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Whole School Design & Technology Curriculum

Year Knowledge Skills
Focus: Structures: Junk Modelling Design
e Making verbal plans and material choices.
Early Years Outcomes (Development Matters) e Developing a junk model.
e ELG: Fine Motor Skills: Use a range of small tools, including scissors, paint brushes and cutlery.
e ELG: Creating with Materials: Safely use and explore a variety of materials, tools and techniques, experimenting Make
with colour, design, texture, form and function. e Improving fine motor/scissor skills with a variety of
e ELG: Creating with Materials: Share their creations, explaining the process they have used. materials.
e Joining materials in a variety of ways (temporary
Contributing towards: and permanent).
Structures: Baby Bears Chair (Year 1/2 Autumn Cycle B) e Joining different materials together.
Structures: Constructing Windmills (Year 1/2 Autumn Cycle A) e Describing their junk model, and how they intend
to put it together.
Objective Sticky Knowledge Key Vocabulary and Definitions
R:ception To explore and investigate the tools | We can use junk to build things. join: to connect or attach (stick) items Evaluate
utumn )

and materials in the junk modelling
area.

together

To investigate cutting different
materials.

You use scissors to cut things

scissors: a cutting instrument having
two blades whose cutting edges slide
past each other.

To learn how to plan and select the
correct resources needed to make a
model.

I need to pick the correct junk to
build something.

bend: to curve out of a straight line or
position.
slot: a narrow opening,

To verbally plan and create a junk
model.

| need to have an idea of what |
want to build.

open: to move (something, such as a
door) from a closed position

To share a finished model and talk
about the processes in its creation.

| know what | need to use to build
a model.

rough: having a broken, uneven, or
bumpy surface.
Smooth: not rough; even.

To explore different ways to
temporarily join materials together.

I can use different methods to join
materials.

materials: The substance used to make
something is called a material.

Assessment Tasks

Do the pupils show curiosity about
the different tools and materials
available? Can they name any of
them?

Can they identify problems with
their model and make simple
suggestions about how they might
solve them?

Are the pupils able to talk about their
model or the processes they have used
using key vocabulary?

Can they describe the process of
weaving (under/over)

Giving a verbal evaluation of their own and others
junk models with adult support.

Checking to see if their model matches their plan.
Considering what they would do differently if they
were to do it again.

Describing their favourite and least favourite part
of their model.
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Whole School Design & Technology Curriculum

Year Knowledge Skills
Focus: Textiles: Bookmarks Design
e Discussing what a good design needs.

Early Years Outcomes (Development Matters) e Designing a simple pattern with paper. Designing a
e ELG: Fine Motor Skills: Use a range of small tools, including scissors, paint brushes and cutlery. bookmark.
e ELG: Creating with materials: Safely use and explore a variety of materials, tools and techniques, experimenting e Choosing from available materials.

with colour, design, texture, form and function.
e ELG: Creating with materials: Share their creations, explaining the process they have used. Make
e Developing fine motor/cutting skills with scissors.
Contributing towards: Textiles: Puppets (Year 1/2 Spring Cycle A) e Exploring fine motor/threading and weaving
(under, over technique) with a variety of materials.
Objective Sticky Knowledge Key Vocabulary and Definitions e Using a prepared needle and wool to practise
To develop threading and Threading goes in and out thread: to pass a thread through a hole threading.
weaving skills. with a push and a pull. weave: is the interlacing of two sets of threads or
yarns Evaluate
To practise and apply weaving | Paper needs to be in strips to | over: above or higher than something else e Reflecting on a finished product and comparing to
) skills to a specific material e.g. | weave. under: in or into a position below or beneath their design.
Reception I
. paper. something.
Spring

To practise and apply
threading skills with specific
materials e.g. hessian and
wool.

You can use wool to weave.

sew: to make or repair with a needle and thread

To use threading or sewing to
design a product.

We can use weaving to
design a bookmark

bookmark: something you place on the inside of a
book before closing it to help you remember
where you were up to

To create a textiles product
following their own design.

We can use weaving to make
a book mark

wool: a type of fabric derived from the hairs of
various animals

hessian: a thick, rough fabric that is used for
making sacks.

To reflect with children on
how they have achieved their
aims.

All work can be improved

reflect: to express a thought or opinion

Assessment Tasks

Can they describe the process
of weaving (under/over)

Children to talk about the process of making their
bookmark using key vocabulary correctly.
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Year Knowledge Skills
Focus: Structures: Boats Design
e Designing a junk model boat.
Early Years Outcomes (Development Matters) e Using knowledge from exploration to inform design.
e ELG: Creating with materials: Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design,
texture, form and function. Make
e ELG: Creating with materials: Share their creations, explaining the process they have used. e Making a boat that floats and is waterproof, considering
material choices.
Contributing towards:
Structures: Baby Bears Chair (Year 1/2 Autumn Cycle B) Evaluate
Structures: Constructing Windmills (Year 1/2 Autumn Cycle A) e Making predictions about, and evaluating different
materials to see if they are waterproof.
Objective Sticky Knowledge Key Vocabulary and Definitions e Making predictions about, and evaluating existing boats to
To understand what Waterproof materials keep | waterproof: Something that keeps water out see which floats best. Testing their design and reflecting on
waterproof means and to test | things dry what could have been done differently.
whether materials are e |Investigating the how the shapes and structure of a boat
waterproof. affect the way it moves.
To test and make predictions | A prediction is making an float: to rest on the surface of or be suspended in a fluid
for which materials float or educated guess sink: to move downward usually so as to be below the surface
Reception || sink.
Summer To compare the uses of boats. | Boats move and float on boat: a small watercraft used for fun or for carrying small loads
water ship: a large boat that can carry passengers or cargo for long distances
over water.
To investigate how the shape | The shape of boats help then | hull: the body, or frame, of the boat
and structure of boats affects | float and move in water. mast: a long pole that rises from the bottom of a ship or boat and
the way they move. supports the sails and rigging
anchor: a device usually of metal that is attached to a boat or ship by a
cable and that when thrown overboard digs into the earth and holds
the boat or ship in place
To design a boat. We can use junk to design a | junk: articles that we have finished with and might be thrown away
boat
To create a boat based upon We can use junk to build a deck: a platform extending from side to side in a ship and forming a
their own design. boat floor.
sail: the big piece of cloth attached to a mast that propels a sailboat
through the water by catching the wind.
Assessment Tasks Children to use knowledge Class Bingo
of boat/ship design to build | Can the children describe the process of building their boat/ship and
their own boat. explain the different parts?
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Whole School Design & Technology Curriculum

Year Knowledge Skills
Focus: Structures: Baby Bears Chair National Curriculum Skills
e Design purposeful, functional, appealing products for
National Curriculum Knowledge: themselves and other users based on design criteria.
e Build structures, exploring how they can be made stronger, stiffer and more stable. e Generate, develop, model and communicate their ideas
through talking, drawing, templates, mock- ups and, where
Prior Learning: Structures: Boats and Junk Modelling (Reception) appropriate, information and communication technology
e Select from and use a range of tools and equipment to
Contributing towards: Structures: Pavilions (Year 3/4 Autumn Cycle B) perform practical tasks [for example, cutting, shaping, joining
and finishing].
Lesson Sticky Knowledge Key Vocabulary and Definitions e Select from and use a wide range of materials and
1. Exploring stability Shapes and structures with wide, flat | shape — a geometric figure, such as a components, including construction materials, textiles and
To explore the concept and features of | bases or legs are the most stable. square, rectangle of triangle. ingredients, according to their characteristics.
structures and the stability of different stable - firmly fixed and unlikely to e Evaluate their ideas and products against design criteria
shapes. move or change
2. Strengthening materials You can fold paper different ways to strong — Something that is not easily Design
To understand that the shape of the improve strength and stiffness. broken (e.g. wood, brick or building) e Generating and communicating ideas using sketching and
Year 1/2 structure affects its strength. weak — Something that is easily broken modelling.
Autumn (e.g. paper, egg shells) e Learning about different types of structures, found in the

3. Making Baby Bear’s chair
To make a structure according to
design criteria.

Chairs are structures that need to be
strong, stiff and stable.

structure — something that has been
made or put together and can usually
stand on its own (e.g. a building,
bridge or chair).

4. Fixing and testing Baby Bear’s
chair

To produce a finished structure and

evaluate its strength, stiffness and

stability.

Well-made joints will help keep the
chair stable.

stiff — A material or object that does
not bend easily (e.g. wood). Not

floppy.

Assessment Tasks:

Assessing Sticky Knowledge:
Kapow Unit Quiz
Test out structures

Assessing Key Vocabulary:
Multiple Choice Quiz

See also: Knowledge organiser.

natural world and in everyday objects.

Make

e Making a structure according to design criteria.

e Creating joints and structures from paper/card and tape.
e Building a strong and stiff structure by folding paper.

Evaluate

e Exploring the features of structures.

e Comparing the stability of different shapes.

e Testing the strength of own structures.

e |dentifying the weakest part of a structure.

e Evaluating the strength, stiffness and stability of own
structure.
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Whole School Design & Technology Curriculum

Year Knowledge Skills
Focus: Mechanisms: Wheels and Axels and Fairground Wheel National Curriculum Skills
e Design purposeful, functional, appealing products for
National Curriculum Knowledge: themselves and other users based on design criteria.
e Build structures, exploring how they can be made stronger, stiffer and more stable. e Generate, develop, model and communicate their ideas
e Explore and use mechanisms [for example, levers, slider, wheels and axels], in their products. through talking, drawing, templates, mock- ups and, where
appropriate, information and communication technology
Prior Learning: Mechanisms: Boats and Junk Modelling (Reception)) e Select from and use a range of tools and equipment to
perform practical tasks [for example, cutting, shaping,
Contributing towards: joining and finishing].
Mechanical Systems: Slingshot car (Year 3/4 Spring Cycle B) o Select from and use a wide range of materials and
components, including construction materials, textiles and
Lesson Sticky Knowledge Key Vocabulary and Definitions ingredients, according to their characteristics.
1. Design a Ferris wheel A wheel needs an axle to move and axle — a long straight piece of material e Explore and evaluate a range of existing products
Year 1/2 To explore wheel mechanisms and has to be round to rotate and move. which connects to a rotating e Evaluate their ideas and products against design criteria
Sori design a Ferris wheel. component (e.g. the wheels of a car)
pring 2. Planning the build Strong materials are suitable when Ferris wheel — a ride at a fairground Design
To select appropriate materials. designing a Ferris wheel. which carries passengers around a large e Selecting a suitable linkage system to produce the desired
vertical wheel. motion.

3. Building the frame and wheels
To build and test a moving wheel. designs.

Testing helps to find problems in our

test — to find out whether something
works as it should.

4. Adding pods and decoration Evaluating our structure helps us to
To make and evaluate a structure with a | improve next time
rotating wheel.

evaluation — when you look at the good
and bad points about something, then
think about how you could improve it.

Assessment Tasks Assessing Sticky Knowledge
Kapow Unit Quiz

Evaluate structure

Assessing Key Vocabulary:
Match word to definition

See also: Knowledge organiser.

o Designing a wheel.

Make
e Selecting materials according to their characteristics.
e Following a design brief.

Evaluate
e Evaluating different designs.
e Testing and adapting a design.
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Whole School Design & Technology Curriculum

Year Knowledge Skills
Focus: Mechanisms: Making a moving monster National Curriculum Skills
e Design purposeful, functional, appealing products for
National Curriculum Knowledge: themselves and other users based on design criteria.
e Build structures, exploring how they can be made stronger, stiffer and more stable. e Generate, develop, model and communicate their ideas
e Explore and use mechanisms [for example, levers, slider, wheels and axels], in their products. through talking, drawing, templates, mock- ups and, where
appropriate, information and communication technology
Prior Learning: Mechanisms: Junk Modelling (Reception) e Select from and use a range of tools and equipment to
perform practical tasks [for example, cutting, shaping,
Contributing towards: Mechanical Systems: Slingshot car (Year 3/4 Spring Cycle B) joining and finishing].
e Select from and use a wide range of materials and
Lesson Sticky Knowledge Key Vocabulary and Definitions components, including construction materials, textiles and
1: Pivots, levers and linkages A mechanism is a collection of parts pivot - the central point, pin or shaft on ingredients, according to their characteristics.
To look at objects and understand how | that work together to create a which a mechanism turns or swings. e Explore and evaluate a range of existing products
they move. movement, for example, a bicycle lever - Something that turns on a pivot, e Evaluate their ideas and products against design criteria
for example, a door handle or a bar to
lift things. Design
Lesson 2: Making linkages You can make linkage systems with linkage - lengths of material (for e Selecting a suitable linkage system to produce the desired
To look at objects and understand how | levers and pivots to make parts move. | example, metal or card) that are joined motion.
Year 1/2 they move. together by pivots, so that the links can e Designing a moving monster
move as part of a mechanism.
Summer

mechanical - something that can move
because several pieces work together
like a machine

Lesson 3: Designing my monster
To explore different design options.

My design needs to match the design
criteria.

design criteria - a set of rules to help
you with your ideas and test the
success of them.

input - the energy that is used to start
something working.

output - output is the motion that
happens as a result of starting the
input.

Lesson 4: Making my monster
To make a moving monster.

| need to use stiff card and spilt pins to
make my monster move.

evaluation - when you look at the good
and bad points about something and
then think about how it could be
improved.

Assessment Tasks

Assessing Sticky Knowledge
Evaluate structure

Assessing Key Vocabulary:
Match word to definition

See also: Knowledge organiser.

Make
e Selecting materials according to their characteristics.
o Following a design brief.

Evaluate
e Evaluating different designs.

® Testing and adapting a design.
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Whole School Desigh & Technology Curriculum

Year

Knowledge

Skills

Focus: Structures: Pavilions

National Curriculum Knowledge:

e Apply their understanding of how to strengthen, stiffen and reinforce more complex structures.

Prior Learning:

Structures: Baby bear’s chair (Year 1/2 Autumn Cycle B)
Structures: Constructing Windmills (Year 1/2 Autumn Cycle A)

Contributing towards: Structures: Playgrounds (Year 5/6 Spring Cycle B)

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

1. Exploring frame structures
To create a range of different shaped
frame structures.

A frame structure is a structure such
as a house, church or windmill e.g.
the London Eye, The Beehive Pavilion.

pavilion — a light flexible space which
can be permanent but is often
temporary.

2. Designing a pavilion
To design a structure

Structures need to be stable and
aesthetically pleasing.

aesthetic — how an object or product
looks.

3. Pavilion frame
To build a frame structure.

A well-made structure has neat,
strong joints and accurate angles.

reinforce — to make a structure or
material stronger, especially by adding
another materials or elements to it.

4. Pavilion cladding

To add cladding to a frame structure.

Card can be added as cladding to a
structure to add strength and stiffness
without increasing the structure’s
weight.

cladding - a material put on top of
another material or on a structure as
protection or to improve appearance.

Assessment Tasks

Assessing Sticky Knowledge:
Write a paragraph to explain how to
build a stable structure.

Assessing Key Vocabulary:
Fill in the gap with key words

See also: Knowledge organiser.

National Curriculum Skills

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 [for example, cutting, shaping, joining
and finishing], accurately.

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

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.

Design

Designing a stable pavilion structure that is aesthetically
pleasing and selecting materials to create a desired effect.
Building frame structures designed to support weight.

Make

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 accordance with a plan.

Learning to create different textural effects with materials.

Evaluate

Evaluating structures made by the class.

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

Considering effective and ineffective designs.
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Whole School Design & Technology Curriculum

Year

Knowledge

Skills

Focus: Mechanical systems: Making a slingshot car

National Curriculum Knowledge:

e Apply their understanding of how to strengthen, stiffen and reinforce more complex structures.
e Understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages].

Prior Learning: Mechanical Systems: Pneumatic toys (Year 3)

Contributing towards: Mechanical Systems: Automata toys (Year 6)

National Curriculum Skills

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

1. Chassis and launch mechanism
To build a car chassis.

Slingshot cars work by storing kinetic
energy in the elastic band before it
launches.

Chassis — The body of a car.
Kinetic — The energy that causes an
object to move.

2. Designing the car body
To design a shape that reduces air
resistance.

The shape of a car can affect the
amount of air resistance it has.

Air resistance — The level of drag on an
object as it is forced through the air.

3. Making the car body
To make a model based on a chosen
design.

Nets are flat shapes that can be
turned into 3D structures.

Model — Something that a copy can be
based on because it is an extremely
good example of its type.

4. Assembly and testing
To assemble and test my completed
product.

Remember that smaller shapes create
less air resistance and move faster
through the air.

Assemble — To put something together.

Assessment Tasks

Assessing Sticky Knowledge:
Design a poster to inform others how
a slingshot car works.

Assessing Key Vocabulary:
Match words to definitions

See also: Knowledge organiser

e 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.

e Generate, develop, model and communicate their ideas
through discussion, annotated sketches, cross-sectional
and exploded diagrams, prototypes, pattern pieces and
computer- aided design.

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

e Select from and use a wide range of materials and
components, including construction materials, textiles and
ingredients, according to their characteristics.

e |nvestigate and analyse a range of existing products.

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

e Understand how key events and individuals in design and
technology have helped shape the world.

Design

e Designing a shape that reduces air resistance.

e Drawing a net to create a structure from.

e Choosing shapes that increase or decrease speed as a
result of air resistance.

e Personalising a design

Make

e Measuring, marking, cutting and assembling with
increasing accuracy.

e Making a model based on a chosen design.

Evaluate

e Evaluating the speed of a final product based on: the effect
of shape on speed and the accuracy of workmanship on
performance.
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Whole School Design & Technology Curriculum

Year

Knowledge

Skills

Focus: Electrical systems: Torches

National Curriculum Knowledge:

e Understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and

motors]

Contributing towards: Electrical systems: Doodlers (Year 5)

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

1. Electrical products
To learn about electrical items and
how they work.

Electrical circuits power machines
with electricity Electronic circuits
need power to perform a task.

Electricity — a type of energy that can
be made or sored and used to make
objects work (for example, to move
things or heat them up).

2. Evaluating torches
To analyse and evaluate electrical
products.

Features of a torch are the housing,
reflector, circuit and switch.

Circuit — a closed system of wires
through which electricity can flow.
Series circuit — A closed circuit where
the current follows one path.

3. Torch design
To design a product to fit a set of
specific user needs.

A torch needs to be practical for a
person to use appropriately.

Input — something such as energy that
is put into something like a machine,
so that it can operate.

4. Torch assembly
To make and evaluate a torch.

You need a working circuit with a
switch to make a torch work.

Switch — A circuit part that you can
open or close to allow electricity to
flow through or to stop it flowing
through.

Assessment Tasks

Assessing Sticky Knowledge:
Evaluate own torch against criteria;
Kapow quiz

Assessing Key Vocabulary:
Label torch using key words

See also: Knowledge organiser.

National Curriculum Skills

e 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.

o Generate, develop, model and communicate their ideas
through discussion, annotated sketches, cross-sectional
and exploded diagrams, prototypes, pattern pieces and
computer- aided design.

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

e Select from and use a wide range of materials and
components, including construction materials, textiles and
ingredients, according to their characteristics.

e Investigate and analyse a range of existing products.

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

e Understand how key events and individuals in design and
technology have helped shape the world.

Design

e Designing a torch, giving consideration to the target
audience and creating both design and success criteria
focusing on features of individual design ideas.

Make

e Making a torch with a working electrical circuit and switch.

e Using appropriate equipment to cut and attach materials.

e Assembling a torch according to the design and success
criteria.

Evaluate
e Evaluating electrical products.
e Testing and evaluating the success of a final product.
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Whole School Design & Technology Curriculum

Knowledge

Skills

Focus: Textiles: Waistcoats

National Curriculum Knowledge:

e Apply their understanding of how to strengthen, stiffen and reinforce more complex structures.

Prior Learning: Textiles: Cross-stitch and applique (Year 3)

Contributing towards: National Curriculum Design and Technology programme of study KS3 (understand and use the properties of

materials and the performance of structural elements to achieve functioning solutions)

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

Lesson 1: Waistcoat design
v' To design a waistcoat.

A waistcoat is a sleeveless garment
with buttons down the front, worn
over a shirt.

design criteria - a set of requirements
that designers must meet when
creating a system, device or item
target customer - a specific group of
people that a designer focuses on to
create their products for

Lesson 2: Preparing fabric
v" To mark and cut fabric
according to a design.

A waistcoat is usually made from
fabric.

fabric -cloth or other material

produced by weaving or knitting fibres.

Lesson 3: Assembling my waistcoat
v" To assemble a waistcoat.

Seams need to be sewn using small,
neat stitches so that gaps are not left
in the seam.

assemble - fit together the separate
component parts

Lesson 4: Decorating my waistcoat

v" To decorate your waistcoat.

Beads and buttons can be added by
looping thread through the holes at
least three times

detail - a small decorative feature
attach - join or fasten (something) to
something else.

Assessment Tasks

Assessing Sticky Knowledge:

Assessing Key Vocabulary:

See also: Knowledge organiser

National Curriculum Skills

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 [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.

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.

Design

Designing a waistcoat, considering the main component
shapes required and creating an appropriate template.
Considering the proportions of individual components.

Make

Creating a waistcoat from a 2D design.

Measuring, marking and cutting fabric accurately and
independently. Creating strong and secure running stitches
when joining fabric.

Threading needles independently.

Using appliqué to attach pieces of fabric decoration.

Evaluate

Testing and evaluating an end product and giving point for
further improvements.
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Whole School Design & Technology Curriculum

Knowledge

Skills

Focus: Structures: Playgrounds

National Curriculum Knowledge:

e Apply their understanding of how to strengthen, stiffen and reinforce more complex structures.

Prior Learning: Structures: Pavilions (Year 4)

Contributing towards: Structures Anderson Shelters (Year 6)

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

Lesson 1: Design a new playground
v' To design a playground with a
variety of structures.

Different types of structures are used
in playgrounds as apparatus.
Playground apparatus must be safe.

apparatus - equipment designed for
recreation and play, such as seesaws
and swings.

equipment - the necessary tools or
objects for a particular purpose or
activity.

Lesson 2: Building structures

v" To build a range of structures.

Structures can be strengthened by
manipulating materials and shapes.

prototype - a simple model that lets you
test out your idea and how it will look
and work.

modify - to change something to
improve or fix it.

Lesson 3: Perfecting structures
v" To improve and add detail to
structures.

Testing and adapting my design may
improve it.

reinforce - to make a structure or
material stronger, especially by adding
another material or element to it.
cladding - a material that covers the
surface of a structure to decorate or
protect it.

Lesson 4: Playground landscapes
v To create a surrounding
landscape.

Structures are more stable when
attached to a base.

user - A person that uses something.

Assessment Tasks

Assessing Sticky Knowledge
Kapow Quiz

Assessing Key Vocabulary:
Definition Bingo

See also: Knowledge organiser

National Curriculum Skills

Design

Use research to develop and inform the design of innovative,
functional and appealing products that are fit for purpose
and aimed at particular groups.

Generate, develop, model and communicate ideas through
discussion and annotated sketches.

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, 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.

Technical knowledge

Apply their understanding of how to strengthen, stiffen and
reinforce complex structures.
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Whole School Design & Technology Curriculum

Year

Knowledge

Skills

Focus: Digital World: Navigating the world

National Curriculum Knowledge:

Prior Learning: Digital world: Wearable technology (Y3/4 Cycle A)

Contributing towards: KS3 design technology

Lesson

Sticky Knowledge

Key Vocabulary and Definitions

Lesson 1: Navigating the world
v" To write a design brief and
criteria based on a client
request.

A design brief can explain how a
problem can be solved through the
invention of a new product.

Application (app) — a computer
program designed for a particular
purpose.

Client — a person or company who
receives a service from a professional
Design criteria — a set of instructions or
requirements for a project

Lesson 2: Programming a navigation
tool
v' To write a program to include
multiple functions as part of a
navigation device.

Code must be tested, error checked,
debugged (errors corrected) and run
on a similar before going live.

Boolean —a form of data which consists
of (true) 1s and (false) O values.

Loop — a piece of code that runs until
instructed to stop.

Navigation -

Lesson 3: Product concept
v' To develop a sustainable
product concept.

Sustainable materials are cork,
bamboo, recycled plastics and
recycled metals.

Sustainable design: Designing products
which cause little or no damage to the
environment.

Corrode: a metal which is destroyed
slowly over time by acid or rust.
Concept — a visual plan of an invention
or idea to be shared with others.

Lesson 4: 3D CAD models
v' To develop 3D CAD skills to
produce a virtual model.

Some key industries that use 3D CAD
modelling are 3D printing, film and
animation, games development and
architecture/landscape design.

CAD — computer aided design

CGI — computer generated imagery
Consumables — goods or materials that
are quickly used and need replacing

Lesson 5: Product pitch
v" To present a pitch to ‘sell’ the
product to a specified client.

A product pitch should convince
someone to invest in or sell the
product by showing its main features,
how it works and what it looks like.

Pitch — a presentation to persuade
someone to buy or invest in a product.
Investment — give money to a person
or product to make money

Assessment Tasks

Assessing Sticky Knowledge
Kapow Quiz

Assessing Key Vocabulary:
Definition Bingo

See also: Knowledge organiser

National Curriculum Skills

Design

e 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.

e Generate, develop, model and communicate their ideas through
discussion, annotated sketches, cross-sectional and exploded
diagrams, prototypes, pattern pieces and computer- aided design.

Make

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

Evaluate

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

Technical knowledge

e Apply their understanding of computing to program, monitor and
control their products.




