Brompton and Sawdon: Long term Design & Technology curriculum plan

Dersign and Technology

e Cut, peel or grate
ingredients safely and
hygienically.

o Measure or weigh using
measuring cups or
electronic scales.

e Assemble or cook
ingredients.

We endeavour to make DT projects as purposeful
as possible, giving the children a design brief or

challenge to stimulate initial thinking.

e Shape textiles using
templates.

e Join textiles using
running stitch.

e Colour and decorate

se(g

e Cut materials safely
using tools provided.

e Measure and mark out.
e Demonstrate a range of
cutting and shaping
techniques (such as
tearing, cutting, folding
and curling).

e Create products using
levers, wheels and
winding mechanisms.

e Use materials to
practise drilling, screwing,
gluing and nailing
materials to make and
strengthen products.

e Model designs using
software.

Science Animals including Everyday materials Seasonal Change / Solar Plants Animals Including Animals Including Humans
Humans System Humans
Area Food Textiles Mechanics: Levers Structure Computing Food
and Sliders
Project Vegetable Soup Christmas Decorations Constructing a Savannah Bug hotels Mini shelters | Chocolate bar designs Fairy Tea Party
small world. 3D elements | Camouflage Shelters using software Cakes and biscuits
o ‘
Technical F F
Knowledge

e Cut, peel or grate
ingredients safely and
hygienically.

e Measure or weigh using
measuring cups or
electronic scales.

e Assemble or cook

textiles using a number of ingredients.
techniques (eg. dyeing,
uins or printing).
Design Make Evaluate

Where possible, units follow a similar pattern of:

1) Design 2) Make 3) Evaluate

e Design with purpose

o Make products, refining the design
Use software to design.

Explain what is good about the finished design
Suggest something which could be improved.




e Model
designs

Area Textiles Mechanics Mechanics Structure Computing Food.

Project Superhero capes Moving page to show STEM Solar System Large 3D flower using recycled Dinosaur Food from around the
castle scene (levers and Build a solar system materials, accurate representations world using world / Preparing a fruit
sliders) of plant structure software salad using fruit from

different continents

Vocabulary Slider, lever, pivot, slot, lever, pivot, card, masking tape, card, masking tape, paper fastener, join, Planning, Names of Fruit, vegetables,
bridge/quide, card, masking paper fastener, join turn glue, investigating equipment and utensils
pull, push, up, down, straight, purpolse, ' Jsmoyéth, sharyp’, crisp,’sour,zllésh,
curve, forwards, backwards. product, skin, seed, pip, core, slice, peel cut

rogram squeeze, healthy diet, ingredients.

Technical —F_

Knowledge

using
software.
e Diagnose
Ea;;lttes n e Cut, peel or grate
operart‘:e d ingredients safely and
. . . hygienically.
. . e Cut materials safely using tools devices . .
toeﬂlalgo:et:xtlles using e Cut materials safely provided. (such as low ;r::usrlijrr\e 2;“23('3" using
p " . using tools provided. e Cut materials safely using o Measure and mark out. battery, ng cup

e Join textiles using . . electronic scales.

running stitch. o Measure and mark out. tools provided. ° Del_nonstrat(-_: a range of cuttlng_and water e Assemble or cook

e Colour and decorate e Demonstrate a range of e Measure and mark out. shaping techniques (such as tearing, damage or inaredients

textiles using a number of cutting and shaping e Demonstrate a range of cutting, folding and curling). battery 9 ’

techniques (guch as techniques (such as cutting and shaping e Demonstrate a range of joining terminal

dvein q adding sequins or tearing, cutting, folding techniques (such as tearing, techniques (such as gluing, hinges or | damage)

!intig’ ) gseq and curling). cutting, folding and curling). combining materials to strengthen).
P 9)- e Create products using e Demonstrate a range of e Use materials to practise drilling,
levers, wheels and joining techniques screwing, gluing and nailing to make
winding mechanisms. and strengthen products
We endeavour to make DT projects as purposeful Design Make Evaluate
as possible, giving the children a design brief or " . — " - - — "
challenge to stimulate initial thinking e Design with purpose o Make products, refining the design ¢ Explain what is good about the finished design
Where possible, units follow a similar patte:rn of: Use software to design. e Suggest something which could be improved.
1) Design 2) Make 3) Evaluate

Links to EY
curriculum

Expressive Arts and Design

Make imaginative and complex ‘small worlds’
with blocks and construction kits, eg. a city
with different buildings/a park. Explore
different materials freely, in order to develop
their ideas about how to use them and what

Physical Development Progress towards a more fluent style of moving, with
developing control and grace._Develop their small motor skills so that they can use a
range of tools competently, safely and confidently. Use their core muscle strength to
achieve a good posture when sitting at a table or sitting on the floor.

Expressive Arts and Design Explore, use and refine a variety of artistic effects to
express their ideas and feelings. _Return to and build on their previous learning,

to make. Develop own ideas and then decide refining ideas and developing their ability to represent them. Create collaboratively,
which materials to use to express them. sharing ideas, resources and skills.

All work in EYFS is underpinned by Communication and Language development

e  Learn new vocabulary - Make comments about what they have heard and ask questions to clarify their understanding.
e  Articulate their ideas and thoughts in well-formed sentences. - Describe events in some detail.

o  Use talk to help work out problems and organise thinking and activities, and to explain how things work and why they might happen.

Physical Development — Fine Motor

Use a range of small tools, including scissors, paintbrushes
and cutlery.

Expressive Arts and Design — Creating with
materials 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

-Use new vocabulary in different contexts.




Topic:

Anglo Saxons

Search for the Ring of Fire

Ancient Egypt

to be taught

e Use appropriate
mechanisms for a product
(such as axles, levers and
linkages)

e Choose suitable
techniques to construct
products or to repair items

model/evaluate
designs using
software

Science Nutrition Rocks / Materials Plants

Area Mechanics — Structures- Strw
Project

Key Knowledge

e Join textiles with

appropriate stitching.

o Select the most

appropriate techniques to e Choose suitable

decorate textiles.

techniques to construct
products or to repair
items.




e Strengthen materials designed for this e Strengthen materials

using suitable techniques. — purpose. using suitable
e Cut materials accurately e Explore where sensors are used e Diagnose faults techniques.
and safely by selecting to monitor surroundings? in battery e Cut materials

appropriate tools. e Prepare ingredients eSuggest where these might also operated devices accurately and safely
e Measure and mark out hygienically using be used to prepare for natural (such as low by selecting
accurately appropriate_ utens_ils. events or r_nan-made e.vents battery, water appropriate tools.
e Apply appropriate e Measure ingredients to Choose suitable techniques tq damage or ) e Measure and mark
cutting and the nearest gram construct products or to repair battery terminal out accurately

. . accurately. items. damage) e Apply appropriate
_shaplng technl_qu_es that o Follow a recipe. e Strengthen materials using cutting and shaping
include cuts within e Assemble or cook suitable techniques. techniques that include
the perimeter of the ingredients (controlling e Cut materials accurately and cuts within the
material (such as slots or the temperature of the safely by selecting appropriate perimeter of the
cut outs). oven or hob, if cooking). tools material (such as slots
e Select appropriate o Measure/mark out accurately or cut outs).
joining techniques. e Apply appropriate cutting and o Select appropriate

shaping techniques that include joining techniques.

cuts within the perimeter of the
material (eg. slots/cut outs)
e Select appropriate joining

techniques.
We ende_avour_tc_; make D'I: projects as purp(_:oseful Design Make Evaluate
25 [ 00, (D 0 CLTRER 8 a5 ) L IE e eDesign products that have a e S est possible materials to use . Evaluate finished products to see if they meet the
challenge to stimulate initial thinking. . ugg P u . .
clear purpose and an intended e Refine work and techniques as design brief
Where possible, units follow a similar pattern of: [Butsh work progresses, continually * Identify strengths and area to improve

e Use software to design and - .
2 ) Ma ke represent product designs. evaluating the product design.

3) Evaluate

o Identify what they might do differently next time
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wheel spin at a different
angle?

4)What is lubrication? Why
might this be important?
(link with friction)

5)What was the Great
Wheel? (1895: the Great Wheel
was built for the Empire of India
Exhibition at Earls Court, London
and was 94m tall. Construction
began in Mar1894 and it opened to
the public on 17/7/1895. It stayed

tower stronger?

4)Where else can you
find shapes that
strengthen
structures? (triangles)

5) How can we
strengthen paper?

6)What can weaken
paper?

e Choose suitable
techniques to

3)What are fixed and loose
pivots?

4)Where can you see levers
used?

5)How can we add levers to
our robot to make this
movement easier?

6)How could we add axles
so it can move?

designed for this
purpose.

Tople: Around the World in 80 days Robots and Inventors Stone Age
Sclence Light Forces and magnets Living Things and their habitats
Area Mechanics— axles | Structures: frame Mechanics-axles/ Computing Textiles Food
linkages/levers
Project Build a Victorian Ferris Build tallest/strongest Build cardboard box robots 3d CAD models of robot Create a pouch for a stone age
wheel: paper towers to replicate | with moving limbs. Add using TinkerCaD person to carry precious items
those around the world axles if time T e : b

i 395

[ - @ =
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Key 1)What are axles and 1)What are free 1)Where can you find 1)How can we use CAD 1)What might be precious to a 1)Where might Stone Age People
Knowle where are they used? standing structures? linkages? to create our robot Stone Age person? have found their food?
designs? Understand that food has to be
dge to 2)What are the benefits 2)What can make a 2)How can we join the 2)What are the benefits 2)What types of textile reared, grown or caught
be and limitations of axles? tower more stable? different parts of our robot | of using CAD? containers can we find in the
together but still allow e model/evaluate world around us? 2)What are carbohydrates?
taught
3) How could we make the 3)What can make a movement? designs using software Where are they found? What are

3)How can we use a template to
create a 3D product

4) How are textiles joined? How
can we join ours? What different
types of stitches are there?

5)How are textiles decorated?
How can we decorate our
pouches?

6) What type of fasteners can we
find? Which are strongest? How

they used for? Where would
Stone Age people get this?

3)What are protein? Where is it
found? What is it used for? Where
would Stone Age people find this?
4) How can we prepare
ingredients in different ways?
grating, slicing, chopping and
cutting

5)What edible ingredients can we
find in Forest School?




e Use appropriate
mechanisms for a product
(such as axles, levers and
linkages)

e Choose suitable
techniques to construct
products

e Strengthen materials
using suitable technique

e Cut materials accurately/
safely by selecting
appropriate tools

e Measure and mark out
accurately

e Apply appropriate cutting
and shaping techniques

o Select appropriate joining
techniques.

construct products or
to repair items.

e Strengthen
materials using
suitable techniques
e Cut materials
accurately and safely
by selecting
appropriate tools

o Measure and mark
out to the nearest
millimetre.

e Apply appropriate

cutting and shaping

techniques

e Select appropriate

joining techniques.

e Use appropriate
mechanisms for a product
(such as axles, levers and
linkages)

e Choose suitable
techniques to construct
products or to repair items
e Strengthen materials
using suitable techniques.
e Cut materials accurately
and safely by selecting
appropriate tools.

o Measure and mark out
accurately

e Apply appropriate cutting
and shaping techniques)

e Select appropriate joining
techniques.

e Understand the need for a seam
allowance.

e Join textiles with appropriate
stitching.

e Select the most appropriate
techniques to decorate textiles.

e Prepare ingredients hygienically
using appropriate utensils.

e Measure ingredients to the
nearest gram accurately.

e Follow a recipe.

e Assemble or cook ingredients
(controlling the temperature of
the oven or hob, if cooking).

vocabul
ary

Ferris wheel Pods axle axle
holder frame mechanism
lubrication lubricant friction

Base Load Balance
Cylinder Triangle
storey girder brace
tripod

Fixed / loose pivot (folded
or split pin) Mechanism
lever linkage system

CAD Computer Aided
Design rotate visualise

Template thimble stitch sewing
zip Velcro button seam allowance

appearance, fresh, savoury,
hygienic, edible, grown, reared,
caught, seasonal, harvested chop
grate peel roast Carbohydrate
Protein

We endeavour to make DT projects as purposeful

as possible, giving the children a design brief or
challenge to stimulate initial thinking.

Design

Make

Evaluate

eDesign products that have a
clear purpose and an intended

e Suggest possible materials to use o

design brief

user.

e Refine work and techniques as

Evaluate finished products to see if they meet the

o Identify strengths and area to improve

work progresses, continuall
prog ! y o Identify what they might do differently next time

evaluating the product design.

Where possible, units follow a similar pattern of:
1) Design 2) Make
3) Evaluate

e Use software to design and
represent product designs.




Topic: Vikings & Dragons Lights, Camera, Action (Ancient Greece) Keen to be Green

Science Electricity / States of matter Light / forces Living things / evolution
Area Structures (mechanisms) textiles

MIcrobits

Project
Program Microbit: monitor
temperature for workers
Key
Knowledge
to be
taught
e Develop a range of practical
skills to create products (such
as cutting, drilling and
e Use innovative screwing, nailing, gluing, filing
combinations of and sanding).
electronics (or e Create circuits using
computing) and electronics kits that employ a




e Develop a range of practical skills to create products (such
as cutting, drilling and screwing, nailing, gluing, filing and
sanding).

(eUse scientific knowledge of the transference of forces to
choose appropriate mechanisms for a product (such as
levers, winding mechanisms, pulleys and gears))

e Cut materials with precision and refine the finish with
appropriate tools (such as sanding wood after cutting or a
more precise scissor cut after roughly cutting out a shape).
e Show an understanding of the qualities of materials to
choose appropriate tools to cut and shape (such as the
nature of fabric may require sharper scissors than would be
used to cut paper).

Vocabulary

eUse scientific knowledge of
the transference of forces to
choose appropriate
mechanisms for a product
(such as levers, winding
mechanisms, pulleys and
gears).

mechanics in
product designs.

e Develop more
detailed, scale
models using CAD
software. Compare
and contrast the
effectiveness of
programs used
eWrite code to
control and monitor
models or products.

| o

e Show an understanding of
the qualities of materials to
choose appropriate tools to
cut and shape (such as the
nature of fabric may require
sharper scissors than would
be used to cut paper).

number of components (such as
LEDs, resistors, transistors and
chips).

e Cut materials with precision
and refine the finish with
appropriate tools (such as
sanding wood after cutting or a
more precise scissor cut after
roughly cutting out a shape).

e Show an understanding of the
qualities of materials to choose
appropriate tools to cut and
shape (such as the nature of
fabric may require sharper
scissors than would be used to
cut paper).

We endeavour to make DT projects as purposeful

Design

pvaie Samootnd

Make

Evaluate

as possible, giving the children a design brief or
challenge to stimulate initial thinking.

e Design with the user in
mind, motivated by the

refinements

e Make products through stages of prototypes, making continual .

Evaluate own and others’ designs
to suggests where the design

brief has been met or where
further refinements are required

service a product will offer

¢ Use prototypes, diagrams
or computer aided designs
to represent designs

eUse and combine a range of materials and techniques, drawing
upon personal experiences and research

e Ensure products have a high quality finish, using art skills
where appropriate.

Where possible, units follow a similar pattern of:

2) Make
3) Evaluate
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Space & Engineering The Americas World Cup/Olympics
| Materials |

Space / Forces Sound / Electricity
“h.ﬂ el
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compass to explore
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Knowledge
to be taught

e Develop a range of practical
skills to create products (such
as cutting, drilling and
screwmg, na|I|ng, gluing, filing




e Develop a range of
practical skills to create
products (such as cutting,
drilling and screwing,
nailing, gluing, filing and
sanding).

eUse scientific knowledge
of the transference of
forces to choose
appropriate mechanisms
for a product (such as
levers, winding
mechanisms, pulleys and
gears).

e Cut materials with
precision and refine the
finish with appropriate
tools (such as sanding
wood after cutting or a
more precise scissor cut
after roughly cutting out a
shape).

o Show an understanding
of the qualities of materials
to choose appropriate tools
to cut and shape

e Use innovative
combinations of electronics
and mechanics in designs

vocabulary

We endeavour to make DT projects as purposeful
as possible, giving the children a design brief or
challenge to stimulate initial thinking.

Where possible, units follow a similar pattern of:

2) Make
3) Evaluate

sUse scientific
knowledge of the
transference of
forces to choose
appropriate
mechanisms for a
product (such as
levers, winding
mechanisms, pulleys
and gears).

electronics kits

eUse scientific

levers, winding

and gears).

electronics and

designs.

—

e Create circuits using

employ a number of
components (such as
LEDs, resistors,
transistors and chips).

knowledge of the
transference of forces
to choose appropriate
mechanisms for a
product (such as

mechanisms, pulleys

e Use innovative
combinations of

mechanics in product

that

e Show an
understanding of the
qualities of materials
to choose appropriate
tools to cut and shape
(such as the nature of
fabric may require
sharper scissors than
would be used to cut
paper).

e Cut materials with
precision and refine
the finish with
appropriate tools (such
as sanding wood after
cutting or a more
precise scissor cut
after roughly cutting
out a shape).

.
P
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e Understand the importance of
correct storage and handling of
ingredients (using knowledge of
micro-organisms).

e Measure accurately and
calculate ratios of ingredients to
scale up or down from a recipe.
e Demonstrate a range of
baking and cooking techniques.
e Create and refine recipes,
including ingredients, methods,
cooking times and
temperatures.

e Create circuits using
electronics kits that employ a
number of components (such as
LEDs, resistors, transistors and
chips).

e Cut materials with precision
and refine the finish with
appropriate tools (such as
sanding wood after cutting or a
more precise scissor cut after
roughly cutting out a shape).

e Show an understanding of the
qualities of materials to choose
appropriate tools to cut and
shape (such as the nature of
fabric may require sharper
scissors than would be used to
cut paper).

Design -‘7

Make

Evaluate

e Design with the user in

mind, motivated by the

service a product will offer

o Use prototypes, diagrams or
computer aided designs to
represent designs

e Make products through stages of prototypes, making
continual refinements

eUse and combine a range of materials and techniques, drawing
upon personal experiences and research

e Ensure products have a high quality finish, using art skills
where appropriate.

o Evaluate own and others’ designs
to suggests where the design brief
has been met or where further
refinements are required




Topic: Witches & Wizards (Romans) War: What is it Good For? Brompton & Beyond
Science Changes / circulatory system Life cycles / plants Digestion / forces
Area Textiles Food Structures

Project

Key Knowledge to
be taught
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e Develop a range of practical
skills to create products (such
as cutting, drilling and
screwing, nailing, gluing, filing
and sanding).

e Create circuits using
electronics kits that employ a
number of components (such
as LEDs, resistors, transistors
and chips).




e Cut materials with precision
and refine the finish with
appropriate tools (such as

sanding wood after cutting or a
more precise scissor cut after
roughly cutting out a shape).

e Show an understanding of

e Develop a range of practical | the qualities of materials to

e Create objects that

employ a seam e Understand the skills to create products (such | choose appropriate tools to cut
allowance. importance of correct as cutting, drilling and and shape (such as the nature
e Join textiles with a storage and handling of screwing, nailing, gluing, of fabric may require sharper
combination of ingredients (using filing and sanding). scissors than would be used to
stitching techniques knowledge of micro- e Cut materials with precision | cut paper).
(such as back stitch organisms). and refine the finish with
for seams and running e Measure accurately and | appropriate tools (such as
stitch to attach calculate ratios of sanding wood after cutting or
decoration). e Cut materials with ingredients to scale up or a more precise scissor cut
e Use the qualities of precision and refine the down from a recipe. after roughly cutting out a

e Develop a range of materials to create finish with appropriate e Demonstrate a range of | shape).

practical skills to create suitable visual and tools (such as sanding baking and cooking e Show an understanding of

products (eg cutting, tactile effects in the wood after cutting or a techniques. the qualities of materials to

drilling, screwing, filing, decoration of textiles more precise scissor cut e Create and refine choose appropriate tools to

nailing, gluing, sanding). e Show an after roughly cutting out recipes, including cut and shape

eUse scientific understanding of the a shape). ingredients, methods,

knowledge of the qualities of materials e Show an understanding | cooking times and

transference of forces to to choose appropriate | of the qualities of temperatures.

choose appropriate tools to cut and shape | materials to choose

mechanisms for a (such as the nature of | appropriate tools to cut

product (such as levers, , | fabric may require and shape

pulleys and gears). sharper scissors than

e Cut materials with would be used to cut

precision and refine the paper).
finish with appropriate
tools (such as sanding
wood after cutting or a
more precise scissor cut
after roughly cutting out
a shape).

e Show an understanding
of material qualities to
choose appropriate tools
to cut and shape

vocabulary

We endeavour to make DT projects as purposeful Design Make Evaluate
as possible, giving the children a design brief or " - - - - 7 -
challenge to stimulate initial thinking. ° D§5|gn with the user in mind, ° Ma_ke prodl_Jcts through stages of prototypes, making o Evaluate own and others c_le5|gn_s
motivated by the service a continual refinements to suggests where the design brief
Where possible, units follow a similar pattern of: product will offer eUse and combine a range of materials and techniques, has been met or where further
! : o Use prototypes, diagrams or drawing upon personal experiences and research refinements are required
2) Ma ke computer aided designs to e Ensure products have a high quality finish, using art skills
represent designs where appropriate.

3) Evaluate




Enrichment in DT at Brompton and Sawdon Community Primary School:
- Cayley Link: gliders / flight / village links to design and fulfilment
- STEM projects (eg. Formula 1 car designs in collaboration with UTC)
- Engineering Week visit (Scarborough Spa- local businesses showcase latest innovations)
- Individual and group competitions (local and regional)
- Weekly ‘Aspirations’ assemblies, celebrating global innovation and design
- Engineering club
- Lego club
- Visits to Yorkshire Air Museum
- Visit to Leeds City Museum
- Community projects (eg. Community quilt / mural)
- Local industry links: (eg. ABG International visits / assemblies)
- Cayley’s Cuttings: Garden design and structures

“DESIGN IS NOT JUST WHAT IT LOOKS LIKE AND FEELS LIKE.
DESIGN IS HOW IT WORKS” -STEVE JOBS



