How is the Design and technology scheme of work organised?
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C Mechanisms
I:“IE and S Mechanical
nutrition ¢

Key stage 2 only

Electrical
systems Drigital world



Progreccion of chillc and bnowledge Structures

EYFS (Reception)

Junk modelling EBoats
. # Making werbal plans and material chaices. # Diesigning a junk model boat.
Design & Dieveloping a junk model. = Lsing knowled ge from sxploration to inform design.
w| ing fine mator/scissor skills with a vaniety of materials. & faking a boat that floats and & waterproof, corsidering material choicoss.
. m"malnu' Is ina variety of ways {bemporary and permanent].
= Jaining different materials together.
) . ing their junk model, and how they intend bo put it together.
Skills
s Giving a verbal evaluation of their own and others' junk models with adult & Making predictiors about, and evaluating different materials to see if they ars
Evaluabe & Checking bo ses if their mods] matches theirplar. s haking predictiors about, and evaluating existing boats to see which floats best
= i onsidering what they would do differently if they were todoit again. = Testing their design and reflecting on what could hawe been done differenily.
& De=scribing thedr favourite and least favourite part of theirmodel. & |rreestigating the how the shapes and structure of a boat affect the way it moves.
s Ta know there are a range to different materials that can be used to make 3 = Ty kenovee that “waterproof’ materiaks are those which do not absorb water.
mode] and that they are all slightly differsnt.
& Making simple suggestions to fix their junk model.
Technical
Knowledge
# T kenore that some objects float and others sink.
= T kenow the different parts of a boat.




Progrecsion of ckille and knowledge

Skills

Knowledge

Design

Evaluats

Technical

Constructing a windmill

Structures

Baby bear's chair

= Learming the importance of a clear design criteria.
= |ndluding individual prefersnces and requirements in a design.

= Generating and communicating ideas using sketching and modelling
= | rarming about different types of structures, found in the natural world
and in eweryday ohjects.

= haking stable structures from card.

= Following instructions to out and assemble the supporting structure of a windimill.
= haking functioning turbines and aodes which are assembled info a main supporting
structure.

= Finding the middle of an ohject.

& Puncturing holes.

= Adding weight to structures.

& Creating supporting structures.

= Cutting evenhy and carefully.

= fdlakring a structure according to designooriteria.
= Creating joints and structures from paper/cand and tape.
= Building a strong and stiff structure by folding paper.

s Evaluating awindmill according to the design criteria, testing whether the structure i
strong and stable and altering it if itisn't.
s Suggest points for improvements.

& Exploring the features of structures.

= Comparing the stability of different shapes.

& Testing the strength of oen struchures.

= ldentifying the weakest part of a structure

= Evaluating the strength. stiffness and stability of oen structure.

s Taunderstand that cylinders are a strong type of structure {e.g. the main shapes used for
windmills and lighthouses).

s To understand that asles are used in structures and mechanisms to make parts turnin a
circle.

& T begin to understand that different structures are used for different purposss.

= T lnowy that a structure is something that has been made and put together.

& To knorey that the sails or blades of a windmill are mosed by the weind.

& Ta knoww that a structure is something built for a reason.

& Ta know that stable structures do not topple.

s T lonowy that adding weight to the base of a structure can make it more stable.

& To kmow that shapes and structures withwide, flat bases or legs are the
miast stable.

= To understand that the shape of a structure affects its sbrength.

= 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 kmaow that a ‘stable’ shructure i one which is firmly fieed and unlikehy
to change or mowe.

= To know that a 'strong’ structure is one which does not break easily.

& To kreaw that a 'stiff’ structure or material is one which does not bend
easily

& Ta knowe that design criteriaiis a list of points to snsure the product meets the cli=nts
needs and wants.

s T lonovey that a windmill harnesses the power of wind for 2 purpose |ike grinding grain,
pumping water or generating electricity.

= T lonovey that windimill turbines use wind to turn and malke the machines irside waork.
& To konorey that a wirdmall is a structure with sails that are moved by the wand.

& Ta ko the thres main parts af a windmiill are the turbine, asdes and structure.

& Ta knoww that windimills are used to generate power and were used for grinding flour.

& To knaw that natural structures are thos= found in nature.
= To know that man-made structures are thoss made by p=ople.
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Progrecrion of rkille and bnowledge

Skills

Knowledge

Lresign

Evaluate

Technical

Year 3

Constructing a castle

Structures

Yeard

Pavilions

= Diesigning a castle with key features to appeal to a specific

= Orawing and labe=lling a castle design using 0 shapes, labelling: -the 30
shapes that will creabe the features - materials needed and colours.

= Designing andéor decorating a castle tower on CAD software.

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

& Constructing a range of 30 geometric shapes using nets.
& Creating special features for individwal designs.
= haking facades from a range of recycled materials.

& Creating a range of different shapsd frame structures.

& haking a variety of free standing frame structures of different shapes and sizes.
s Selecting appropriate materials to buwild a strong struchure and cladding.

& Reinforcing corners to strengthen a struchure.

s Creating a design in accordanos with a plan.

& | =arning to or=ate different textural effects with marberials

= Evaluating ownwork and the wark of others based on the aesthetic of the
finished product and incomparizon to the ariginal design.
= Suggesting points for modification of the individual desigres.

s Evaluating structures made by the class.

& Diescribing what characteristics of a design and construction made it the most
effactive

s Considering effective and ineffective designs.

s To understand that wide and flat bas=d objects are more stable.
& Tounderstand the importance of strength and stiffness in structures.

# Tounderstand what a frame structure is.
& To knorw that a"free-standing' structure iz one which can stand on its awn.

 To lonorey the following features of a castle: flags, towers, battlements, turmets,
curtainwalls. moat, drawbridge and gatehouse - and their purpose.

& Ta lonorw that a fagade is the front of a structure.

& Tounderstand that a castle neaded to be strong and stable to withstand
Enemy attack.

& To know that a paper net is a flat 2D shape that can become a 30 shape once:
assembiled.

s To lonow that a design specification is a st of sucoess criteria for a product.

 To knorey that a pawilion is a a decorative building or structure for lesure activities.
# T knoe that cladding can be applied to structures for different effects.

& To knorey that a=sthetics are how a product looks.

& To knorey that a praduct's function mears its purpose.

s To understand that the target audience means the person or growp of peoples a
product is designed far.

= To knoe that architects consider light, shadow and patterns when designing.




Progrecrion of chillc and knowledge Structures

Bridges Playgrounds
= Diesigning a stable structure that is able to support weight. s Diesiigning a playground featuring a variety of different structures, giving careful
Design = Creatinga frame structure with a focus ontriangulation. ronsideration to how the structures will be used, considering effective and
b: inefective desins.
= haking a range of different shaped beam bridges. s Building arange of play apparatus structures drasving upon new and prior
= Using triangles to creabe tnuws bridges that span agiven distance and knowledge of structures.
support a load. s heasuring, marking and cutting wood to create a range of structures.
= Huilding a wooden bridge structure. s Liksing a range of maberials to reinforce and add decoration to structures.
= |ndependenthy measuring and marking wood accurabehy.
. & Selscting appropriate tocks and equipment for particular tasks.
Skills = Uising the correct techriques ta saws safehy:
= |dentifying where a structure needs reinforcement and wsing card corners
far suppart.
= Ewplaining why s=lecting appropriating materials is an important part of the
design process.
= Understanding basic wood functional properties.
& Adapting and improving own bridge structure by identifying points of & |[mpraving a design plan bassd an peer svaluation
Evaluate weakness and remnforcing them as necessary: s Testing and adapting a design bo improve it as it s developed.
— = Sugpesting points for improvements for cwn bridges and those designed by & |dentifying what makes a suocessful sbructure.
others.
= To understand some different ways to reinforce struchures. s T knoe that structures can be strengthened by manipulating materials and
= Tounderstand how triangles can be used to reinforce bridges. shapes.
& T knaowr that properties are words that de=scribe the form and function of
Technical [l
= - = To understand why material selection is important based on properties.
= To understand the material {functional and a=sthetic] properties of wood.
Knowledge
s Tounderstand the difference betessen arch, beam, truss and suspersion s To understand what a *footprint plan' is.
bridges. s Tourderstand that in the real world, design . can impact users in positive and
& Tounderstand how to carry and use= a saw safeby. negative ways
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Progrecrion of chille and knowledge

Skills

Knowledge

Design

hlake

Evaluate

Technical

Mechanisms / mechanical systems

& Explaining how te adapt mechanisms,
using Eeidgis oF guides bo controd the
e gyl

« Dizsigning 3 mwowing shory book for a
B audenoe.

& Disigning aeehicke that includes wiheels,
asibes ard sl holders, thak when
coirmbired, wall allow the wheels bo mowve.

» Creating clearly labelled dramings that
Mliustrate mowement.

& Seleecting & suita bk Brkage sysiom to
produce the desinsd motion.
& Dusigring a whesl.

# Creating a class design criberia for
T, IOSLET.

& Designing a moving monster for a
specific asdence inaccondance with a

design criteria

& Fallvwing a design tooreate moving
o] s thart use bewtsrs and sliders.

# P apding mieChanisms, wihen:
- thiy do not woerk as they should
[ o it thazir vehiche design
- o Enprowee oo Chiey weork: aftber
teating thair vehicl e

& SHecting mabteriak acoording to their
Characteristhcs.
& Folioasiing & design beied

& Making inkages using card for levers and
split pire fior pleots

& Experimenting with linkapes afusting
chee widths, kengtie and theckre sses of card
used.

& Cutting and asse bl g COmgirEnts
naatly.

& Tessting & finishasd product, seing
whartieer i mowves a5 planned and it rot,
exiplaindng whey and hoe it can be fooed.
& Rewieaing the success of a product by
testing i vith it indended ssdience.

& Testing wheel and ade mechanisms,
dentitying what stops the wiee s From
turning. and recognising that a whiel
reindds i e i CEcher T RO

# Evaluating different designs.
& Testing and adapting a design.

& Evaluating own designs against design
criberia.
& Lising pot fesdback to modity a final

design.

o T bonosy Ehat & meschaniam s the parts o
ain object thiat M togir e,

w10 i Ehiat 3 Sl iy s snesim mohess &
olbj et frcem s ide fo side.

# T boreoe Ehiat 3 sl der massharsson Fas 2
shider, slobs |, puices and an object.

& o borece Chiat i diges aned guidies are bits
of cand that pusrposetl by restrict the
st of the slidier.

o T braidas thak wilrstoets mied bo be rowund to
Fobabe ared move.

o Tiwiwraders tand that Tor & vebiese] T moeee it
ik b attachied bo & rotatineg sk

& Tiw hndas Hhal ain andis miosses witihin am asle
hasldes wibd o ks fseedl o thae weliche o fioy.

& T hreia thak Ehee Trammee: ol & vehicle
[chassis) s to b Baal anoed

& Toknos Chat e nent materials hase
different properties and ane therefore
st ainde for different uses.

& Tis i thak meschaniems ane 2
codl st ion of mecrding paits that work
Lopethis & & maching to produce
MoEmEnt

& Tiw ke Hak Ehesne b alvwians an input and
output ina mechanism

& Tivknaw thak &n input & thesnergy that
i5 ueeed T start something working.

& Tin ks thak an output i e meoescmment
Ehat Fappers & a resull of the input.

& Tivknoey thak & lswer i soene Ching that
ELITE: o i et

& Tivkniw thak & linkage mschanism is
miade upol &series of levers.

& T borecewd Ehiat i Diessigns and techinadogy
vt Caill 2 plan 2 design

i Ticks b 5w risal -l P Merms Chat e
Witz els 2ach o wineEl barows, hamster
Wizt and velhaches,

& Toknow Ehe teatures of & terr b ezl
inciude the wibeel, frame, pods, 2 Base an
s aind an asdke Fodder.

# Tia fonosw Ehat it is important bo besct mvy
esign i | @ aborg S0 Ehiat | Cam Sodv sy
problemes that may oo

o Tios By S nesal -l e olbfe ot s that
Cosinita i nschand smas.




Progrecrion of rkille and knowledge

Skills

Knowledge

Design

Evaluata

Technical

Mechanisms / mechanical systems

Preumatic toys

Making a slingshot car

= Diesigning a toy which uses a pneumatic system.

= Dieveloping design criteria from a design brief.

= Generating ideas using thumbnail sketches and svploded diagrames.

= Learning that different types of drawings are used in design to explain ideas
chzarly

s Diesigning a shape that reduces air resistance.

= Drawing a net to create a structure from.

# Choosing shapes that inorease or decrease speed as a result of air resistance.
= Personalising a design.

= Creating a preumatic system to creabe 3 desined motion

= Building secure housing for a preumatic system.

= Using syringes and balloors to create different types of preumatic systems
to make afuncticnal and appealing pneumatic toy.

= Selecting materials due to their functional and aesthetic dharacteristics.

= Manipulating materials to create different effects by cutting, creasing.
folding and weaing.

s Measuring, marking, cuiting and assembling with increasing acouracy:
= haking a model based on a chosen desigrn.

& Using the views of others to improee designs.

= Testing and modifying the oubromes, suggesting improvements.

= Understanding the purpase of exploded-diagrams through the eyesz of a
designer and their client.

& Evaluating the spesd of a final product based on: the effect of shape on speed and
the aoouracy of workmanship on performance.

= To understand how pnewmatic systems work.

s Tounderstand that pneumatic systems can be used as part of a mechanism
= Ty lnovey that pneumatic systems operate by drawing in, releasing and
COMpressing air.

= Tounderstand that all moving things hawe kiinetic enengy.

s Tourderstand that kinetic 2nergy is the =nergy that something [ohject/person]
has by being in mation.

& T knovw that air resistance is the level of drag on an object as it is forced through
the air:

= Tourderstand that the shape of a maving object will affect how it moves due to air
resistance.

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

= T lnoy that exploded- diagrams are used to show hoe different parts of a
product fit together.

= T lnorey that thumbnail sketches are small drawings to get ideas down on
papar guickly.

= Tounderstand that products change and evohee over time

& T know that a=sthetics means how an abject or product locks in design and

& T know that a template is a stencil you can use to helpyou dra the same shape
accurabe by

& T kenovey that a binds-eye view mears a view from a high angle (as if abird in flight).
s T kenovey that graphics are images which are designed to explain or advertise
something.

«To know that it is important to asse=ss and evaluate design ideas and models against
a list of design criteria.




Progrecrion of ckillc and bnowledge Mechanisms / mechanical systems

Pop up book Automata toys

= Diesigning a pop-up book which uses amixture of structures and sExperimenting with a range of cams, creating a design for an automata toy based

mechanisms. ania choice of cam to create 3 desired movement.

= Waming each mechanism, input and output acourateky. s Uinderstanding how linkages change the direction of a fonos.

= Storyboarding ideas for a book s haking things mowe at the same time
s Understanding and drawing oross-sectionad diagrams to show the inner-workings
af my design.

& Following a design brief to make a pop up book, neatly and with foous on & Meazuring, marking and checking the accuracy of the jelutong and dowel pieces

ACCUracy. reguired.

= Making mechanizms andiéor structures using sliders, prvots and folds to & heazuring, marking and cutting componsnts acourately using a rubsr and scizsors.

Skills produce movement. » Azzembling components accurately to make a stable frame.

= Using layers and spacers to hide the workings of mechanical parts for an s Uinderstanding that for the frame to function effectively the components must be

aesthetically pleasing result. cut accurately and the joints of the frame sscured at right angles.
s Selecting appropriate materials based on the materials being joined and the speed
at whiich the glue needs to drpset.

= Evaluating the work of others and receiving feedback on owmwork. = Evaluating the work of others and receiving feedback on oemworic

Evaluate = Sugpesting points for improvement. s Applying points of improvement to thedr toys.

s Oescribing changes they would makeddo if they were todo the project again.

& Ta know that mechanisms combrol movemsnt. & Tourderstand that the mechanizm in an automata uses asystem of cams, axles

« Tounderstand that mechanisms can be used to change one kind of mation and followers.

. into anather. & Tounderstand that different shaped cams produce different cutpurts.
Technical = Tounderstand how to use sliders, pivots and folds to create paper-based
mechamisms.
= Ta know adesi isa n am to n = Ta knov that an automata is a ha nical toy.
HI‘IDH'H'LEE'E,'E' Ta lnorw that a design brief is a description of what | am going ign ard Tak th iz a hand powered mechanical

make. s T kenorey that a cross-sectional diagram shoess the inner workings of a product.

= T lnoe that designers often want to hide mechanizms to make a product = Tounderstand how to wse a bench hook and saw safely.

more a=sthetically pleasing. s T knoe that a s=t square can be used to help mark $0° angles.




Preogrecrion of rkills and bnowledge

Skills

Knowledge

Lhesign

Evaluate

Technmical

Electrical systems (K52 only)

Electric poster

Torches

= Carry out research based on a grveen topic (=g The Romans] to developa
range of initial ideas.
= Generate a final design for the electric poster with consideration to the
cli=nt's needs and design criteria

& Diezign an electric poster that fits the reguirements of a given brief.
= Plan the positioning of the bulb {cirouit component) and its purpose.

s Oiesigning a torch, giving consideration to the target audience and creating both
design and success criteria foousing on features of individual design ideas

# Create a final design for the electric poster.

= Mount the poster omto corrugated card to improve its strength and allow it
towithstand the we=ight of the cirouit on the rear.

= tezsure and mark materials out using a template or ruler.

= Fit an electrical component (bulb).

& Learn ways ta give the final product a higher guality finish j= g framing to
conceal a roughly cut edgel.

# Paking a torch with a working electrical cirowit and switch
s Lsing appropriate equipment to cut and attach materials.
& Azzembling a torch according to the design and success criteria.

& Learning to give and accept comstructive criticism on ownwork and the
work of others.

& Testing the success of initial ideas against the design oriteria and justifying
DpEnions.

& Reviziting the requirements of the client to review developing design ideas
and chech that they fulhl their eeds.

s Evaluating electrical products.
& Testing and evaluating the success of a final product.

& Taunderstand that an electrical system i a group of parts [components) that
work together to trarsport electricity around a cirouit.

 Taunderstand comman features of an slectric product { sesatch, battery ar
plug. dials, buttons ebc.).

= Ta list examples of common electric products (kettle, remote control etc.].

= Tounderstand that an edectric product uses an electrical system boworlk
tfunction).

& T bonorey the names and appearance of a bulb, battery, battery holder and
crocodils wire ta build simple cirouits

& Tourderstand that =k=ctrical conductors are materiaks which electriciny can pass
throu

& Tao uﬁm:rﬂ that =k=ctrical insulators are materiaks which electricity cannot
pass through,

& To know that a battery contains stored =lectricity that can be ussd to pores=r
products.

s T kenovey that an ebectrical cirowit must be complete for electricity to flose.

= T knorey that a swatch can be used to complete and break an electrical crouit.

s Tounderstand the importance and purpose of information design.

= Tounderstand how material choices (such as mounting paper o commugatesd
card) can improve a product bo serve its punpose [remain rigid without bending
wihen the electrical circwit is attached].

s T know the features of atorch: case. contacts, batteries, switch, reflector, lamp,
l=n=

s T knovw facts from the history and invention of the electric light bulb(s) - by Sar
Joseph Swan and Thomas Edison.




Progrecrion of chillc and knowledge

Skills

Knowledge

Lhesign

Evaluabe

Techmical

Doodlers Mew!

Electrical systems (K52 only)

hand

# |dertifying factors that oould be changed on existing products and
exnplaining how thes= would alter the form and function of the product.

& Developing design criteria baszed on findings from investigating existing
products.

» Dieveloping design criteria that clarifes the target user.

= Diesigning a steady hand game - identifying and naming the components required.
s Orawing adesign from three different perspectives.
s Generating ideas through sketching and discussion
s Modelling ideas through prototypes.
s« Uinderstanding the purpose of products (toys), incduding what is meant by ‘fit for
purpo=e’ and ‘foinm over function’

= Altering a product’s form and function by tinkering with its configuration.

» Making a functional s=ries circuit. incorporating a motar.

= Constructing a product with consideration for the design criteria.

# Breaking down the construction process into steps sothak others can malos

the product.

& Constructing a stable base for a game

& Acourately cutting. folding and ass=mbling a net.

# Diecorating the base of the game to a high quality finsh
# Making and testing a circuit.

® |ncorporating acirouit into a base.

& Carry out a product analysis to look at the purpose of a product along with
its strengths and weaknesses,

& Determining which parts of a product affect its function and which parts
affect its form.

= Ainalysing whether changes in configuration positively or negative by affect
an existing product.

= Peer evaluating a set of instructions to build a product.

& Testing owmn and others finished games. identifying what went well and making
suggestions for impravems:snt.

s Gathering images and information about existing children's toyvs.

s Analysing as=lection of existing children's toys.

& Ta konore that series circuits only haee one direction for the electricity to
flores.

s T bonow when there is a break in aseries dirouit, all components turn off.
s T bnow that an electric motor comeerts elsctrical energy into rotational
mowement, causing the mabor®s ade to spin.

# To know a motorized product is one which uses a motor o function.

& Ta knoew that batteries contain acid, which can be dangerous if they leake
& Ta knoe the names of the components in a basic series drcwit, induding a buzzer.

s T bnow that product analysis is oritiguing the strengths and weaknesses of a
product.
# Ta know that ‘configuration’ mears how the parts of a product are arranged.

«To konow tht *form” means the shape and appearance of anobject.

o know the difference betwsesen form” and ‘function’.

«To understand that ‘fit for purposs’ means that a product works how it should and
B =asy bouse.

= Ta know that form ower purpose mears that a product looks good but does not
wark very well

= Ta knore the importance of “form follows function’ when designing: the product
must be desigred primarily with the function in mind.

# To urdderstand the diagram perspectives Top view', 'side view' and 'back”.




Progrecrion of chillc and knowledge Cooking and nutrition

Soup smoothies Balanced diet

# Chesigniing a soup recipe as a class. & Designing smaothie carton packaging by-hand. # De=signiing three wrap ideas based on a food combination

= Dhesigniing soup packaging. which work well together.

= Chopping plasticine safeby. & Chopping fruit and vegetables safely to make a # Chopping foods safely bo male 3 wrap

= Chopping vegetables with support. smoathie = Constructing a wrap that mests a design brief

= luicing fruits safely to make a smaothie. = Grating foods to make a wrap.
= Snipping smaller foods instead of cutting.
Skills

= Tasting the soup and giving opimons. = Tasting and evaluating different food combinations. # Diescribing the taste. tewture and smell of fruit and

# [Dhescribing some of the following when tasting = Desoribing appearance, smell and taste. vegetables.

food: look, feel, smell and taste = Suggesting information to be included onpackaging. | * Taste testing food combinations and final products.

# Choosing their Favourite packaging design and = Comparing their owem smaoothie with somesones else's. # De=scribing the information that should be induded ona

explaining winy label.
=Evaluating food by giving a score.

= To kniow that soup is ingredients (usualby ® To knowr that a bl=nder is a machine which mises = To know that 'diet’ mears the food and drink that a

vegetables and liguid) bl=nded together. ingradients together into a smooth liguid. person or animal usually eats.

& To kniow that vegetables are grown & T knuow that a fruit has seeds. # To understand what male=s a balanced diet.

= To recognise and name some common wegetables. | To know that fruits grow an trees ar vines. = To knoww that the free main food groups are:

= To kriowr that different vegetables taste different. | = To knaow that vegetables can grow either abowve or Carbohydrates, fruits and vegetables, protein, dairy and

& To kriowr that eating vegetables is good for us. below ground. foods high inifat and sugar.

= To disouss why different packages might be used s T know that wegetables is any edible part of a plant = To understand that | should eat a range of different foods

far different foods. {e.g. roods: potatoes, keaves: letiuce, fruit: cucumber]. from each food groun, and roughldy how mudch of each food
group.

H'.I'IU'WlE'dgE = To know that “ingredients” means the items in a mixdure

or recipe.




Progrecsion of vhille and bnowledge

Dhesign

Skills

Evaluate

Knowledge

Cooking and nutrition

Eating seasonal Adapting a recipe
& Diesigning a recipe for 3 savoury tart. s Diesigning a bisouit within a given budgst, drawing upon previous taste testing

judg=ments.
& Diesigning packaging for a biscuit that targets a specific group.

= Following the instructions within a recipe.
= Tasting seazonal ingredients.

= Seldecting seasonal ingredients.

& Peeling ingredients safehy.

& Cutting safely with a vegetable knife.

= Following a balangrecipe, including the preparation of ingredients.
s Cooking safehy. following basic hygiene rules.

= Adapting a recipe to meet the requirements of a target audience.

s Lsing 3 oubaid net to create packaging.

= Establishing and using design criteria to help test and revies dishes.

= Desoribing the benefits of s=asonal fruits and vegetables and the impact on
the ervircnimant.

& Sugpesting points for improvement when making a seasonal tart.

s Evaluating a recipe. considering: taste, smell, tewture and appearance.

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

s Evaluating and comparing a range of food products.

& Sugpesting modifications to a recipe (=g This bisouit has too mamy raisins, and it is
falling apart, 5o nect times §will use less raisins).

= Ta lonorey that not all fruits and veg=tables can be groem in the LIK.

& T knowey that climate affects food

s Ta lonow that vegetables and fruit grow in certain seasons.

& Ta know that cooking instructions are known as a "recipe”

s T lnow that imported food is food which has been brought into the counbry:
& T knowey that exported food is food which has bessn sent (o another country.
s Ta knorey that eating seasonal foods can have a positres impact on the
Emvironment.

« To lonorey that similar colowred fruits and vegetables often have similar
nuiritional benefis.

# Tao konowy that the appearance of food is as important as taste

# Ta kknorey that the amount of an ingredient i a recipe s known as the ‘quantity!

s Tao know that safety and hygiene are important when cooking.

s Ta know the following cooking technigues: sieving. measuring. stirring. cutting out
and shaping.

oTo understand the importance of budgeting while planning ingredierts for biscuits.
& To knoe that products often have a targst audience.




Progrecrion of ckille and bnowledge

Developing a recipe

Cooking and nutrition

Come dine with me

Lesign

= Adapting a traditional recipe, understanding that the nutritional value of a
recip= alters if you remave, substitute or add additional ingredients.

= Writing an amended method for a recipe to incorporate the relevant
changes to ingredients.

= Designing appealing packaging to reflect a recipe.

# Researching existing recipes to inform ingredient choices.

= Wiriting a recipe. explamning the key steps. method and ingredients.
& |Including facts and drawings from reseanch undertaken.

skills

= Cutting and preparing vegetables safehy:

& Using squipment safely, including knives, hot pans and hobs.
= Knowing how to avoid cross -contamination.

= Follewing a sbep by step method carefully to make a recipe.

s Following a recipe. including using the correct quantities of each ingredient.
& Adapting a recipe based on researche

s Working to a given timescale.

s Woorking safely and hygienically with independence.

Evaluatbs

= |dentifying the nutritional differences betwesn different products and
e s,
 |demtifying and describing healthy benefits of food groups.

s Evaluating a recipes, corsidering: taste, smell, texchure and origin of the food group.
s Taste testing and scoring final products.

s Sugpesting and writing up points of improvements when scoring cthers” dishes,
and when evaluating their own throughout the planning. preparation and cooking

process.
& Evaluating health and safety in production to minimise oross contamination.

Knowledge

& Tounderstand where meat comes from - leaming that beef is from cattle and
how be=ef iz reared and processed.

s Ta know that recipes can b= adapsed to suit nutriticnal needs and dietary
reguirements.

& To lonoey that | can use a nutritional caloulator to ses how healthy a food
aption is

s To understand that ‘cross-contamination’ means bacteria and germs have
been paszed onto ready-to-eat foods and it happens when these foods mix
with rary meat or unclean objects.

s Ta know that colowred chopping boards can prevent oross-contamination.
s To lonow that nutritional information is found on food padcaging.

= To lonor that food packaging serves mary purposes.

% Ta kniray that "Alavowr’ is how a food or drink tastes.

% Ta knirey that many countries have ‘national dishes” which are recipes associated
with that country.

s To know that ‘proo=ss=d food' means food that has been put throwgh multple
changesina factory

s Tounderstand that it is important to wash fruit and wegetables before sating to
remave amy dirt and nsscticides.

= Tounderstand what happers to a certain food before it appears on the
supermarkes shelf (Farm to Forik].




P R i

Bookmarks

= Disoussing what a good design needs. s Lising a template to oreate a design for a puppet. = Diesigning a pouch
= [hesigniing a simple patiern with paper:
= Dhe=signiing a bookmiark.

= Choosing from available materials.

# Dhevelpping fine motorfoutting shalls with scissors. s Curtting fabric neatly with scissors. s Selecting and outting fabrics for sewing.

= Exploring fine motorsthreading and weaving (under, s Lsing joining methods to decorate a puppet s Dieporating a pouch wsing fabric glue or nurming
ower technigue) with a variety of mat=rials s Sequencing steps for constrction. stitch

= Lsing a prepared needle and woaol to practis= s Threading a needle.

threading. & Sewing rurming stitch, with evenly spaced, neat,
even sititches to join fabric

& Meatly pirming and outting fabric using a

Skills

template.
= Reflecting on a finished product and comparing to s Reflecting on a fanished product, explaining likes and s Trowbdes hooting scenarios posed by teacher.
their design dislilo=s. = Evaluating the quality of the stitching on others’
waork

s Discussing as a class, the success of their stitching
against the sucoess criteria.
& |d=ntifying aspects of their peers’ work that they

particular by e and whey
= To knowr that a design is a way of planming our idea = To know that 'joining technigue’ means connecting bwo T know that sewing is a method of joining fabric.
before we start. pieces of material together. & Ta know that different stitches can be used when
= To knowr that threading is putting one mart=rial = To know that there are various temporary methods of sEwWing.
through an object. joining fabric by using staples. glue or pines. = Tounderstand the importance of tying a knat
# To understand that different technigques for joining after sewing the final strbch.
materials can be usad for different purpasss. = T know that athimble can be used to protect my

# To understand that a temiplate for fabric pattern) is wsed fingers when sewing.
to cut cut the same shape multiple timsss.

Knowledge & To know that drawing a design idea is useful to s=e how
an idea will ook




Progreccion of chillc and knowledge

Cross-stitch and appligué
Cushions or Egyptian collars

Fastenings

Design

= Diesigning and making a template from anexisting cushion and apphying
individual design oriteria.

& Wiriting design criteria for a product, articulating decisions made.
s Diesigning a personalised book sheeve.

Skills

= Following design oriteria to oreate a cushion or Egyptian collar.

= Selecting and cutting fabrics with ease using fabric scissors.

= Threading needles with greater independence.

= Tying knots with greater independence.

= Sewing oross stitch to join fabric

= Decorating fabric using applique.

= Completing design ideas with stuffing and sewing the edges (Cushions) or
emibellishing the collars based on design ideas ([Egyptian collars).

& faking and testing a paper template with accuracy and in kesping with the design
criteria.

s vleasuring, marking and cutting fabric using a paper template.

s Selecting a stitch style to join fabric.

= Working neathy by sewing small, straight stibches.

& |rcorparating a fastening to a design.

Evaluate

# Evaluating an end product and thinking of other ways inwhich to create
similar ibemes.

& Testing and evaluating anend produwct against the original designcriteria

s Diecidirg how mammy of the criteria should be met for the product to be considensd
sucoessful.

s Sugpesting modifications for improvemesni.

s Articulating the advantages and disadvantages of different fastening types.

Knowledge

#To know that appligue is a way of mending or decorating a tesctile by applying
smaller pieces of fabric to larger pieces.

sTo know that when two edges of fabric have been joined togetheritis callsd a
seam.

slo know that it important to leave space on the fabric for the seam

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

& T lenovey that a fastening is something which holds two pieces of material together
for example a Zipper, toggle. button, press stud and veloro

& Ta knovey that different fastening types are us=ful for different purpas=s.

T kenovey that creating a mock up (prototype| of their design is useful for checking
ideas and proportions.




Progrecrion of séills and knowledge

Skills

Knowledge

Textiles

Stuffed toys Waistcoats
# Diesigning a stuffed toy, considering the main component shapes reqguired # Diesigning awaistcoat in acoordance to a specification linked to se=t of design
and creating an appropriate template. criteria.

= Considering the propartions of individual components.

= Arnotating designs, to explain their decsions.

& Creating a 0 stuffed toy froma 20 design.

» flezsuring, marking and cutting fabric accurately and indepsndently .

# Creating strong and secure blanket stitches when joining fabric.

= Threading needles independently.

# Using applique to attach pieces of fabric decoration.

= Sewing blanioet stibch to join fabric.

= fApplying blanket stibch so the spaces beteeen the stitches are even and
regular.

& Lking a termplate when cutting fabric to ensure they achiewe the correct shape.

# Lksing pins effectively to secure a template to fabric without oreases aor bulges.

# Marking and cutting fabric accurately, in accordanos with their design.

= Sewing a strong running stibch. malking small, neat stitches and following the edge.
# Tying strong knots.

s Decorating awaistcoat, attaching features {such 2= appliques] using thread.

= Finishing the waistooat with a seoure fastening (swch as buttons).

& Learning different decorative stitches.

s Sewing accurate by with evenly spaced, neat stitches.

& Testing and evaluating an end product and giving paing far further
improsvements.

» Reflecting on their work continually throughouwt the design, make and evaluate
process

# Ta kneee that blanket stitch is useful to reinforce the edges of a fabric
material or join two pisces of fabric.

= To understand that it is easier to finish simpler designs to a high standard.
& Ta know that soft toys are often made by creating appendages separately
and then attaching them to the main body.

# To konorey that small, neat stitches which are pulled taut are mportant to
ensure that the soft toy is strong and halds the stuffing ssourely.

« Tounderstand that it is important to design clothing with the client! target
custommer in mind.

= T knoe that using a template (or clothing pattern) helps to accurately mark out a
designon fabric.

& Tounderstand the importance of corsist=nthy sized stitches




