KEY STAGE |

LOWER KEY STAGE 2 UPPER KEY STAGE 2

NC

successfully in an increasingly technological w.orld

and products for o wide range of users

The national curriculum for design technology .aims to ensure that all pupils:
» Denelop the creative, technical .and practical expertise needed to perform everyday tasks confidently .and to participate

> huild and .apply a repertoire of knowledge, understanding .and skills in .order to design .and make high-quality prototypes

> critique, evaluate and test their ideas and products .and the work of others
> aunderstand .and apply the principles of rwtrition and learn how to cook.
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Key stage |

Pupils should be tought:

Design

*  design purposeful, functional, appealing products
for themselves .and other users bhased on .design
wcriteria

o generate, develop, model and communicate their
ideas through talking, drawing, templates, mock-
ups and, where appropriate, information and
communication technology

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

o select from and wuse .a wide range .of materials and
components, including construction materials,
textiles and ingredients, .occording to their
characteristics

Exvaluate

o explore .and evaluate .a range of existing products

o evaluate their ideas .and products .against design
wcriteria

Technical knowledge

o bhuild structures, exploring how they can bhe made
stronger, stiffer and more stable

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

Key stage

Pupils.
Design

2
should be taught:

use research and develop design criteria to inform the .design .of
innovative, functional, appealing products that are it 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
,praoti,oal,twsk/s [for example, cutting, shaping, joining and finishingl,
/sziz,c;t,grumwbd.u/szamxdzf range of materials and .components,

construction materials, textiles .and ULgxz,dwubs according to
their gunctional properties and aesthetic

Exaluate

irwestigate .and analyse a range of existing products

evaluate their ideas .and products against their own design criteria and
consider the views of others ko improve their mw.ork

have helped shape the w.orld

appi,gﬂwwudzrﬁtaluduqa{}wmmmm, stiffen and reinforce

maore complex strauctures

understand and use mechanical systems in their products [for example,
gears, pulleys, cams, levers and thw,g@s]

understand .and wse electrical systems in their products [,g,o,r example,
Aeries circuits incorporating switches, bulbs, buzzers and motors]

apply their understanding .of computing to program, imonitor .and control
their products.




YEAR | YEAR 2 YEAR 3 YEAR 4 YEAR 5 YEAR 6
Cowverage - Mechanisms - Textiles
- - Mechanisms Electrical
: ] Textiles
Designing and Writing .design
making a template | criterio for a
,@Lom an existing product,
Designing a
personalised hook

~ehicle that
includes wheels,
woxles and oxle
Explaining how to | holders, mhich
adapt mechanisms, | il allow the
using hridges or wheels to mowe.
Quides to control Designing a torch,
the movement. Creating clearly giving
labelled drawings consideration to
Designing .a moving | which ilustrate the target audience
story hook for a movement. and .creating hoth from three
gven audience. design .and Designing a pop- | different
which uses o AlCcess criteria up hook which perspectives.
preumatic system. | focusing .on uses A mixture of
features .of structures and Generating ideas
criteria. grom a ideas. and discussion.
design hrief . Naming each
mechanism, input Modelling ideas




Gznzr,a,tm,g x,dzaxs

sketches and
exploded
diagrams.

Learning that
Aifferent. bypes. of
Adrowings are used

and output

S,ta.ry,baapdmg

through
prototypes.

Understanding the
purpose of
products (toys),
including what is
meant ,h,g Lit for
purpose and form
owver function.

Experimenting w.ith
a ronge of coms,
creating o design
for an .automata
toy hased on a
choice of cam to
create a desired
movement.

Understanding
how linkages
change the
Adirection of a
force.

Making things

move at the same

Understanding .and
drawing cross-

to show the inner-
Working.




M.ake

Follow.ing design
criterio. to create a

Selecting .and
mnq,@abum
with ease using

{abric scissors.
Threading .needles

greater

/sutch to join
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Using .appropriate
equipment to .cut
and .attach
materials.

torch according to

checking the
accuracky of the
jelutong .and
dowel pieces
required.

Measuring,

cutting components
accurately using o
ruler and

ACISEOLA.

components
accurately to imake
a stable frame.

Understanding that
for the frame to
funcion. effectinely
the .components
must be cut
accurately and the
joints of the
frame secured at

right .angles.

Selecting
appropriate
materials hased
on the materials
the glue needs to
Ary/set.




Exv.aluate

Selecting materials

due to their
functional and
aesthetic
Manipulating
maderials to create
Aifferent effects by
cutting, creasing,
folding, weaving.
Troubleshooting Exaluating .an end | Testing and
Acenarios posed product .and evaluating an end
by teacher. thinking .of .other product against
Was in which to | the woriginal design
E~xaluating the create similar criteria.
quality of the items.
stitching on Deciding how
others m.ork. many of the
criteria should bhe
Discussing as a met for the
class, the success product to he
of their stitching considered Exaluating the
against the successful. w.ork of others
Testing a finished AlCcess criteria. and receiving
product, seeing Suggesting feedhack on omwn
whether it moves Ldentifying ,aapzobs modifications for | work. Testing ow.n and
as planned and if of their peers’ improvement. others finished
not, explaining why | work that Lhzy Suggesting points | games, identifying
and how it con he L Articulating the for improvement. what went well
suggestions for
Reviewing the impro~vement.
slccess of a Using the views
product by testing of others to Gathering images
it with its intended improve designs. and information
Testing and children’s toys.




Analysing a
selection .of

ek hildren’
toys.

E~xaluating the
work of others
and receiving
feedback on omwn

W.Ork.

Applying points of
improvements.

Describing changes
they w.ould
were to do the

project again.




wp (prototype) of
their design is

eandid 4 1l




operate by
drawing in,
releasing and

To wunderstand
how sketches,
drowings and
diagrams can be

To wunderstand
that electrical
insulators are
muaterials which
electricity cannot
pass through.

To know that a
hattery contains
stored electricity
that can he used
to power
products.

To know that an
must be complete
for electricity to
flow .

To know that a
switch can bhe
used to complete
and break an

To know the
features of a
torch: case,
contacts, hatteries,

switch, reflector,

To know facts
from the history
and irwention of

To know that
form owver purpose

means that a
product Looks
good but does not

work very well.

To know the
importance .of
Lorm Lollows
function’ when
designing: the
product must be
with the function
in mind

To understand the
diagram
perspectives top
~iew', side wview'

and 'back'.

To wunderstand
that the
mechanism in .an
automata wses a
slystem of cams,
axles .and
followers.

To wunderstand
shaped cams
produce different
outputs. To know
that an automata
is a hand
powered




are hits of card
that purposefully
restrict the

mowvement of the

To know that in
Design and
technology we call
a plan a ‘desigr.

rotating axle.

To know that .an
woxle monves within
an axle holder

which is fixed to
the wvehicle or toy.

To know that the
frame of a vehicle
(chassis) needs to
he halanced.

To know some
real-life items that
wse wheels such
s wheelharrows,
hamster wheels
and vehicles.

used to
comumunicate

To know that
exploded-diagroms
are used to show
how different
parts of o product

To know that
thumbnail sketches
e small

ideas down on

paper quickly.

the electric light
bulb(s) - by Sir
Joseph Swan .and
Thomas Edison.

mechanical toy.

To know that .a
cross-sectional
diagram shows
the inner w.orkings
of a product.

To understand
how to wse a

bench hook and

To know that .a
set square can bhe
used to help imark

90° .angles.




