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Design and: Technology e arv inspiring, rigorous and, practical subject: Desigr and, Technology <
mdimduai&and/a&mmxber\&ojla/fﬂom At Alexandra Park Junior School, We encourage

and, relexsant problems withiry o vaniely of contexts, considering their owrv and, others' needs;
wants and values: We airm to; whereser possible, links work to- other disciplines suchs as
effectiveness and are encouraged to- become innovators and, risk-takers:
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Throughs o, vaniety of creative and practicol activities; we teach the knowledge, understanding and, skills needed: to- engage inv arv iterative process of designing and, making: The, childrery
design and; create products thay consider function, and purpose and whichs are: relesant to- a: ranges of sectors (for example; the home, school leisure, culture; enterprise; industry and the wider
enwironment).

Design:

Make:

- selech from and, use as wider range of tools and, equipment; to- perform practical tasks (for example; cutting, shaping, joining and, finishing, as well: as chopping ands slicing) accurately.

- selech from and, use as wider range of matenials, ingredients and, components, including constructions materials; textiles and, ingredients, according to- their functional properties; aesthetic
Evaluate:

- investigate and analyse as range of existing products:

Technicol, knouledge:

Key skills and, key knouwledge for D and: T hare beery mapped; across the school to- ensure progression befuseers year groups: The contexds for the childrervs: works i Design and, Technology, is
also- wells considered: and; childrens learn, abouts real, life structures: and, the purpose of specific examples; as well: as' deseloping their skills throughoub the: programme; of study.: Design ands
technology lessons are also taught as o blocks so- thats childrens learning, is focused, throughouts eachs unit of work:
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We ensure the children:

- demelop the creative, technical and, practicals expertise needed, to- perform emeryday tasks confidently and
Mldar@opplg/@repﬂ%ueo}kmuﬂedgﬂ uridensmfiduxg/andsbﬂ&wor\dentodngvandwwkehgh—
quality prototypes and, products for o wide range of users and, critique, emaluate and test their ideas and,
products and, the, works of others

range of products: A good, gualiby finish) will be expected, inv alls design and, activities made appropriate to

$
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NATIONAL
CURRICULUM
REQUIREMENTS

Ks2

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, annaotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer aided design
Make:

salect from and use a wider range of tocls and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurataly

select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic gualities
Evaluate:

investigats and apalyse a range of existing products = evaluate their ideas and products against their own design criteria and consider the views of others to improve their wark
understand how key events and individuals in design and technolegy have helped shape the world

Technical

apply their understanding of how to strengthen, stiffen and reinforce more complex structures

understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]

understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, puzzers and motors]

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

Cooking and Mutrition:

understand and apply the principles of 2 healthy and varied diet

prepare and cock a variety of predominantly sgypury dishes using a range of cooking technigues understand seasonality, and know where and how 2 variety of ingredients are grown
reared, cayght and processed




STRAND Y3 Y4 Y5 Y6
DESIGMN SCONES (Food) BATH BOMBS MOON BLWGGEY (Mechanisms) CRUMBLE PROGRAMMABILF Al ARM (Electrical
MAKE | can show that my design meets a range of requirements. | can design with purpose by identifying | can come up with a range of ideas after | have Systems)
| can put together a plan which shows the equipment and opportunities to design. collected information. | can design with the user in mind. motivated by
tools | need. | can create cross-sectional diagrams to | can produce a detailed step-by step plan. the service a product will offer (rather than simply
TECHNICAL | can describe & design using &an accurately labelled diagram/ demonstrate my design. | can use exploded diagrams to show my design. | for profit).
KNOWLEDGE annotated sketch. | can use & range of tools and equipment | can produce prototypes to show my ideas. | can use prototypes, and computer sided designs
| can use a range of tools and equipment acouratehy. accurately. | can cut materials more accurately. to represent designs.
COOKING AND | can choose the right ingredients for a product. | can measure ingredients to the nearest gram | can measure and mark out accurately to the | can cut materials with precision and refine the
NUTRITION | can say what to do to be hygienic and safe. accurately, nearest millimetre. finish with appropriate tools (such as sanding

| can use equipment safely.
| can make sure that my product looks attractive.
| can describe how my combined ingredients come together.

STOHE AGE DWHELLING (Structures)
| can show that my design mesets a range of requirements.
| can put together a plan which shows the equipment and
tools | need.
| can describe & design using &an accurately labelled diagram/
annotated sketch.
| can use a range of tools and equipment acouratehy.
| can measure, mark out, assemble and join materials and
components with some accuracy.

| can explain how to join things in & different way.
| can think abowt how to make my product strong. | can devise
a template.

| can follow a set of instructions or a recipe.

HEAL THY SANDWICHES (Food)
| can design with purpose by identifying
opportunities to design.
| can create cross-sectional diagrams to
demonstrate my design.
| can prepare ingredients hygienically wsing
appropriate utensils.
| can measure ingredients to the nearest gram
accurately.
| can follow a set of instructions or a recipe.

| can use & range of tools and equipment
expertly.
| can explain how to join things in a different

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

| can use innovative combinations of electronics
{or computing) and mechanics in product
designs.

| can create series and parallel circuits.

| can wse scientific knowledge of the
transferences of forces to choose appropriate
mechanisms for & product (such as levers,
winding mechanisms, pulleys and gears)

| can convert rotary motion to linear using cams.

weood after cutting or & more precise scissor out
after roughly cutting out a shape).

| can create circuits using electronics kits that
employ & number of components (such as LEDs,
resistors, transistors and chips).

| can use & range of practical skills to create
products {swch as cutting. drilling and scrawing,
nailing, gluing. filing and sanding).

| can use innovative combinations of electronics
fior computing) &and mechanics in product designs.
| can write code to control and monitor models or
products.

| can contrel and monitor models using software
designed for this purpose.

| can use software to design and represent
product designs.




PUPPETS (Mechanisms)

| can show that my design meets a range of requirements.
| can put together a plan which shows the equipment and

tools | need.

| can describe & design using an accurately labelled diagram/

annotated sketch.
| can use & range of tools and egquipment accurately.

| can measure, mark out, assemble and join materials and

components with some accuracy.

| can explain how to join things in a different way.

WEAVIMG [Textilas)
| can design with purpose by identifying
opportunities to design.
| can create cross-sectional diagrams to
demonstrate my design.

| can name the tools and materials | have used.
| can use large eye neadles.

| can weave paper and found materials.

| can create weavings.

or plait threads/fabrics.

| can choose suitable techniques to construct
products.

| can strengthen materials using suitable
technigques.

| can apply appropriate cutting and shaping
techniques that include cuts within the perimeter
of the material (such as slots or cut-outs).

| can select appropriate joining technigues.

| can select the most appropriate technigues to
decorate textiles.

| can choose textiles for a purpose.

| can join textiles of different types in different

WEYS.

CUPCAKES (Food)
| can come up with a range of ideas after | have
collected information.
| can produce & detailed step-by step plan.

| can use exploded diagrams to show my design.

| can produce prototypes to show my ideas.

| can use & range of tools and equipment
expartly.

| understand the importance of correct storage
and handling of ingredients.

| can measure aocurately and caloulate ratios of
ingredients to scale up or down from & recipe.
| can demonstrate a range of baking and
cooking technigues.

| can assemble or cook ingredients (controlling

VIKING HELMETS (Structures)
| can come up with a range of ideas after | have
collected information.
| can produce & detailed step-by step plan.

| can use exploded diagrams to show my design.

| can produce prototypes to show my ideas.

| can cut materials more accurately.

| can measure &nd mark out accurately to the
nearest millimetre.

| can use & range of tools and equipment
expeartly.

| can explain how to join things in a different

VOLCANO (Structures)
| can use prototypes, and computer aided designs
to represent designs.
| can create innovative designs that improve upon

existing products

SEWING (Textiles)
| can use prototypes, and computer aided designs
to represent designs.
| can create innovative designs that improve upon
existing products
| can join textiles with a combination of stitching
techniques (such as back stitch for seams and
running stitch te attach decorations).
| can use different grades and uses of threads and
neadlas.

| can show an understanding of the qualities of
materials to choose appropriate tools to cut and
shape (such as the nature of fabric may reguire
sharper scissors than would be used to cut paper).
| can use the qualities of materials to create
suitable visual and tactile effects in the decoration

of textiles.




* To improve outcomes for childrer irv Designs and, Technology

* Continwe to- monitor plonning, through scrufiniy and provide: support; for- those: who need. i
*  Denelop staff subject knouledge through, ‘CPD denelopment day, Hame o specific focus:
*  Continue enrichment; of Design and Technology across school (Dragorvs Den).

* Increase accuracy v assessment:

* Support Staff who are planning Designs and, Technology to- ensure units are: planned, and,
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*  Continue to- consistency across alls year groups irv following all b 5 s, ol $
including, withy neur members of staff and those changing to- o differents year group.

Cauight ffectively

-
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Tweet

Alexandra Park Junior School

Thank you to our Dragons as

They had the thankless task of
choosing a winner. Mr. Widdall (Chair
of Governors), Miss Liddy (Business

ager), . Kieran
@HackOldham / | and one of
our parent governors. Watch out
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7. 1 e 5
Generating a Design

° We write o set of

™ gy bath
W | bombs too.
Link: \/\/Ni‘m.g Instructions
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1 would give myself:
8 110 for effort

1no for final product

Something I would
improve .. ™ A
)

/* Evaluation N\

- mind-map

Five words 10 describe 1

my finished piece

N

skill I was good at .. A skill I culd imprave .. The part I enjoyed the
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Our ‘Alarm Boxes' were,
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