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EYFS

Development Matters

Nursery:

. 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:

. 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.

ELG Create collaboratively, sharing ideas, resources and skills.

. Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
. Share their creations, explaining the process they have used.

National Curriculum

In KS1 pupils should be taught:

Design

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

(] tGeRer:?te, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication
echnolo

Make %

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

E | 1:select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics

valuate

. Explore and evaluate a range of existing products

° Evaluate their ideas and products against design criteria

Technical knowledge

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

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

In KS2 pupils should be taught:

Design

. Ulse research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individu-
als 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 [for example, cutting, shaping, joining and finishing], accurately

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

Evaluate

. 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 [for example, gears, pulleys, cams, levers and linkages]

Understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors]
Apply their understanding of computing to program, monitor and control their products

As a designer, | will explore the key
concepts of...

MASTERING TECHNIQUES - This concept involves developing the skills needed to make high quality products.
TAKING INSPIRATION FROM DESIGN—This concept involves appreciating the design process that has influenced the products we use in everyday life.
DESIGN, MAKE, EVALUATE - This concept involves developing the process of design thinking and seeing design as an iterative process.
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EYFS (Reception)

Junk modelling Boats
* Making verbal plans and material choices. » Designing a junk model boat.
+ Developing a junk model. » Using knowledge from exploration to inform design.
» Improving fine motor/scissor skills with a variety of materials. » Making a boat that floats and is waterproof, considering material choices.

« Joining materials in a variety of ways (temporary and permanent).
+ Joining different materials together.
+ Describing their junk model, and how they intend to put it together.

Skills

« Giving a verbal evaluation of their own and others’ junk models with adult * Making predictions about, and evaluating different materials to see if they are
support. waterproof.

Evaluate * Checking to see if their model matches their plan. » Making predictions about, and evaluating existing boats to see which floats best.
» Considering what they would do differently if they were to do it again. » Testing their design and reflecting on what could have been done differently.
» Describing their favourite and least favourite part of their model. = Investigating the how the shapes and structure of a boat affect the way it moves.
« To know there are a range to different materials that can be used to make a * To know that ‘waterproof’ materials are those which do not absorb water.
model and that they are all slightly different.
» Making simple suggestions to fix their junk model.

Technical

Knowledge

» To know that some objects float and others sink.
» To know the different parts of a boat.
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Bookmarks

= Discussing what a good design needs.
= Designing a simple pattern with paper.
= Designing a bookmark.

» Choosing from available materials.

Skills

= Developing fine motor/cutting skills with scissors.

» Exploring fine motor/threading and weaving (under,
over technique) with a variety of materials.

» Using a prepared needle and wool to practise
threading.

Evaluate

= Reflecting on a finished product and comparing to
their design.

Knowledge

* To know that a design is a way of planning our idea
before we start.

* To know that threading is putting one material
through an object.

Skills

Airedale

Junior School

Ambition - Bravery : Respect

Soup

Knowledge

Orally discuss, in a group or one
to one, different vegetables and
fruits for their recipe.

Fine motor skills to chop and slice
(playdough)

Orally explain what the texures of fruit and
vegetables are. Which they lieked the best.

Explore and explain different
taste, textures and appearance of
fruits and vegetables.
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Year1 Year 2
Constructing a windmill Baby bear’s chair
. & Learning the importance of a clear design criteria # Generating and communicating ideas using sketching and modelling.
Design ¢ [ncluding individual preferences and requirements in a design
¢ Making stable structures from card, tape and glus * Making a structure according to design criteria.
# Learning how to turn 2D nets into 3D structures * Creating joints and structures from paper/card and tape.
Make # Following instructions to cut and assemble the supporting structure of a # Building a strong and stiff structure by folding paper.
H windmill
Skills « Making functioning turbines and axles which are assembled into a main
supporting structure
# Testing the strength of own structure.
Evaluate » |dentifying the weakest part of a structure,

Knowledge

Technical

# To understand that the shape of materials can be changed to improve the
strength and stiffness of structures.

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

# To understand that axles are used in structures and mechanisms to make
parts turninacircle.

* To begin to understand that different structures are used for different
pUrposes.

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

# Evaluating the strength, stiffness and stability of own structure,

# To know that materials can be manipulated to improve strength and stiffness.

» To know that a structure is something which has been formed or made from parts.
* To know that a ‘stable’ structure is one which is firmly fixed and unlikely to change
or move,

# To know that a ‘strong’ structure is one which does not break easily.

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

* To know that a client is the person | am designing for.

* To know that design criteriais a list of points to ensure the product meets
the clients needs and wants.

* To know that a windmill harnesses the power of wind for a purpose like
grinding grain, pumping water or generating electricity.

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

* To know that a windmill is a structure with sails that are moved by the wind.
* To know the three main parts of a windmill are the turbine, axle and
structure.

N/A
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Constructing a castle
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Year 4

Pavilions

» Designing a castle with key features 1o appeal 1o a speafic person/purpose.
# Drawing and labelling a castle design using 20 shapes, labelling: -the 30
shapes that will create the features - matenals nesdsd and colours.

# Designing and/for decorating a castle tower on CAD software

» Designing a stable pavilion structwre that is aesthetically pleasing and selecting
materials 1o create a desired effect
# Building frame strectures designed to support weight

» Constructing a range of 30 geometnic shapes using nets
# Creaning special features for indradual designs.
» Making facades from a rangs of recycled matenals

» Creating a range of different shaped frame structures

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

# Reinforcing corners to strengthen a structure.

» Creating a design in acoordance wath a plan

# Learning to create different textural effects with matenals.

# Evaluating own work and the work of others based on the aesthetic of the
finished product and i comparison to the ongnal design
® Suggesting points for modification of the individual designs

# Evaluating structures made by the class

# Diescribing what charactenstics of a design and construction made it the most
effective

» Considering effective and ineffective designs

# Tounderstand that wide and flat based objects are maore stable
# Tounderstand the importance of strength and stiffness m structures.

# Tounderstand what a frame structure is.
# To ko that a free-standing’ structure is one which can stand on its owm

# To konovee thee following features of a castle: flags, towers, battlements, turrets,
curtzin walls, moat, drawbridges and gatehouse - and their purpose

# To knovee that a fagade s the front of a structure.

# Tounderstand that a castle needed to be strong and stable towithstand
EnErmy attack

# Tor kneovew that a paper net is a flat 20 shape that can become a 30 shape oncs
assembled.

# Tor kneovew that a design specification is a list of success critena for a product

# To knovwe that a pavilion is a a decorative building or structure for letsure activates.
# Ty kmovwe that cladding can be applied to structures for different effects

# To kniovwe that aesthetics are how a product looks.

# To knowe that a product’s funchion means Its purpose.

# Tounderstand that the target audience means the person or group of people a
prioduwct is designed for

# To knovwe that archatects consider light, shadow and patterns when designing.
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Bridses Plaverounds
# Designing a stable structure that i able to support weight. # Di=signing a playgrownd featuning a vanety of different structures. giving careful
#» Creating a frame structure with a focus on tnangulation. consideration to how the structures will be used, considenng effectiee and
ineffective designs.

# Making arange of different shaped beam bridges. # Building arange of play apparatus structures drawing upon new and prior
# Using triangles tooreate truss bridges that span a green distance and kmowledge of struchures.
support & hoad. * Measuring, marking and outting wood to create a rangs of strectures.
# Building a woodsn bridgs structure * Lsing a range of matenals 1o reinforce and add decoration to structures.
# Independ=ntly measuring and marking wood acourately.

. # Selecting appropriate tools and eguipment for particular tasks.

Skills # Using the correct techniques to saws safely.
# ldentifying where a structure needs reinforcement and wsing card corners
for support
# Explaining why selecting appropriating matenials is an important part of the
design process.
# Understanding basic wood functional properties
# Adapting and improving own bridge structure by identifying points of # Improving a design plan based on peer evaluation
wiezkness and reinforcing them s necessary # Testing and adapting adesign to improve it 35 it is developed.
- ng points for improvements for owem bridges and those designed by » [dentifying what makes a successful structure.
others.
# Tounderstand some different ways to reinforce structures. # To knoww that structures can be strengthensd by manipulating materials and
# Tounderstand how triangles can be used to reinforce bridges. shapes.
# To know that properties are words that describe the form and function of
miaterials.
» To understand why material selection is imporiant based on properties.
# Tounderstand the matenal (functional and aesthetic) properties of wood.
KHUWIEdgE # Tounderstand the difference between arch, beam, truss and suspension # Tounderstand what a footprint plan’ s

bridges. # Tounderstand that in the real world, design, can impact wsers in positive and
# Tounderstand how to carry and use a saw safely. negative wWays.

# To knoww that a prototype is a cheap mode] 1o test a design idea
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Knowledge

K : bol

Wheels and axles

Mechanisms/ mechanical structures

Eairground whee|

Airedale

Junior School

Ambition - Bravery : Respect

ki :

= Eaplaining how to adapt medhanismes,
wsing bridges or guides to controd tho
miovoment.

# [Mesigning a mowing story book for a
Eiven audicno.

# Desigriing 2 wehicks that inchudes whocks,
ale= il axle holdors, that whcn
combincd, will allow the wheools boomonec.
# Creating clearky labellcd drawings that
illustratc movement.

» Sclocting a suitable linkage system to
proxduce the desircd mation.
» [Desipning awhocl.

w Croating a dass design criteriafor a
T iNg IMcHs LT

» Desizning 3 meving mansbor for a
spocihc sadionce in scoord anecs with 2
designcritoriz

= Following a desizgn to create moving
miodels that use kevers and sliders.

= Bdapting mochanizms, wheon:
- thiew do not work s they showld.
- tofit thar wohicke desipn
- to immgrows hioss thoy weork aftor
tosting their wehicke.

# Sclocting matcrisks scoording to their
characteristics.
= Following a desgn brick

= Making Fnkages using card for kewers ard
spilit pins for plreats

= Experimenting with linkages adjusting
thi widthe, lengths and thicknosscs of card
uscd,

= Cutting and asscmbling componcnis
nczathy.

= Testing ahinishoed product, scoing
whethor it moves as planncd znd iF not,
cuplaining whry zaud horee it can b fscd,
= Rovicwing the success of aprodud by
tosting it weith its infondicd sudionoc.

# Testing wheool znd axle mochzni=ms,
identifying what stops. the whooks from
turning, and recognising that 2 whedl
mceils an zod inordor fo move.

# Evalusting difforent desigres.
# Testing and adapding adesigno

# Evaluating own desigre sgsinest desipn
riteria

# Llsing peer focdback to modify afinal
design

# Tox krerww that & medhanism is the parts of
anobjort that move togother.

# T knowy that a dider mechanism mowes an
ohjoct from side to sidc.

= T ko that = shider medhanism has =
sider, shots , puides and anobjoct.

o Tos krerew that bridges ard guides ainc bits
of card that purposciulby restrict the
memeciment af the slidor,

# T know that whecls necd to be round to
rofatc and mowe

* Tounderstand that for 3 whed to mowe it
muit be attadhed to a rotating ade.

® T enoww thiat an sode mowes within an axke
haolder which is fimod to the vehide or tow.

® T know that the frame of awchicke
{chamsis] necds to b balanoed,

= To know that difforemt mabcrials hawe
diffcront propertics and arc thercfare
suitabde for diffcront uses.

® T kneovw that mechemisms arc a
oxllcction of moving parts that work
togethor as a machine toproduce
morwcment.

o T ko that thoero is abways an input ard
ourtpurt in 3 mechanism

o Tox knery that zm inpaut is the cncrgy that
iz uscd boostart somcthing working.

o T ke that zm output is the memscment
that happores a5 a result of the ingat.

o Tox kneorwy that a lovwer is somcthing that
turmns on a3 pivot

o Tox kneery that i linkage mochzmi=m s
madc upof a scrics of kevers.

# T ke that in [Design amd tochnolosy
wr calll aplan 2 design’

# T know somc rcal-lific itcms that wusc
whooks such as wheclbarrows, hamstor
wihools and wehiiches.

= To know th featurcs. of a forris whocl
incdud e the wheeel, Framee, pods, a2 base an
il and an axdc haldor.

# To ko that it is importand o best my
diosign as | go along o that | cansabsc zimy
prabdomes that may ooou.

# T ke 5o rcal-lifc objods that
contain mechanismes.
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Pneumatic toys
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Making a slingshot car

Skills

# Dlesigning a toy which uses a pneumatic sysism

# Dieveloping design critenia from a design brisf

# Generating ideas waing thumbnail sketches and exploded diagrams.

# Learning that different types of drawings are used in design to explain ideas
clearly.

# Di=signing 3 shape that reduces air resistance.

# Drawing a net to create a structure from

& Choosing shapes that increase or decrease spesd as a result of air resistance.
# Personalising a design

# Creating a preumatic system to oreate a desired motion

» Building secure housing for a pneumatic system

# Using syringes and balloons to create different types of pneumatic systems
1o mzke a functional and appealing priswmatic toy:

# Selecting materials due totheir functional and aesthetic charactenistics

# Manipulating materials to create different effects by cutting, creasing,
folding and weaving.

* Measuring, marking, cutting and assembling with increasing acouracy
» Making a model based on a chosen design.

# Using the views of others to improve designs.
# Testing and modifying the cutcome, sSUgEesting IMprovements

# Understanding the purpose of exploded-diagrams throwgh the eyes of 3
designer and their chient.

# Evaluating the speed of a final product based on: the effect of shape on speed and
the acouracy of workmanship on performance.

Knowledge

# Tounderstand how pneumatic systems work.

# Tounderstand that preumnatic systems can be used as part of a mechanism
# Toy konivew that pneumatic systems operate by drawing in, releasing and
COMpressing air.

# To knoww that air resistance is the level of drag on an object as it s forced through
the air

# Tounderstand that the shape of a moving object will affect how it moves due to air
resistance.

# Tounderstand how sketches, drawings and diagrams can be used to
communicate design ideas.

* To knowe that exploded-diagrams are used to show how different parts of a
prioduct fit together

* To knoww that thumbnail sketches are small drawings to get ideas down on
paper quickly.

# To knoww that aesthetics means how an object or product looks in design and
technology.

# To knowy that a template is a stencil you can use to helpyou draw the same shape
aocurately.

* To kenowy that a birds-sye view means a view from a high angle (a5 if a bird m flight)
# To knoww that graphics are images which are designed to explain or advertize
something.

#To know that it is important to assess and evaluate design ideas and models against
a list of design critenia
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Pop up book Automata toys
# Diesigning a pop-up book which wses a mioure of structures and s Experimenting with a range of cams, creating a design for an automata toy based
niEms on a choiwce of cam to create 3 desired movement
# Maming each mechanism, input and owtput acourately # Understanding how linkages change the direction of a force.
# Storyboarding ideas for a book. # Making things mowe at the same time:

# Understanding and drawang cross-sectionzl dizgrams to show the inner-workings
of my design

# Followeing a design brief to make a pop up book, neatly and with foous on
ACCUracy

» baking mechanizms andfor structures wsing sliders, pivots and folds to
produce movement

# Using layers and spacers to hide the workimgs of mechanical parts for an
aesthetically pleasing result.

# Measuring, marking and checking the acouracy of the jelutong and dowel pieces
uired.

:Er?ﬂeaiuring. miarking and cutting components accurately using a ruler and scissors

# Azsembling components aoccurately to make a stable frame.

# Understanding that for the frame to funchion effectively the components must be

cut accurately and the joints of the frame secwred at right angles.

# Selecting appropriate matenals based on the materials being joined and the speed

at which the glue needs todrysst

MR

# Evaluating the work of others and receiving fesdback on own waork.
# Applying points of improvemenit to their toys.
# Describing changes they would make/do if they were to do the project again.

# Ty kniow that mechanismes control movement

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

# Tounderstand how to wse sliders. preots and folds to create paper-based
mechanisms.

# Tounderstand that the mechanizm in an automata uses a system of cams, axles
aind followers.
# Tounderstand that different shaped cams produce different outputs.

# To kmowe that a design bnef is a descripbion of what | am going to design and
make.

# To knowe that designers often want to hide mechanisms to make a product
maore aesthetically pleasing.

# T kmowe that an automata is 2 hand powrered mechanical toy

# Tor knoww that a cross-sectional diagram showes the inner wiorkings of a prodect
# Tounderstand how to wse a bench hook and saw safely.

# To ko that a set square can be used to help mark 207 angles
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Ambition - Bravery - Respect Ambition - Bravery - Respect
Year 3 Year 4
Torches

# Designing a torch, ghving consideration to the target audience and creating both
design and success criternia foousing on features of indrvidual design ideas.

» Making a torch with a working electrical arowit and switch.
# Lsing appropriate equipment to cut and attach materials.
» Aszembling a torch according o the design and success criteria

Skills
# Evaluating electrical products.
# Testing and evaluating the success of a finzl product
Mf& The Condensed Long-term plan does not include an
Electrical systems wnit for Year 3
# To knowe that an electrical cnowit must be complete for electnicity to flow.
# To knoww that a swntch can be used to complete and break an electrical aromt
Technical
Knowledge

# To koo the Features of a torch: case, contacts, battenies, switch, reflector, lamp,
lens.

# Ty knovwe Facts from the history and mvention of the electnc light bulb(s) - by Sir
Joseph Swan and Thomas Edison
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Doodlers Mew!
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Steady hand game

# ldentifying factors that could be changed on existing products and
explaining how these would alter the form and function of the product

# Dieveloping design critena based on findings from investigating exasting
products.

# Developing design criteria that clarifies the targst user

# Designing a steady hand game - identifying and naming the components required
& Dirawing a design from three different perspectives

# Generating ideas through sketching and discussion

# Modelling ideas through prototypes.

# Altenng a product’s form and function by tinkering with its configuration.
# Making a functional senes circuit, incorporating 3 motor
# Constructing a product with consideration for the design critena

& Constructing a stable base for a game

# Accurately cutting, folding and assembling a net

# Decorating the base of the game to a high guality finish
» Making and testing a arcuit

# [ncorporating a circuit into a base.

# (Carry out a product analysis to look at the purpose of a product along with
its strengths and weaknesses.

# Dietermining which parts of a product affiect its function and which parts
affect its form.

# Analysing whether changss in configuration positively or negatively affect
an existing product.

# Testing cwmn and others finished games, identifying what went well and making
suggestions for improswement.

# To ko that senes circuits anly hawve one direction for the electricty to
Tloeer.

# To knovew wihen there is 3 break i a series cirowit, 2ll components turn off
# Tor knorew that an electric motor comverts electrical enengy into rotationzl
mawement, causing the motor's axde to spin

# Toknow a motorised product is one which uses a motor to function.

& T kneoie thiat batteries contain aod, which can be dangerows if they leak.
# T kniowe the names of the components in a basic seres circurt, imcluding a buzzer.

# To ko that product analysis is critiguing the strengths and weaknesses of a
product.
# To knovew that ‘configuration’ means how the parts of a product are arranged.

& Tounderstand the dizgram perspectives top visw’, 'side visw' and 'back’
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Abalanced diet

# Designing smoothie carton packaging by-hand or on [CT softerare.

# Di=signing 3 healthy wrap based on a food combination which works well together

# Chopping fruit and vegetables safely to maks a smoothie.
# |dentifying if a food is a fruitor a vegetable.
# Learning whers and how fruits and vegetables grow.

# Slicing food safely wsing the bridge or daw grip
* Consiructing 2 wrap that meets a design bnef

# Tasting and evaluating different food combinations.
# Describing appearance, smell and taste
# Supgesting information o be included on packaging.

# Describing the taste, texture and smell of fruit and vegetables.
# Taste testing food combinztions and finzl products

# Describing the information that should be mcluded on a label
# Evaluating which grip was mast effective.

# Understanding the difference betwesn fruits and vegetables

# Tounderstand that some foods typically known as vegetables ars actually
fruits 2 g cucumber).

# T ko that a blender is 3 machine which mizes ingredients together into 2
smiaoth liquid

# T kmowe that a fruit has s=eds and 2 vegetable does not.

# T kmeovwe that fruits grow on trees arvines

# T knowe that vegetables can grow either above or below grownd

* Tix ko that vegetables can come from different parts of the plant (e g
roots: potatoes, leaves: lettuce, frurt cucumbier).

# T knovw that 'diet’ means the food and drink that a person or animal wsually eats
# Tounderstand what malkes a balanced dist

# To kmovw wihere tio find the nutriional information on packaging

# T ko that the five main food groups are: Carbohydrates, fruits and vegstables,
protein, dairy and foods high in fat and sugar

# Tounderstand that | should eat a range of different foods from each food group,
and roughly how much of each food group

# T know that nutrients are substances in food that all living things need to make
energy. grow and develop

# T kmow that Ingradients’ means the ITems ina mixture or recps

# Tix ko that | should only have a maamum of five teaspoons of sugar a day o
stay healthy

# T knovw that mamy fiood and drinks we do not expect to contain sugar do; we call
these 'hidden sugars'
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Eatine segasonally

dapti .

# Creating a healthy and nutritious recipe for a savoury tart using seasonal
imgredients, considerning the taste tedure, smell and appearance of the dish

# Diesigning a biscurt wathin a green budget, drawing upon previous taste testing
Judgemenits.

# Enowang how to prepare themsehves and 2 work space to cook safelyin,
l=arming the basic rules to avoid food contamination
# Followeing the instructions within a recipe

# Follwnng a baking reaps, from start to finish, including the preparation of
ingredisnts

# Cooking safely, following basic hygiene rules

# Adapting 3 recipe to improve it or change it to meet new criteria fe g from savoury
toswest)

# Extablishing and wsing design criteria to help test and review dishes

# Diescribing the benefits of sezzonal fruits and vegetables and the impact on
the emironment

# Suggesting points for improvement when making a s=asonal tart

# To knowy that not all fruits and vegetables can be grown in the UK

* To know that climate affects food growth

# To know that vegetables and fruit grow in certain seasons

* To know that cooking instructions are known as a ‘recipe’

* To know that imported food is food which has besn browght into the cowntry
# Tz ks that exported food 1= food which has been sent to another country
# Tounderstand that imported foods travel from far away and this can
niegatively impact the emironment.

# To kmow that each fruit and vegetable grves us nutritional benefits becawse
they contain vitaming, minerzls and fibre

# Tounderstand that wvitamins, minerals and fibre are important for ensrgy,
growth and maimtaining health

# To kmowy safety rules for using, storing and cleaning 3 knife safely.

# Tix ko that similar colowred frurts and wegetables often have similar
nutritional benefits

# Evaluating a recipe, concidering taste, smiell, texture and appearance

# Diescribing the impact of the budget on the selection of ingredients.

# Evaluating and comparing a range of food products

* Suggesting modifications to a recipe (e.g. This bisowit has too many ratsans, and it is
falling apart. so next time | will use less rasins)

# To know that the amount of an ingredient in a recips is known 23 the ‘guantity’

* To know that it is important to use oven gloves when removing hot food from an
ovEr.

# To know the following cooking techniques: sieving, creaming, rubbing method,
cooling

#Tounderstand the importance of budgeting while planning ingredients for biscuits
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Ambition

Threshold Concepts Attainment Map in Design and Technolo
Cooking and nutrition

Respect

Bravery

What could be healthier?

ome dine witt

« Adapting a traditional recipe, understanding that the mutritional value of a
recipe alters if you remove, substitute or add additional ingredients

# \Wiriting an amended method for a recipe to incorporate the relevant
changes to ingredisnts

* Designing appealing packagng to reflect a recipe

« Witing a recipe, explaining the key steps, method and ingredients
# Including facts and drawings from research undertaken

# Tounderstand that ‘cross-contamination’ means bacteria and germs have
besn pazsed onto ready-to-eat foods and it happens when thess foods mix
with raw meat or unclean objscs

# Cutting and prepaning vegetables safely + Following a recipe, including wsing the correct quantities of each ingredient.
Skills # Using equipment safely, including knives, hat pans and hiobs # Adzpting 3 recipe hased on research.

# Fnowing hiow to avoid cross-contamination # Working to 2 given timescale

# Following a step by step method carefully to make a recipe. « Working safely and hygenically with independence

+ [dentifying the nutntional differences betwesn different products and # Evaluating a recipe, conzidering taste, smell, texture and ongin of the food growp

recipes. # Taste testing and scoring final products

# ldentifying and descnbing healthy bnefits of food groups # Suggesting and writing up points of improvements when sconng others’ dishes,
and when evaluating their own throughout the planning, preparation and cooking

rocess

E Bvaluating health and safety in production o minimise cross contamination

# Tounderstand where meat comes from - learning that beefis fromcattleand | * Toknow that favour’ is how afood or drink tastes

hioww beef is reared and processed, including key welfare issues # Tovknvowe that many countries have 'national dishes' which are reapes associated

# Tovkenowe that | can adapt a recipe to make it healthier by substituzing with that country

ingredients # Toknow that 'processed food’ means food that has been put throwgh multiple

# Tovknows that | can use a rutrional caloulator to ses how healthy afood changesina factary

Knowledge option is + Tounderstand that it is important to wash fruit and vegetables before eating to

remionve any dirt and insecticides
# Tounderstand what happens to a certain food before it 2ppears onthe
supermarket shelf (Farm to Fork)
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Threshold Concepts Attainment Map in Design and Technolo

Textiles

Respect

Airedale Infant and Junior School

Airedale

Junior School

Ambition - Bravery : Respect

# Using a template to create a design for 3 puppst + D=signing a pouch.

# Cutting fabric neatly with scissors. # Selecting and cutting fabrics for sewing

# Using joining methods to decorate a puppst # Diecorating a powch wsing fabne glue or running stitch
# Sequenaing the steps taken during construction # Threading 3 nesdle

* Sevwnng running strtch, with evenly spaced, neat, even stitches to join fabnc
& Mzatly pinning and cutting fabric using a template.

# Reflecting on a finished product, explaining likes and dislikes

# To know that 'joining technigue’ mezns connecting bwo pieces of material
together

# Torkmow that there arevarious temparary methods of joining fabric by wsing
staples glue or pins.

# Tounderstand that different technigues for joining materials can beused for
different purposes.

# Tounderstand that atemplate (or fabric pattern) is used to cut out the same
shizpe multiple times.

# Torkmow that dravang 3 design idea is useful to ses how an idez wall look.

# Troubleshooting scenarios posed by teacher.

# To know that sewing i= a method of jining fabric

# To know that different stitches can be used when sewing

# Tounderstand the importance of tying a knot after sewing the final stitch
# To know that a thimble can be used to protect my fingers when sewing
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Skills

Knowledge

Cross-stitch and appliqué
Cushions or Eavptian collars

Airedale Infant and Junior School

Airedale

Junior School

Ambition - Bravery : Respect

Eastenings

# Diesigning and making a template from an existing cushion and applying
indinadual design criteria

= Writing design criteria for 2 product, arbculating decisions made.
# Designing a personalised book sleeve.

# Following design critena tocreate 3 cushion or Egypbian collar.

# Selecting and outting fabrics with ease using fabric scissors

# Threading needles with greater independence

# Tying knoits with greater independsnce.

# Sewing cross stivch to join fabric

# Diecorating fabnc using apphgqué

# Completing design ideas with stuffing and sewing the edges (Cushions) or
embsllishing the collars based on design ideas (Egyptian collars)

* Making and t=sting a paper template with accuracy and in keeping wath the design
Criteria

* Measuring, marking and cutting fabric wsing a paper template.

* Selecting a stitch style o poin fabnc, working neathy by sewing small, straight
stitches

* [ncorporating fastening to a design.

# Evaluating an end product and thinking of ather ways inwhich to oreate
similar items.

# Testing and evaluating an end product against the onginal design oritena.

* Deciding how mary of the critenia should be met for the product to be considered
successhul.

* Suggesting modifications for improvemsnt:

# Articulating the advantages and disadvantages of different fastening types

#To know that appligus 15 away of mending or decorating 3 textile by applying
smaller pieces of fabric to larger pisces.

#To know that when beno edges of fabric have been joined together tis called a
SE3m.

#To know that it is important toleave space on the fabnc for the ssam.

#To understand that some products are terned inside ouwt after sewing so the
stitching is hadden

M4 The Condensed Long-term plan does not include a Textiles unit for Year
5

# Ty kmovee that a fastening is something which holds two preces of matenal together
for example a npper, toggls, button, press stud and velcro

* T kmovee that different fastening types are wseful for different purposes.

# Ty kmovwe that creating a mock wp (prototyps) of their design is useful for checking
ideas and proportions.

Year 6

M/A: The Condensed Long-term plan does not include a Textiles wnit for
Year &
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Threshold Concepts A.\tt.amment Map in Design and Technolo Junior SChOOl
Digital world (KS2 only)
Ambition - Bravery - Respect Ambition - Bravery : Respect
Year 3 Year 4
Electronic charm Mindful moments timer

# Problem sohang by suggesting potential featwres on a Micro: bit and
Justifying my ideas

# Developing design ideas for a technology pouch.

# Dirawing and manipulating 20 shapes, using computer-aided design, 1o
produce 3 point of sal= badge.

# Using a template when cutting and assembling the pouch.

# Following a list of design requirements.

# Selecting and using the appropriate tools and equipment for cuthing, joining.
shaping and decorating a foam pouch

Skills # Apphying funchional features such as using foam to create soft buttons

# Analysing and evaluatng an sasting product
# ldentifying the key featwres of a pouch

M/& The condensed Long term plan does notinclude a
Diagital Whorkd wnit for Year 4

# Tounderstand that, in programming, a'loop’ is code that repeats something
again and again wntil stopped.
* To ks that a Micro:bit 15 3 pocket-sized, codeable computer.

Technical

Knowledge oTo know what the ‘Digital Revolution is and features of some of the products

that have evolved as a result.

#To know that in Design and technology the term 'smart’ means a programmed
prioduct.

#To know the difference between analogus and digital technologies.

* Tounderstand what is meant by ‘point of sale display’

# T knoww that CAD stands for "Computer-aided design’
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Threshold Concepts Attainment Map in Design and Technolo Junior SChOOl
Digital world

Ambition - Bravery - Respect Ambition + Bravery - Respect

Monitoring devices Navigating the world
# Rescarching (books, internct] for a particular fuser's] animal’s nocds. » Writing a dosizn bricf from information submittod by a dicnt.
= Developing design ariteria based on rescarch. = Dieveloping design criteria to fulhl the dicnt's reguest.
# onorating multiple housing idcas wsng building bricks. = Considering and suggesting additional functions for my navigation toal.
Deg'gn = Undcrstanding what a wirtwal modcl is and the pros and cons of traditional and = Dovcloping a product idea through annotatcd skheiches.
CAD modcling. # Placing and manocusring 20 objocts, using CAD.
# Placing and manocwwring 30 objects, using CAL. & Changing the properiics of, or combining onc or more 30 objects, using CAD.

= Changing the proportics of, or combining onc ar more 3D abjocts, using CADL.

= Undorstanding the functional and acsthctic propertics of plastics. » Considering materials and their functional propertics, cspocially thosc that arc
= Programming to monitor the ambicnt temperature zand coding an [audible or sustainable snd recyelable for cxample. cork and bambaal.
Make wisual) alort when the temperature rises abowe ar falls below a specificd range. = Explaining matcrial choices and why they wore dhosen as part of a product conocpt.

= Programming an M.E, 5, W cardinal compass.

Skills

= Stating an cvent or fact from the last 100 voars of plastic historg. = Explaining how my program fits the design criteria and bhow it would be wschul as part of
= Explaining how plastic is affccting planct Earth and sugzesting ways to makc anawigation toal.

more sustainable chodces. = [Dovoloping an awarcness of sustainable desipn.

= Explaining koy functions inmy program {awdibde alert, viswals) # lentifying koy industrics that utilisc 30 CAD modclling and ccplaining whye

= Explaining haow my product would be uschul For an animal carer inchuding # Describing how the product concept frks the clicnt's rogucst and how it will bencfit the
pragrammcd foatures, Customors.

Evaluate

= Explaining the key functions inmy gprogram, including any additiones.

= Explaining how my program fits the design criteria and bhow it would be wschul as part of
anavigation toal.

# Eagplaining the key Functions and features of my navigation tool to the dicnk as part of a
product concopk pitch.

= Dicmonstrating a functional program as part of a prodect concept pitch.

= Ta know thiat a ‘device’ moans cquipment orcated for a cortain purposc or job and # Ta kniow that acccleromoters can detecot movement.
that monitaring dovices ohscrve and rooord. = Toundorstand that scnsars can be uscful in products as they mcan the product can
= Ta know thiat a sonsor is a tool or device that is designed to monibos, dotoot and Function without hwman input.

Technical respond o changes for 2 purposc.

» Tounderstand that conditional statcmonts {and, or, if boalcans) in programming
arc a 5ot af rules which arc followed iF cortain conditions arc met.

Knowledge
= Toundorstand koy developments in thormaomeotor hisbory. = Ta know that desipnors write design bricfs and dewvelop design criteria to onablde tham
# Ta know cwents or facts that took place over the last 100 yoars in the history of to fulfil a2 cdicnt's reguest.
plastic, and how this is changing our autlook on the future. » Ta know that ‘multifunctional’ mcans an objcct or product has more than onc function.
= Ta know the 6Rs of sustainahility. # To know that mapnctometors arc dovices that measure the Earth's magnctic ficld to
= Toundcrstand what a virtual modcl is and the pros and cons of traditional vs dictermine which dircction you arc Facing.

CAD modclling.



Key vocabulary

EYFS Creating with Materials
EYFS Similar, different, sort, group, big, shape, cut, equipment, hard, soft, bumpy, smooth, squashy, rough, fluffy, bobbly, scaly, circle, curved, straight, wavy, line, primary colour names, mixing, palette, brush, sponge, print, stick,
construct, assemble, build, create, art eyes, nose, mouth, ears, materials, hair, lighter, darker, tone, mix, nature, collage, transient art, joining.
Food technology Mechanisms Structures Textiles Mechanisms
Year one Fruit smoothie, healthy, Sliders, mechanism, adapt Axle, bridge, design, Decorate, design, fabric, Axle, chassis, dowel, mechanism, axle
E— Carton, design, flavour, design criteria, design, design criteria, model, net Glue, model, hand puppet, holder, diagram, equipment, wheel
Peel, slice, vegetable, Input, model, template, Packaging, structure, template, Unstable, | safety pin, staple, stencil,
Seed, leaf, root, stem Assemble, test stable strong, weak template
Year two balanced diet, balance, Axle, design criteria, design criteria, man-made Decorate, fabric, fabric glue Design, wheel, pods, axle holder, design
Carbohydrate, dairy, Input, linkage, mechanical Natural, properties, Knot, needle, needle threader, running criteria, Ferris wheel, axle, frame, mecha-
Fruit, ingredients. Oils. Output, pivot, wheel Structure, stable, shape, stitch, nism
Sugar, protein, vegetable, Model, test Sew, template. thread
design criteria
Food technology Mechanical systems Structures Textiles Digital world
Year three Climate, imported, natural, reared, season- | Mechanism, pivot, pneumatic toys, output, | 2D, 3D, Castle, design, net, key features, Appliqué, cross-stitch Smart wearables, digital revolution, ana-
al, diet, ingredients, processed, recipe, thumbnail sketch, adapt, reinforce, lever, scoring, stable, strong, structure, stiff Design, equipment, fabric logue, feature, digital world, electronic
seasons, sugar linkage system, input, component, re- Patch, running stitch product, loops, simulator, monitor, prod-
i i Thread, seam. texture . K i i
search, properties, motion Knot uct design, technology, function, microbit,
program, initiate, control, sense, develop,
test
Year four Design criteria, txture, aesthetic, cross- Chassis, kinetic, air resistance, structure, 3D shapes, design criteria, natural, clad- Criteria, fastening, mock-up, fabric, fix, Research, disadvantage, design, timer,
contamination, processed, research, inno- research, energy, mechanism, design, ding, innovative, reinforce, structure stitch, template loop, block, pause, debug, net, develop,
vative, measure, diet, package graphics, model, template assemble, criteria, ergonomic, program,
coding, variable, bug, instructions, tem-
plate, join, test
Food technology Mechanical systems Structures Electrical systems Digital world
Year five Beef, processed, diet, supermarket, reared, | Design, motion, criteria, reinforce, input, Beam bridge, truss bridge, technique, Circuit component, current, DIY, motor, Monitoring devices, sensor, thermometer,
ethical, ingredients, farm, balanced mechanism, research, model lamination, rigid, stability, aesthetic, mark problem solve, series circuit, configuration, design brief, development, vivarium,
out, softwood, sandpaper, tension saw, develop, investigate, motorised, product programming comment, ambient, dupli-
material properties, wood sourcing, quality | analysis, stable, target user cate, value, model, electronic, thermo-
of finish, arch bridge, strength, corrugation, scope, research, design brief, inventor,
stiffness, factors, visual appeal, joints, programming loop, alert, Boolean, copy,
hardwood, wood file, assemble, reinforce, variable, sustainability
evaluate, accuracy
Year six Equipment, ingredients, research, bridge Accurate, automata, bench hook, clamp, Apparatus, equipment, landscape features, | Assemble, battery pack, bulb, buzzer, circuit | Smart, equipment cardinal compass, pe-

method, cross-contamination, preparation,
flavours, method, recipe, cookbook, farm
to fork, storyboard

cutting list, dowel, exploded diagram,
follower, jelutong, mark out, mechanism,
research, set square, assembly-diagram,
axle, cam, component, diagram, drill bits,
hand drill, linkage, measure, model, right
angle, tenon saw

design criteria, playground, cladding

symbol, conductor, design, evaluation, fit for
purpose, function, insulator, battery, bene-
fit, bulb holder, circuit, component, copper,
design criteria, fine motor skills, form, LED,

user

dometer, design brief, client, program,
replica, variable, corrode, smartphone,
navigation, GPS tracker, function, loop,
value, mouldable




Inspiring individuals

Food technology Mechanisms Structures Textiles Mechanisms
EYFS
Year one Who prepares my food at home? Relate to author? Holgate Windmill. =York. Who first p|ayed with puppets? Different WheelS—Bicycles
7
- Mum, dad, brother, sister, auntie, uncle, grand- cars mOtOfbikES
mother, grandad? ’
Year two Who prepares food around me? Who uses equipment that require the knowledge What is a carpenter? Burberr
of levers, linkages and pivots? ¥ London eye.
- School cook, friends parent, chef. ° Office staff—hole punch
LJ Council workers— litter pick
Food technology Mechanical systems Structures Textiles Digital world
Year three Who can be a chef? Who uses pneumatics? Famous castles around the UK. Chris Hemsworth—Thor Apple— | phone/ WatChES/
- What is a chef.
atisache [ Bulldozers, drills, hydro electric power |pad_ Steve JObS‘
stations.
[ JcB
Year four What is the difference between cooking and Henry Ford—Inspiring individual - (Eiffel Tower) Heribert Bauer David Misell
baking? - (House, church, barn, Tudor house, stall with
hatch, windmill, Ferris wheels (eg: the London
Diverse individuals from Great British Bake off. Eye), suspension bridge, Sydney Opera House, The
Beehive Pavilion at Kew Gardens')
Food technology Mechanical systems Structures Electrical systems Digital world
Year five Famous diverse chefs Lothar Meggendorfer—Pop up book author in the | Truss bridge, suspension, beam, arch—Famous Wllllam Sturgeon Where are sensors used in everyday life?
1800s. bridge and their designer.
Year six World famous diverse chefs Famous Automatons and Their Rich History | M.S. From lamps to playgrounds, Isamu Noguchi

Rau (rauantiques.com

believed sculpture should be omnipresent

itsnicethat.com

Robert (Bob) Scrimshaw in
Yorkshire in 1953.

Created steady hand game.
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