design criteria. Children to
enerate and communicate ideas through annotate . . . . . .
Electrical sketches and representations of electrical circuits or Suitability complete assessment against techniques and requirements in
systems circuit diagrams. Using a step -by -step plan, select and the real world.

accurately assemble materials, electrical components, to
produce a functional product. Create and modify a
computer control program to enable their electrical
product to respond to changes in the environment.

Strengthening
Finishing

Improve

Challenge- Look at your project objectively and think about
would a company sell it in the real world? E.g. would a toy
shop sell your product, why/why not and which changes
would you need to make?




Cooking

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 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: I can develop my
knowledge of heathy
eating and recognise the
approximate portion size
you should eat from each
food group as part of a
healthy diet.

LO: | can measure
food using digital
scales independently.

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

Pathway 4 - Evaluating
processes and products

LO: I can analyse and
evaluate my finished
product.

Eat well plate - a pictorial
summary of the main food groups
and their recommended
proportions for a healthy diet.
Digital scale - a measuring device
that reads and displays the
weight of an object.

Method - how a task is carried
out.

Knead - to work and press into a
mass with or as if with the hands
Rise - The process in which dough
expands as a result of the carbon
dioxide that is produced by the
yeast or other leavening agent in
the dough.

Mix - To stir two or more
ingredients until mixture is
thoroughly combined and
uniform in texture.

Equipment - devices or
appliances that can be utilized to
prepare a meal

Personal hygiene - hygiene
refers to a series of practices that
preserve and protect the health
from diseases

Cross contamination - what
happens when bacteria or other
microorganisms are
unintentionally transferred from
one object to another

1. Healthy eating and portion size

Review the Year 5 Key Learning doc and highlight the
key learning that will take place this lesson, the key
skills they will be using and the key vocabulary they
will need.

Define/ learn what a balanced diet, nutrient and
nutrition is

In groups, class to retrieve information about
different nutrients on sugar paper

Label the Eatwell Plate in books — link this to our
recipe on baguettes

Class watch a variety of heathy eating messages/
adverts. Which is more powerful? Why?

2. Using the equipment and key vocabulary

Starter task — Children to have the recipe cut into
slips and put it in the correct order

Children identify key skills and equipment needed to
complete the recipe successfully

After learning about how to measure out ingredients
accurately, children to measure out the ingredients
they need using the appropriate scales accurately

3. Following the recipe hygienically and safely

Retrieval — How can we cook safely and hygienically
Re-cap hygiene and safety rules
Children follow the recipe independently

4, Evaluation

Taste Test

Complete evaluation spider chart

Suggest what they would do differently next time
using their evaluation



NC PoS Key Concepts Key Competencies Key Key
Vocabulary Activities
Pathway 1 - | Developing, planning and communicating ideas Design F oid chruch Lesson 1:

. . . i . rame: a rigid siructure . . -
Developing, | ! can experiment with computer-aided design. | LO: To analyse the structure ) - Look at the Eiffel Tower and discuss it's
planning can make mock-ups to test my design. . bt d i . .
and Working with tools, equipment, materials and of the Eiffel Tower and aF surrounds something purpose, design and structure. Children to
communicat | components to make quality products experiment with how it Reingorce: ko make shronger make notes
ing ideas 'caln/”am,e and e’l‘p'ai" the pll(”p“e °fctjhe | could be re-created by using - Children to create a double page spread

tools/equipment | use to make my products. | can Desian: a plan or drawin . . o
Pathvyay 2- | s tools/equipment safely and with reasonable prototypes. gn-ap 9 Ioolflng closely at the Eiffel Tower, it's purpose,
Worklng accuracy. LO: To formulate a plan to produced fo show e look and design and structure.
with tools, | Technical knowledge create a model of the Eiffel - Give children small pieces of wood to create
renqalilepr:zlesnt, chg Ustes a Val’lety of teChr“queS to Strengthen my TOWEI". J:unchon Of some”‘smg prototypes Of the Eiffel Tower and see if they

roaucts. ..
and Evaluating processes and products Crileria: a standard by which car'1 Imitate the frame structure. o
components | | can judge whether my products/the products of | Make - Children to discuss steps to create their Eiffel
to make others match the design criteria. | can make some | | O: To use a variety of something is marked against Tower with their group. Explain on sugar paper.
ualit improvements to my work based on my own and . . ‘ . . .

q y \/t the evaluations of others. techniques to strengthen Accuracy being precise .CHALI._ENGE. Explain to your partner different ways
proaucts Frame Structures my products in which structures can be strengthened
?:2::;?;3 i Research user needs and existing products and LO: To use tOOlS/equipment Purpose: the reason for Lesson 2:
nowledge | G€Velop and modelinnovative ideas into a design | safely and with comethin - Children to make their Eiffel Tower in groups,

g specification. Formulate a plan with a step-by-step r nabl r 9 foll ing st
Pathway 4 - list of tasks and resources. Use tools to accurately €asonable accuracy. Annotated: add: bes | oflowing Steps. .

Evaluating measure, mark out, cut, shape and join materials nnotaled: aacing noves to a - Use glue gun and saws with accuracy and
processes to make frameworks. Use finishing techniques Evaluate clio,gram safety_
andd ;‘:'t_ab'efgrtthe pr‘.’d‘ft and C”técal_'ty e_"alsate A LO: To judge whether my BROADEN: Research other frame structures and
products eir products against a range of criteria. Researc Evalualion: maki ud ! . .
Pathway 6— | key events and individuals relevant to frame products/the products ‘ valuasion: making o judgemen: | |ink them to the Eiffel Tower
Mechanism. | structures. of others match the design about o ginal product Lesson 3:

criteria. - Evaluation of all Eiffel Towers- children to give

two stars and a wish for each.
[LO: To experiment - Evaluate frame structure.
with CAD design] EXPAND: Improve your tower by listening to advice
Y SR T P




NC PoS

Key Concepts

Key competencies

Key Vocabulary

Key Activity

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.

e | can measure food using
digital scales independently.

* | can use basic food
equipment safely.

e | can follow a simple recipe
independently.

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

Pathway 5 - Food

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

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

Pathway 4 - Evaluating
processes and products

LO: | can suggest
improvements to my

work based on my own and
the evaluations of others.

This LO will have been
ultimately covered over the year
LO: I can prepare and cook a
variety of dishes using a range
of cooking techniques.

Eat well plate - the
government's advice on a
healthy balance diet
Digital scale - a measuring
device that reads and
displays the weight of an
object.

Method - a particular
procedure for accomplishing
or approaching something.
Bread crumbs - a small
fragment of bread.
Swivel peeler - device for
removing the skin from fruit
and vegetables.
Bridge hold - Hold the food
to be cut between the fingers
and thumb creating a bridge.
Equipment - the necessary
items for a particular
purpose.

Cross contamination - the
process by which bacteria or
other microorganisms are
unintentionally transferred
from one substance or object
to another.
Allergies - damaging
immune response by the
body to a substance.

Lesson 1 — Children to...

analyse their recipe, the skills they will be using, the
equipment they will need and the ingredients they will need.
watch the following videos created by KL — Bridge Hold, Claw
Grip and Using a swivel peeler.

use these videos to prepare their ingredients using cooking
equipment safely whilst being monitored by adults.

measure their ingredients independently using what has been
learnt this year.

Broaden — Market research with packets from supermarket apple
crumble.

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

Challenge — This recipe is only for two people/two portions. Could
you alter the amount of each ingredient so that you recipe will
feed your whole family?

Lesson 3 — Children to...

do a taste test and appearance test on their finished crumble
and their partners finished crumble.

use a spider diagram to evaluate their product

Peer and self assess their crumble noting what went well and
what could be done next time to improve their recipe using the
spider diagram.

Extend — Using your results and the advise from your peers, to
make adjustments to your recipe to suit your preferences.



NC PoS Key Concepts Key Competencies Key Key Activities
Vocabulary
Developing, | | can experiment with computer- 3D Task specification and purpose: to create a new item of clothing
pladnnmg alde:i O,IceSItgn' | ;an_ make mock- LO: to combine fabric shapes . . with a new design using old clothing (upcycling) linked to
o a | TR and create and test out Dimensional | sustainability topic.
communica . . . . . pe .
ting ideas innovative desiens through 2D 1.Design an item of clothing linked to our specification above.
) o & & Test out different fabrics and designs creating a mood board in
Investigation. Fabric books for the item that they would like to create. Investigate
Combining different fabric shapes O to oat - Joining dlfri:erent st}/les and techniques and share pieces of fabric from
Generate and communicate ) _0 INvestiga e.EXIS Ing il other peop.e. . . .
innovative ideas through research. | textile products linked to a Textiles Extend- which materials would be better suited to your design
Textiles Proquce detailed Iis’Fs of specification. Market and why? What makes them sustalnablt_e?
equipment and fabrics and 2. Investigate using chromebooks what is on the market already
formulate step-by-step plans for research (market research) are there any existing recycled clothing
making. Investigate and analyse LO: to analyse step by step examples?
textile products linked to their Mood board '

final product and compare the
final product to the original design
specification. Know that a 3-D
textile product can be made from
a combination of pattern pieces,
fabric shapes and different fabrics
and that fabrics can be
strengthened, stiffened and
reinforced.

procedures to create a
product.

LO: to evaluate my final textile
product and analyse
improvements.

Broaden- which examples that you have found on the market use
motifs and patterns and which are plain, which designs will you
modify and use and why?

3. Step by step- children to create a detailed sketch and plan for
their final product and create step by step annotated picture
instructions of how to create their final outcome.

Extend- which techniques will you use, joining, application etc.
Research new skills that you need.

4. 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 and final

outcome. Extend- peer assess each others clothing, would you
wear it and why?
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Keﬂ CODCGP[S

Keg Compelencies

KeH
VOCQI)U[GFB

, j)' peters Hill
§) primary School

KeH v
Aclivilies

DESIGN

Use research and develop design crieria
bo inform the deslgn of innovahve,
J:unchcnal, aPPealing Prcclu,cks that are
flk for purpose, aimed al Parhcular

individuals or groups

Generale, develop, model and
communicale their ideas Hmrough
discussian. annotated sl(ekches, cross-
sechional and exploded dlagroms,
prokckgpes, PaHern pieces ond ccmpuker-

aided design

MAKE:

Select from ond use o wider range of
bools and equipmenk bo per form Prachcal
basks [fcr example, cuHing, shaping,

J‘c‘mlng and J:inishlng], accural:elg

EVALUATE & INVESTIGATE:

Inveshgate and analgse a rcmge Of

exlslr'mg Produclrs evaluale their ideas and
producfs against their own clesign criferia
and consider the views of olhers to

improve their work

Understand how l(eH evenls and
individuals in design and Lechno[o% have

helpec{ shape H1e world

PGH\WGH [-Tcan indepenc{enHH
research o renge of exishng Proclucls.
Tcan develop my own deslgn crikeria.

I can creale someHming that is aimed of
speclfic individual or group.

I can creale o Prcducf that is funchonal
and flf for purpose.

I can use ccmPuLer aided design.
PGH\WQH 2 - T can seleck the correct
Lcols/equipmenk bo cuh shape, J‘o‘m and
flnish my Produ,cks. T can use
kcols/equipmenk safelg and accurcﬁelg. I
can seleck approprioke
materials/componenk s bo creale my
Producks Tcan J‘ushfﬂ my choice of
makerial/compcnenks based on, eg. their
Properhes, aesthelic qualihes.

PaH;wag T- Us‘mg compuker aided
deslgn in textiles Generale innovalive
ideas leough research and develop.
Deslgn J:u,nclrlcnal, aPPeaang Prcducfs for
the intended user thak are fif for purpose
based on o simple design sPeciJ:lcalrion.
Seleck and use o range of bools and
equipmenh lncludlng CAD, fo make
Producfs that are accurafelg assembled

and well finished.

I_O I can demonsfrate mH undersfanding Of Hwe

make-do and mend initialive

LO I can research and analgse a range OJ.‘ exishng

proclucls bo create crileria fora cushion design
LO: I can experimenk with diﬂterent kﬂpes of shilch

LO: T can clesign a cushion suilable for a user in

the wartime era

LO: I can use CAD fo creale a Plan includ‘mg
clesign specificalfions and sleps of how fo make my

PI"OdUC[‘

LO I can crea|:e a PFOLOLBPG CUShiOﬂ and idenhfg
slrenglhs o,ncl areas J.‘OF developmenl againsl Hme

original specificahons‘

LO I can OPPlH mlj PlGn LO CODSLFUC[’ a CUShiOﬂ HIG['

meels Hwe sPecifical'ion

LO I can evaluo}e my Produc}, iclenhfging slrengH'ms
o,nd areas for developmenk o,go,insl Hle origina[

specificahons.

computer aided design (CAD),
Fonk

LeHering

Text

Gruphics

Scale

Modi Y

Repeat

Copy

Flip

Deslgn brie I3

Design criteria

Design decisions Innovalive
Prololrgpe

Seam

Seam allowance Wudding
Rein force

Hem

Templole

Pattern

Foslenings

Pins

Needles

Thread

Shears

Tron trans per paper Annclate
Funclionaliby

Authenlic

User

Purpose

EVGIUO'?G

Lesson |

Children learn about the make-do and mend iniliakive. TheH also discuss the environmenlal impacf of rechling
clothes. Children are told erﬂ will be ‘make-do and mendlng' bH Pruducing some cushion covers. Children
beg‘m fo think about the user/Purpcse of their ProducL and how Hleg will fulJ:il the design criferia. Children
invesl’igate and evaluake o range of exishng fextiles produ,cfs and how Hmeﬂ have been constructed us'mg
disassemblg, and evaluate whal the J:abric shupes look like and how the Po,rks have been J'oined.

EXPAND: Note which J'u'm'mg fechniques and stikch kﬂpes have been used on each cushion

Lesson 2

Children experimenf with cliﬂ:erenl shikch fﬂpes on a swakch of J:abric, Theg begin fo think about how H‘LCH will
use these to embellish and J’oin Porks of their cushions. Children use their Producl research findings as well
as their knowledge of differenk skikch Lgpes bo skelch a cushion design, Children must include capﬁons for
kgpes of fabric, shtches, J’oining fechniques and fo,skenings (will HISH use a zip/buHons/Press shuds?

EXPAND: Have o qo at a blankef shifch and calch slikch
EXTEND: Children Plan fo use three J‘ommg kechniques within their Projects

Lesson 3 * CAD soﬁware TBC

Develop compufer-aiclecl design (CAD) skills l)U using paHern mal(ing soﬁware bo generafe, mcdiﬂj, scale, save
and Prin|: PaH:ern Pieces. Recognise that designs can be easilH mcdlfled and rePealred on the ccmpulrer without
the need fora PhUSiCGl Producf

Lesson &

Children create prokutﬂpes. Develop skills of sewing bextiles bg Jcining righf sides tcgeﬂmer ond mal(ing seams.
Children should irwesl:igo,le how to sew and shape curved edges bg snipping seams, how to tack or altach
wacld‘mg or shffening and learn how fo start and finish offarowor shikches. Evaluale as the children
Proceed with their work.

EXTEND: Children include two h:jpes of shikch

Lesson 5

Children evaluake their Prufok\Ljpes and plo,n 4 _Final design. Fo”owing Hwis, children shikch/construct cushions,
anluding any J:askeners or ero,Ps.

EXPAND: Children include o Puckef or zip on their final design

Lesson 6

Evaluake the flnal producl in use, comparing the flnal producl fo the original design speci ficahone Crihcallg
evaluale the clualifg of the design, the manu facfure, funchonalitg, innovation shown and filness for infended user

and purpose, considering others’ cpinion&




NC PoS

Keg
Concepls
Link

KGH Knowledge and PGHIWOH

VOCGbUlOFH

| | Vi -
J/I. /' primary School

Acl'wilg

unders}and Clﬂd GPPlH Hle
Principles Of a hteH’lU
oncl variecl clie}

Prepare Qnd COOI( a
VQI"iel’H o J: dishes using a
range OJI cooking

lechniques

Pathway 4-
Evaluahng

PFOCGSSGS o,nd

Produ,cks.

Pathway 5-
Food

I understand the principles of @ heauhg and varied diel

and can explain Hle effects.

I can demonstrate and OPPl3 the skills to saJ:el3 use a
range OJ.‘ basic cooking equipment (e.g. knife, chopp'mg

bOOI"d, spoon, J.‘OI"I(, l)OW[).

I can spoon ingredienks between conlainers equo,llg

dividing mixture.
I can mix/fold ingredients logeHmer carefu“H.
I can measure using a J’ug independenHH.

I can measure Using digilal scales independenHH‘

Ican J:o”ow and design a simple recipe inclependenHH.

I can explain and OPPllj mg know[edge OJ.‘ hOW LO WOT'I( WiH’I

J:oocl hggienica”g.

I can evaluate whal I have made and J:ormulo}e an

opinion.

Digilol scale — An instrument or machine for weighing
Mede - A cerlain way of doing someH\ing.

m — Combine or put }ogeHmer to form one

Equipmenl - A [isf of H’»'mgs needed.

Personal hggiene — Personal hggiene is a colleclion of habits

H’lat PGOPle Perform tO keep Hlemselves c[ean and Hmeir bodies
healthy

CFOSS conlam‘molion - IS hOW bacleria can spread. IIT occurs

when JUiCCS J:I"OI'n raw meo,ts ar 9erms from unclean obJecfs

LOUCl’l cooked or readﬂ-to-ealf J.'OOdS.

Allergies - Auergies are abnormal immune sUs[em reackions.

Inilial lesson children research |:Hpes of breal(fasl' bars and
di 13 J:erenl recipes and flovours.

Children discuss similarities and di f perences. Discuss eal well
Plote and what would make o healbhg breakfasl bar. Look of
some Packaging from break fo,sk bars.

Children use research to plan and design their recipe.

Discuss hggiene rules.

Share method with the children. Discuss skills H1e5 will be
learning/using.

° Mixing

° Peeling if using fruil

° Gral'mg if using zesh

Discuss vocab
*  Personal hggiene
*  Cross contaminalion

® /\llergies

Sl’lCW recipe step bH step cmd children }‘GHOW o,nd comPleke

Hﬂeir own.

Second session — same dOH
Children Easle breakfast erS.
Children Easte coke o,nd evoluate Hweir PerUCL




NC PoS

Key Concepts

Key Competencies

Key
Vocabulary

peters Hill
primary School

Key
Activities =

Technical knowledge

-Tcan s[renglhen, shi fren and rein force my producLsA

-I understand and can use mechanical sHstems in my Prcducls, eg.
gears, Pulleas, cams, levers and llnkage&

Evaluation

-I can evaluale my prcducls againsl my own design crikeria.

-Ican cons[ruchvelg evaluale the work o ¥ others againsl their design
crikeria.

-I can make improvemenfs fo my work based on my own and the
evaluakions o ¥ others

Mechanisms

-PuHegs or Gears Generale ideas Hmrcugh research and develcp and
communicale o simple design speci flcahon,

Seleck use o range of fools and equipmenf fo make Producls thak that
are accuralelﬂ assembled and well f'mished within the constrainks o ¥
lime, resources and cost.

-Compare the flnu[ Prcduc} fo the original design speci flcahon and
test the qualikg of the design, manu fac|:ure and funchcnall}g with the

user.

Developing planning and communicahng ideas

-Ican independenﬂg research o range of exis|:in9 Producls

-I can creale o Producl that is J:unchanal and J:ik for purpose.
-I can communicale my ideas |:hrough annolated skebches, cross-
seckional and exploded diagroms.

—I can creo|:e a PFO}?OI’BPG.

Worl(ing with tools equipmenk materials and componenks fo make
qualilg producks

-I can use lools/equipment sa J:elH and accurakelg.

-I can seleck appropriaie mokerials/componenk s fo creale my
Producks.

-Ican J‘ush Yy my choice o ¥ mokeriol/componenis based on, eg. their

Properhes, aesthelic qualihes.

Children are able l’O creale a

PI"OIII&HPG

Children have a secure
underskanding OJ: hOW ITU
strenngen, Shffen and relnfarce a

PI"OdUCL

Children demonstral‘e Hwe lelih\.j l'O
use mechanlcal sgskems in Hmeir

PFCdUCLS

Children are able LO research

exisling PI"OC],U,C[‘S

Children creote a PI"OdU’CL which is
fil’ fOr Purpose

Children can use Lools/equipment

SQfelH and OCCUFQLelH.

Children selecl QPPFOPFiQI’e
moterials/componen} S LO creale mH

PrOdU,CLS.

Children can con fldean evaluale
Hteirs, as well as their Peers', work

ogainst a deslgn criteria

Panwo.H I- Developing, Plannlng and communicuhng ideas.

Palhwoy 2- Worl(ing with lools, equipmenlt, materials and
ccmpcnenls to make qualitg ProduchA
Palhwag b Evalual:ing processes and Produc|:s

Palhwag 6 —Mechanisms
Palhwag 8 — Shrucures.

LO:Ican 'J and luale desi

lgpes.
LO I can comPure und CO"ll‘GSI’ differenl bridge

of bridge

J

designs considering whg their purpose and localion
LO:Tcan Plan my bridge design, explaining whg I
have chosen lo use my aPProach

L.O: I can creale my bridge u.sing my design brie 13
L.0: I can evaluale my bridge ogoinsl my success

crileria

Bridge - a shruchure carrHing
a road, Pa}h, rai[wag, eke.
across a river, road, or

other obstacle.

onchoruge— This holds up
the very end of a bridge on
the underside and holds up
the abulmenls.

suspender— A h:]pe of cable
on a suspension bridge. THis
altached fo the suspension
cable.

abubment- The top of a pier.
It J’oins the ends of bridges

to land, and J’oins Piers fo the

bridge deck

deck- The shructure thak
lraﬂic is on. I} is the road or
rails on a bridge.

soHil— The bottom surface of
a bridge.

fowers- The parl of a bridge
that holds up cables. TheH
can also be decoralive.

bruss- A shruclure achng asa
beam.

viaduch- A bridge with many

or all sechons over dr3 lond.

LI

aﬂ[dren bo analgse and evaluale designs of cliﬂ:erent bridge lgpes. The3
annotale the Phgsical J:eatures of the loriclges and reger to the use/ location

OJ.‘ each l:O reason Whﬁ Hleg mag have been designed HI'LS WO,H.
EXTEND — Children are given a range of locations and decide which lﬂpe of bridge would

be most appropriate for each

L2

Children compare diﬂerenl |;Hpes of bridges and their struclure - whg have
H’leH used cerlain designs?

Children idenhw the Phgsical Parts of the bridge and discuss pros and cons

OJ.‘ each

BROADEN — Children discuss the J:eah;res that make o bridge mosk strong_ Children decide
which malerials are most oppropriule for diﬁ:erent Purls ofa bridge,

L3
Children to learn about cliﬂ:erent lHPes of mechanisms fo use when design'mg
a bridge. Discuss WhH H‘»ese are u,seJ:u,l o,ncl wheH‘ter Hwis mechanisms are

suited for diﬂrerenl lgpes of bridge locations.
EXPAND — Children are given diJ:J:eren[ bridges and a choice of mechanisms. Iusliﬂj their

choices.

L&

Children to be provided with equipmenk bo create own bridge. Children to
design own bridge bo hold a cerfain amount of weighl. Children to use ideas
from bridges demonstrated e.g. suspension, arch, truss, canlilever, beam,

cable slaged.

CHALLENGE — Children are now tasked with building a I)ridge withoul Poperclips/fc build o
bridge ofra certain heigh}. Theg must decide how H\eg will slrengH‘en their bridges enuugh

lo ochieve H}is_
L5
Chi[dren to mo,|<e own bridqe usinq Hw ski[ls H‘LGH have leamf and evalua}e



NC Po$S

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 heauhg and 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 QPPlH my knowledge of how to work with J:ood
hggienicuug‘

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

Digilal scale — An instrument or machine for weigh'mg.
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 puk 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 conlominolion - IS hOW bacleria can spread. ]} occurs when

J’uices J.‘I"Clm raw meaks or germs J.‘I"Om unclean objecls LOUC"I cooked or

readg—lo—eaf J.‘OOdS.

Auergies - 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

J')v ‘b peters Hill
Y School
Key )
Activities

Us'mg compu}er aided design in
textiles Generake innovative ideas
lhrough research and develop
these using mocl(—ups and
Prokotgpes including using

compuker—aicled design.

Design funchonol. appeal‘mg
Producls for the intended user
that are fik for purpose based on

a simple design speci ficahom

Select and use o range of fools
and equipmenh including C/\D, fo
make Producls that are accuralelg

assembled and well finished

Children are uble LO CFCQITC a
prafotgpe

Chilc{ren are uble LO research

exishng Producks

Children creale a Prcducb
which is fit for purpose

Children seleck appruprlafe
malerials/component s o

creake ml:j PFOdUC ITSA

Children can cunfidenHH
evaluale Hleirs, as well as their
Peers,, work agoinsl a design

criferia

We will f‘md out abouk Compuker Aided Design - what i is, and how it is used. Then
we will Lrg out o Compuier Aided Design $0 ﬁware fo help us design a helmel.

LO. Tcan oPPraise arange of exishng Producks, idenhi fging the Posihve/negahve

features and suggeshng improvemenks.
L.O: T can understand and can explain what computer aided design is
P P 9

LO I can generafe ideos ond designs, developing Hlem Hmrough OﬂGlHSiS OJ.‘ shell

SLFUCLUF&S and use CAD LO model ancl communica[e ideas
LO I can evolua}e shell slruc}ures and Hleir own Produc[&

LO I can creake a PFOI'OLHPG

CAD — Compuker aided deslgn

Evalualion
Mock ups

PY'O LO LH PeS
SkekchlUp

LI- Children look ok exishng Producl‘ designs Children use
this knowledge to idenhﬂj the pros and cons of each
design. Theg then drafl' their own designs on paper.
Fouowing Hus, children use the Chromebooks o branslake
their designs onto the CAD sqlware.

Children may use imagerg from Google fo enhance their
work.

CHALLENGE-Children ensure there is a theme runmng
H’lrough their designA

L2-

Familiarise children with the "What is CAD? Presen}ahon
and with the Praclising SketchUP basics sheek reo,clH for

use in the lesson.

Ensure children have Sl(ekchUP open readg fo stark and
ask them o work leough the basics Pracl’ise sheek
(teacher to model each step also) Children need to
}ranSfer their clesigns from Pain} onko their Pencil Po}s.
Children will need to resize, edit colours and inpu} designs
from PainL

EXTEND- Children to adJ'ust the textures of the entire Pot
to mirror their chosen materials

L3-

Children creabe a three-dimensional version of their Pencil
Pc}s us'mg Papier mache. This will serve as a Prol’olgpe
and can then be used to evaluate. CHALLENGE- Children
suggesk an alfernalive design that would suit o diﬁerenk

PU.I“POSE




NC PoS

Key Concepts

Key Competencies

Key
Vocabulary

peters Hill

| J' Primary School

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 @ healH’»H and

varied diel and can explain the effects.

I can demonstrake o,nd OPP['J Hwe skil[s lO SG\FC[B

use a range OJ: basic cooldng equipmenk (e.g. knife,

chopping boo,rd, SPOOI’I, J.‘Of'l(, bOWl).

I can spoon lngredienks belween conlainers equo,uﬂ

d'widing mixture.
I can mix/fold ingredients togeHwer carefullg.

I can measure using a Jug independenHH.

I can measure Using digib[ scales independenHH.

I can J:ouow and design a simPle reciPe

lndependenHH.

I can exp[ain o,nd OPP[H mﬂ know[edge OJ.‘ hOW ITO

wor|< wiH1 J:oocl hggienica“g.

I can evaluate whal I hOVG made and J:ormulate

an oplnlon.

Digilol scol - /\n inslrumenl or machine for
weighing.

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

Mix — Combine or put fogether fo form one
Equipment — A list of things needed.

Personal huqiene - Persona[ hggiene is a couechon

of habits that People perform bo |<eeP themselves clean
and their bodies healH’n‘Lj.

Cross conlaminahon - Is how bacleria can sPread.

]} gccurs when JUiCGS J:rom raw meats or 9erms from

unclean objects LOUCh COOI(Cd or readﬂ-}o-eal J.‘OOds.

Allergies - A”ergles are abnormal immune sHstem

reachons.

Discuss hggiene rules.

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

* Knead

* Mix

Discuss vocab

* Rise

*  Personal hﬂgiene

*  Cross contamination

° Auergies

Discuss and idenhﬂj food groups and discussed the

impor}ance of @ balanced diet.

SI\OW recipe SLCP bH slep and children J.'O“rOW o,ncl

complele Hleir own.

Second session — same dag

Children nole changes in bread mixlure and consider
impor}ance of geasL in the mixture. Link ko Microorganisms
and whal the role of geasL is in the mixbure. .

Children taste cake and evaluate their Producl’.

Children suggesl’ adaplal‘ion of recipe and rewrite recipe

with their own Plo.n‘




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—aided deslgn.
Design funcl‘ional,
appealing Prcducl’s for the
intended user that are fit
for purpose based on a
simple design specifical'ion.
Select and use a range of
lools and equipmenL

including C/\D Lo mal(e

PrOdUCl‘S H’lal' are GCCUI‘Gl‘ClH

assembled and we” f‘mished

PaHmwaH b-
Evaluahng

PFOCCSSCS and

Pf‘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 explam 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

Prokolgpes
Tinkercad

GeHing starked with Tinkercad

Procl:ising Tinkercad Basics video

Familiarise Hourself with the whal is CAD? Presen}ahon 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? Presenbhon 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 er prachse exercise, as|<
them to experimenl with Tinkercad to creale an ob\jeck from thak
IDU addlng shapes, us'mg 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







93.2% of whole school working at the curriculum
expectation in Design Technology

17.8% of whole school working as high attainers
within the curriculum in Design Technology



Year 1 Attainment

Meeting the end of Year Expectation

Science Computing | Geography | History RE Music Art DT PE MFL
Overall 96 96 92 96 95 97 98 97 94 NA
Boys 97 97 91 96 96 97 99 97 91 NA
Girls 94 94 92 96 94 98 98 98 98 NA
Gender gap 3 3 1 0 2 1 1 1 7 NA
Pupil Premium | 88 88 88 100 94 100 100 100 88 NA
Non PP 97 97 92 95 95 97 98 97 95 NA
PP gap 9 9 4 5 1 3 2 3 7 NA
EAL 67 67 67 67 67 67 67 67 67 NA
Non EAL 97 97 92 97 96 98 99 98 95 NA
EAL gap 30 30 25 30 29 31 32 3 1 28 NA
SEN 85 85 77 69 69 85 92 85 62 NA
Non SEN 97 97 93 99 98 99 99 99 98 NA
SEN gap 12 12 16 30 29 14 7 36 NA

14




Year 1 Attainment

ining

High Atta

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 13 23 15 16 17 20 14 7 3 NA
Boys 15 31 21 18 19 15 15 9 6 NA
Girls 10 12 8 14 14 27 14 4 0 NA
Gender gap 5 19 13 4 5 12 1 5 6 NA
Pupil 0 6 0 0 0 18 0 6 NA
Premium 6

Non PP 15 25 18 19 20 21 17 7 3 NA
PP gap 15 19 18 19 20 3 17 1 3 NA
EAL 0 0 0 0 0 33 0 O 0 NA
Non EAL 13 23 16 16 17 20 15 7 3 NA
EAL gap 13 23 16 16 17 13 15 7 3 NA
SEN 0 8 8 0 0 0 0 8 0 NA
Non SEN 14 25 16 18 19 23 16 7 4 NA
SEN gap 14 17 8 18 19 23 16 1 4 NA




Year 2 Attainment

Meeting the age expectation

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 90 86 90 92 90 94 92 90 94 NA
Boys 85 83 88 91 86 92 89 88 94 NA
Girls 98 90 93 93 95 98 95 93 95 NA
Gender gap 13 7 5 2 9 6 6 5 1 NA
Pupil 67 67 73 73 67 93 80 80 87 NA
Premium

Non PP 93 89 92 95 93 95 93 91 96 NA
PP gap 26 22 19 23 26 2 13 11 9 NA
EAL 100 80 100 80 100 100 80 80 100 NA
Non EAL 89 86 89 92 89 94 92 90 94 NA
EAL gap 11 6 11 12 11 6 12 10 6 NA
SEN 31 31 69 46 31 62 46 38 54 NA
Non SEN 98 94 98 98 98 99 98 97 100 NA
SEN gap 67 63 29 52 67 37 42 46 NA

59




Year 2 Attainment

ining

High Atta

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 17 21 22 26 20 26 18 2 2 10 NA
Boys 20 27 23 28 20 23 11 18 14 NA
Girls 12 10 22 24 20 32 29 29 5 NA
Gender gap 8 17 1 4 0 9 18 1 1 9 NA
Pupil 7 7 0 7 0 13 0 0 NA
Premium 7

Non PP 18 23 26 30 23 28 21 25 12 NA
PP gap 11 16 26 23 23 15 21 18 12 NA
EAL 0 20 0 0 60 20 0 20 0 NA
Non EAL 18 21 24 28 18 26 19 23 11 NA
EAL gap 18 1 24 28 42 6 19 3 11 NA
SEN 0 0 31 0 0 0 8 8 0 NA
Non SEN 19 23 26 30 22 30 19 24 12 NA
SEN gap 19 23 5 30 22 30 11 12 NA

16




Year 3 Attainment

Meeting the age expectation

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 89 94 88 84 92 94 92 9 1 92 91
Boys 86 92 88 85 92 88 86 85 90 88
Girls 93 96 87 83 93 100 98 98 94 94
Gender gap 7 4 1 2 1 12 12 1 3 4 6
Pupil. 76 90 81 76 95 100 90 90 90 86
Premium

Non PP 92 95 89 86 91 92 92 9 1 92 92
PP gap 16 5 8 10 4 8 2 1 2 6
EAL 100 100 100 100 67 100 67 67 100 67
Non EAL 89 94 87 84 93 94 93 9 2 92 92
EAL gap 11 6 13 16 26 6 26 25 8 25
SEN 59 71 59 53 65 88 59 59 82 63
Non SEN 95 98 93 90 97 95 98 97 94 96
SEN gap 36 27 34 37 22 7 39 12 33

38




Year 3 Attainment

ining

High Atta

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 16 12 16 21 16 4 16 12 2 13
Boys 20 14 17 22 14 3 12 8 3 14
Girls 11 11 15 20 19 6 20 15 0 13
Gender gap 9 3 2 2 5 3 8 7 3 1
Pupil 5 10 5 5 5 0 5 5 0 5
Premium

Non PP 18 13 18 25 18 5 18 13 2 15
PP gap 13 3 13 20 13 5 13 8 2 10
EAL 0 0 0 0 0 0 0 O 0 0
Non EAL 16 13 16 22 16 5 16 12 2 14
EAL gap 16 13 16 22 16 5 16 12 2 14
SEN 0 0 0 0 6 6 6 O 0 6
Non SEN 19 15 19 25 18 4 18 14 2 15
SEN gap 19 15 19 25 12 2 12 2 9




Year 4 Attainment

Meeting the age expectation

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 87 92 86 87 86 92 89 92 97 86
Boys 86 92 81 86 83 87 84 87 97 81
Girls 91 91 91 91 91 98 95 98 98 93
Gender gap 5 1 10 5 8 11 11 1 1 1 12
Pupil 82 86 77 82 86 95 77 9 1 100 82
Premium

Non PP 89 93 88 89 86 91 92 92 97 87
PP gap 7 7 11 7 0 4 15 1 3 5
EAL 88 100 88 88 75 86 100 75 100 88
Non EAL 87 91 85 87 86 92 88 93 97 86
EAL gap 1 9 3 1 11 6 12 18 3 2
SEN 54 62 46 54 46 77 62 69 85 46
Non SEN 92 95 90 92 91 93 92 94 99 91
SEN gap 38 33 44 38 45 16 30 14 45

25




Year 4 Attainment

High Attainers

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 29 30 32 32 29 17 31 33 26 29
Boys 30 32 33 33 27 10 27 27 32 29
Girls 29 29 31 31 31 25 35 40 20 31
Gender gap 1 3 2 2 4 15 8 13 12 2
Pupil 32 32 36 36 36 27 36 23 32
Premium 4 1

Non PP 29 30 31 31 27 15 29 3 1 27 29
PP gap 3 2 5 5 9 12 7 10 4 3
EAL 13 13 13 13 13 0 29 25 0 13
Non EAL 31 32 34 33 30 18 31 33 28 31
EAL gap 18 19 11 20 17 18 2 8 28 18
SEN 0 0 0 0 0 0 0 8 0 0
Non SEN 33 34 36 36 32 19 35 3 6 29 33
SEN gap 33 34 36 36 32 19 35 29 33

28




Year 5 Attainment

Meeting the age expectation

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 98 95 92 93 96 99 99 95 98 96
Boys 97 97 97 93 95 98 98 9 3 98 97
Girls 100 93 89 93 96 100 100 9 6 98 95
Gender gap 3 4 8 0 1 2 2 3 0 2
Pupil 100 92 92 96 96 100 100 96 96 96
Premium

Non PP 98 96 92 92 96 99 99 95 99 96
PP gap 2 4 0 4 0 1 1 1 3 0
EAL 91 82 82 91 91 90 100 73 91 82
Non EAL 99 96 94 93 96 100 99 97 99 97
EAL gap 8 14 12 2 5 10 1 2 4 8 15
SEN 94 83 94 78 83 94 94 83 89 94
Non SEN 99 97 92 96 98 100 100 97 100 96
SEN gap 5 14 2 18 15 6 6 11 2

14




Year 5 Attainment

High Attainers

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 35 26 25 27 28 22 27 20 23 23
Boys 36 25 22 22 19 19 19 12 31 19
Girls 35 25 27 31 36 25 38 27 15 27
Gender gap 1 0 5 9 17 6 19 15 16 8
Pupil 25 8 4 8 13 25 33 8 21 4
Premium

Non PP 28 30 30 32 32 21 26 23 24 28
PP gap 13 22 26 24 19 4 7 15 3 24
EAL 55 27 27 36 18 30 18 9 27 36
Non EAL 33 25 24 25 28 21 29 20 23 22
EAL gap 22 2 3 11 10 9 11 1 1 4 14
SEN 22 11 6 11 11 22 11 6 6 0
Non SEN 37 28 28 30 31 22 30 22 26 27
SEN gap 15 17 22 19 20 0 19 20 27

16




Year 6 Attainment

Meeting the age expectation

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 88 92 87 93 90 88 91 9 3 94 82
Boys 82 91 80 89 84 80 84 9 3 93 73
Girls 94 94 94 98 96 96 98 94 96 92
Gender gap 12 3 14 9 12 16 14 1 3 19
Pupil . 71 86 76 90 81 81 81 86 86 71
Premium

Non PP 92 94 89 94 92 89 93 95 96 85
PP gap 21 8 13 4 11 8 12 9 10 14
EAL 100 100 100 100 100 100 95 100 100 90
Non EAL 85 91 84 92 87 85 90 9 2 93 80
EAL gap 15 9 16 8 13 15 5 8 7 10
SEN 47 67 47 73 47 33 67 67 67 33
Non SEN 95 97 93 97 97 97 95 98 99 90
SEN gap 48 30 46 24 50 64 28 32 57

31




Year 6 Attainment

High Attainers

Subject Science Computing | Geography | History RE Music Art DT PE MFL
Overall 25 13 14 25 19 3 18 1 3 8 8
Boys 18 20 9 22 11 2 4 1 1 7 4
Girls 31 6 20 27 27 4 33 16 10 12
Gender gap 13 14 11 5 16 2 29 5 3 8
Pupil 5 5 0 14 5 0 0 O 0 0
Premium

Non PP 29 15 18 27 22 4 22 16 11 9
PP gap 24 10 18 13 17 4 22 16 11 9
EAL 25 5 10 20 30 5 10 10 0 10
Non EAL 24 15 15 26 16 2 20 14 10 7
EAL gap 1 10 5 6 14 3 10 4 10 3
SEN 0 13 0 7 0 0 0 O 7 0
Non SEN 29 13 16 27 22 3 21 15 9 9
SEN gap 29 0 16 20 22 3 21 2 9

15







Strengths

* A firm grasp of the aim and outcomes of the task set

* A hands-on approach to learning — physically stimulating
 Ambitious Vocabulary developed throughout

 Evidence of effective and logical approaches taken

* Children positive and proud about what is created

e Children motivated by their creations and ideas

* Clear Purpose to the tasks developed

* Coverage in line with school expectations

* Productivity is high for all children




Developments

 To assess and evaluate each other’s work
* To assess their learning/ skills over time

* To develop regular opportunities to evaluate learning alongside the
product/creation

e To develop skills of constructive criticism
* To ensure challenge and depth of thought for all pupils
* To apply discussion about previous learning
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