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DT Curriculum Overview

	Curriculum Intent for DT

Our Design Technology vision –
Believe: We support our pupils to believe in their design and make abilities.
Explore: We offer opportunities to explore a range of real-life design problems and how to solve them.
Achieve: We challenge our learners to strive for design technology excellence.

DT should provide children with a real-life context for learning and encourage innovation. Through the DT curriculum, children should work as resourceful: engineers, designers, chefs and architects to enable them to create a range of structures, mechanisms, textiles, electrical-systems and food items, with a real-life purpose or to solve a real-life problem.
We take guidance from a set of documents called ‘Projects on a page’. These projects follow the five main themes of: structures, mechanisms, textiles, electrical-systems and food products but increase in complexity, as the pupils progress through the school. Within these themes, the children are taught to recognise:
· The user – who is the intended user of this product?
· The purpose – what is the purpose of this product?
· Functionality – does the product fit the user’s purpose/needs?
· Design and innovation – are you making your own design decisions?
· Authenticity – is the product real and meaningful to yourself and others?




	EYFS Statutory Framework Design and Technology Related Objectives – Development Matters

	Nursery - Explore different materials freely, to develop their ideas about how to use them and what to make. Develop their own ideas and then decide which materials to use to express them. Join different materials and explore different textures.

Reception - Explore, use and refine a variety of artistic effects to express their ideas and feelings. Return to and build on their previous learning, refining ideas and developing their ability to represent them. Create collaboratively, sharing ideas, resources and skills.

Early learning goals: 

Fine motor skills -
· Use a range of small tools, including scissors and paint brushes
· Begin to show accuracy and care when drawing.
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, explain the process they have used.


	EYFS Design and Technology Knowledge and Skills (Characteristics of Effective Teaching and Learning)

	Concentrate on achieving something that’s important to them. They are increasingly able to control their attention and ignore distractions.

Know more, so feel confident about coming up with their own ideas. Make more links between those ideas.

Review their progress as they try to achieve a goal. Check how well they are doing.

Respond to new experiences that you bring to their attention.

Make independent choices.

DESIGN: Developing, planning and communicating ideas
· Explain verbally what they are making
· Select a range of different resources available
· Name some of the materials they are using
FOOD  
· Engage in a range of making, baking opportunities for food related experiences
· Handwashing within activities/lunchtime/snack time
· Handling cutlery at lunch time.
CONSTRUCTION
· Explore construction materials freely or through a stimulus
· Observe and listen to techniques on how to strengthen products
TEXTILES
· Explore textures and patterns
· Make links to prior knowledge of materials and observations of sewing etc. 
SHEET MATERIALS
· Going through the process of using scissors correctly
· Beginning to fold cut or tear paper
EVALUATING processes and products
· With prompts, discuss likes and dislikes about products they create
Vocabulary - Reception
A range of material names; wood, felt, paper, card etc. 
A range of food names, healthy items such as fruit and vegetables as well as other foods such as bread, sauces, milk, flour, sugar, etc
Knives, fork, spoon, tea-spoon, table spoon etc. 
Strong, hard, weak, soft, bendy, straight
Scissors, ruler, tear, cut, fold, bend
Smooth, bumpy 


	
	KS1 National Curriculum

	When designing and making, pupils should be taught to: 
Design:
· design purposeful, functional, appealing products for themselves and other users based on design criteria. 
· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology.
Make 
· select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]. 
· select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics.
Evaluate
· explore and evaluate a range of existing products.
· evaluate their ideas and products against design criteria.
Technical knowledge
· build structures, exploring how they can be made stronger, stiffer and more stable.
· explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products.

Cooking and nutrition
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life.
Pupils should be taught to:
Key stage 1
· use the basic principles of a healthy and varied diet to prepare dishes
· understand where food comes from


	
	FOOD: Preparing fruit and vegetables (fruit smoothies/kebabs)
	MECHANISMS: Sliders and levers
	TEXTILES: Beach bags

	Year1
	Knowledge (National Curriculum Expectations)
· Develop a food vocabulary using: taste, smell, texture and feel
· Group familiar food products e.g. fruit and vegetables
· Work safely and hygienically 
· Understand the need for a variety of foods in a diet
· Understand where food comes from

	Knowledge (National Curriculum Expectations)
· Understand that different mechanisms produce different types of movement.
· Know and use technical vocabulary relevant to the project.
· Generate ideas based on simple design criteria and their own experiences, explaining what they could make.

	Knowledge (National Curriculum Expectations)
· Generate design criteria in a group and know what makes a successful beach bag
· Know how to communicate design ideas through drawing and explanations
· Know and use technical vocabulary relevant to the project.
· Decorate a canvas bag using technique of choice: printing, painting, textiles.




	
	Skills
· Work with an adult to make food following a simple recipe
· Say what they like and do not like about items they have made and give reasons.
· Safe knife skills with adult support
	Skills
· Explore a range of existing books and everyday products that use simple sliders and levers.
· Develop, model and communicate their ideas through drawings and mock-ups with card and paper.
· Insert paper fasteners for card linkages
· Create hinges
· Use simple pop-ups
· Investigate and strengthen sheet materials and joins
· Evaluate their product by discussing how well it works in relation to the purpose and the user and whether it meets design criteria.




	Skills
· Explore a range of existing beach bags to generate design criteria and design ideas.
· Evaluate their product by discussing how well it works in relation to the purpose and the user and whether it meets design criteria.




	
	Core Vocabulary
Chopping board
Knife
Hygiene
Healthy
Non-healthy
Taste
Texture
Smell
Diet
User
Product
Evaluate
Crunchy
Sweet
sour

	Core Vocabulary
User
Product
Design criteria
Lever
Slider
Mechanism
Movement
Slot
Guide
pivot
Paper fastener
Masking tape
Push
Pull
Backwards
Forwards
Mock-up

	Core Vocabulary
Canvas
Fabric paint
Eye-catching
User
Product
Evaluate
Design criteria
Bright
Strong
secure




	
	Exploration (enrichment/personal development)
French Culture Day – design and make activities
Parent/carer taste tester session during smoothie making topic.



	Exploration (enrichment/personal development)
French Culture Day – design and make activities
Bringing in favourite pop-up books from home
	Exploration (enrichment/personal development)
French Culture Day – design and make activities
Great Yarmouth beach trip

	
	Cross-Curricular Links
PSHE – healthy diet, Science – parts of a plant, French – Hungry Caterpillar/Handa’s surprise – healthy/unhealthy foods.


	Cross-Curricular Links
PSHE – overcoming challenges, adapting, disabilities, resilience
	Cross-Curricular Links
Geography – why do we love being beside the seaside so much?



	
	STRUCTURES – freestanding structures (Eg -playground equipment)
	MECHANISMS – wheels and axels
	TEXTILES – templates and joining (Eg - glove puppets)

	Year 2
	Knowledge (National Curriculum Expectations)
· Generate ideas based on simple design criteria and their own experiences, explaining what they could make.
· Develop, model and  communicate their ideas through talking, mock-ups and drawings.
· Know that a freestanding structure is one that stands on its own/own base without touching anything else.
· Know how structures can be made stronger, stiffer and more stable

	Knowledge (National Curriculum Expectations)
· Explore, use and be able to discuss wheels, axles and axle holders. 
· Distinguish between fixed and freely moving axles. 
· Know and use technical vocabulary relevant to the project
· Generate design criteria in a group and know what makes a successful vehicle
· Develop, model and communicate their ideas through talking, mock-ups and drawings.
· Know how to use junior hacksaws, bench-hooks and goggles safely
	Knowledge (National Curriculum Expectations)
· Know what a template is used for in textiles
· Be able to discuss a range of joining technique for fabrics
· Design a functional and appealing product for a chosen user and purpose based on simple design criteria.
· Generate, develop, model and   communicate their ideas as appropriate, through talking, drawing, templates, mock-ups and information and communication technology


	
	Skills 
· Using basic tools e.g. scissors or hole punches with construction materials e.g. plastic, card, straws 
· Experience of different methods of joining card and paper: PVA glue, glue-stick and masking tape. Stapling and glue gun with adult support.
· Evaluate their product by discussing how well it works in relation to the purpose and the user and whether it meets design criteria.

	Skills
· Attach wheels to a chassis using an axel
· Use a range of materials to create models with wheels and axels e.g. tubes, dowel, cotton reels, cardboard/wooden wheels
· Join appropriately for different materials and situations e.g. glue, tape
· Cut strip wood/dowel using hacksaw and bench hook if necessary
· Evaluate their product by discussing how well it works in relation to the purpose and the user and whether it meets design criteria.

	Skills
· Mark out materials to be cut using a template
· Join fabrics by using running stitch, glue, over stitching or staples
· Decorate fabrics with buttons, beads, sequins, braids, ribbons etc
· Evaluate their product by discussing how well it works in relation to the purpose and the user and whether it meets design criteria.


	
	Core Vocabulary
Design criteria
User
Product
Freestanding structure
Base
Secure
Purpose
Fix
Join
Secure
Thicker
Strong
Stable

	Core Vocabulary
Design criteria
User
Product
Mock-up
Axel
Chassis
Axel holder
Body
Cab
Vehicle



	Core Vocabulary
Textiles
Fabric
Join
Template
Glove puppet
User
Product
Function
Design criteria
Evaluate
Running stitch
Over stitch
Needle
thread

	
	Exploration (enrichment/personal development)
Visit local playground, audit of school play equipment.
French Culture Day – design and make activities

	Exploration (enrichment/personal development)
Children bring in toy vehicles from home.
French Culture Day – design and make activities.

	Exploration (enrichment/personal development)
French Culture Day – design and make activities


	
	Cross-Curricular Links
PSHE/PE – keeping fit/health and safety

	Cross-Curricular Links
Science - friction
	Cross-Curricular Links
English – telling stories/fairy tales with glove puppets


	KS2 National Curriculum

	Key stage 2
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].

When designing and making, pupils should be taught to:
Design
· 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
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, textiles and ingredients, 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
· understand how key events and individuals in design and technology have helped 
shape the world
Technical knowledge
· 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, buzzers and motors]
· apply their understanding of computing to program, monitor and control their products
Cooking and nutrition
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life.
Pupils should be taught to:
Key stage 2
· understand and apply the principles of a healthy and varied diet
· prepare and cook a variety of predominantly savoury dishes using a range of cooking 
· techniques
· understand seasonality, and know where and how a variety of ingredients are grown, 
reared, caught and processed.

	
	STRUCTURES – Shell structures (Eg. nets – packaging)
	MECHANICAL SYSTEMS - Pneumatics
	FOOD – Healthy and varied diet (Eg wrap/sandwich)

	Year 3
	Knowledge (National Curriculum Expectations)
· Generate realistic ideas and design criteria collaboratively through discussion, focusing on the needs of the user and purpose of the product.
· Develop ideas through the analysis of existing products and use annotated sketches and prototypes to model and communicate ideas.
· Develop and use knowledge of how to construct strong, stiff shell structures. 
· Develop and use knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D shapes. 
· Know and use technical vocabulary relevant to the project.

	Knowledge (National Curriculum Expectations)
· Generate realistic and appropriate ideas and their own design criteria through discussion, focusing on the needs of the user. 
· Use annotated sketches and prototypes to develop, model and communicate ideas.
· Understand and explain how pneumatic mechanisms work. 
· Know and use technical vocabulary relevant to the project.
	Knowledge (National Curriculum Expectations)
· Know some ways to prepare ingredients safely and hygienically.
· Have some basic knowledge and understanding about healthy eating and The eatwell plate. 
· Use equipment and utensils safely to prepared and combine ingredients to make a product.
· Generate and clarify ideas through discussion with peers and adults to develop design criteria including appearance, taste, texture and aroma for an appealing product for a particular user and purpose. 
· Use annotated sketches and appropriate information and communication technology, such as web-based recipes, to develop and communicate ideas.
· Know about a range of fresh and processed ingredients appropriate for their product, and whether they are grown, reared or caught. • Know and use relevant technical and sensory vocabulary appropriately.

	
	Skills
· Investigate and evaluate a range of existing shell structures including the materials, components and techniques that have been used. 
· Order the main stages of making. 
· Select and use appropriate tools to measure, mark out, cut, score, shape and assemble with some accuracy. 
· Explain their choice of materials according to functional properties and aesthetic qualities. 
· Use finishing techniques suitable for the product they are creating.
· Test and evaluate their own products against design criteria and the intended user and purpose.
	Skills
· Order the main stages of making.
· Select from and use appropriate tools with some accuracy to cut and join materials and components such as tubing, syringes and balloons. 
· Select from and use finishing techniques suitable for the product they are creating. Evaluating 
· Investigate and analyse books, videos and products with pneumatic mechanisms. 
· Evaluate their own products and ideas against criteria and user needs, as they design and make
	Skills
· Plan the main stages of a recipe, listing ingredients, utensils and equipment. 
· Select and use appropriate utensils and equipment to prepare and combine ingredients. 
· Select from a range of ingredients to make appropriate food products, thinking about sensory characteristics. 
· Carry out sensory evaluations of a variety of ingredients and products. 
· Record the evaluations using e.g. tables and simple graphs. 
· Evaluate the ongoing work and the final product with reference to the design criteria and the views of others.


	
	Core Vocabulary
Shell structure
Net
Fold
Score
2D
3D
Tabs
Design criteria
User
Purpose
Function
Packaging
Cube
Cuboid
prism

	Core Vocabulary
Pneumatic
System
Pressure
t-connector
syringe
tubing
deflate
inflate
input
output
user
purpose
design brief
balloon

	Core Vocabulary
Eatwell plate
Balanced diet
Sensory evaluation
Crunchy
Fresh
Moist
Dry
Hygienic
Processed
Texture
Grown
Local
Appearance
seasonal


	
	Exploration (enrichment/personal development)
Pupils bring in packaging of choice to deconstruct
French Culture/Francophone Day – design and make activities
	Exploration (enrichment/personal development)
Handling of pneumatic items – bicycle pump, football pump etc
French Culture/Francophone Day – design and make activities

	Exploration (enrichment/personal development)
French Culture/Francophone Day – design and make activities

	
	Cross-Curricular Links
Maths – 2D/3D shapes, nets
	Cross-Curricular Links
Science – forces and materials

	Cross-Curricular Links
PSHE/Science – Healthy diets






	
	TEXTILES – 2D shape to 3D product – Xmas stocking
	ELECTRICAL SYSTEMS – Simple circuits and switches
	MECHANICAL SYSTEMS – Levers and linkages

	Year 4
	Knowledge (National Curriculum Expectations)
· Generate realistic ideas through discussion and design criteria for an appealing, functional product fit for purpose and specific user/s. 
· Produce annotated sketches, prototypes, final product sketches and pattern pieces.
· Understand how to securely join two pieces of fabric together. 
· Understand the need for patterns and seam allowances. 
· Know and use technical vocabulary relevant to the project.

	Knowledge (National Curriculum Expectations)
· Gather information about needs and wants, and develop design criteria to inform the design of products that are fit for purpose, aimed at particular individuals or groups. 
· Generate, develop, model and communicate realistic ideas through discussion and, as appropriate, annotated sketches, cross-sectional and exploded diagrams.
· Understand and use electrical systems in their products, such as series circuits incorporating switches, bulbs and buzzers. 
· Know and use technical vocabulary relevant to the project.

	Knowledge (National Curriculum Expectations)
· Understand and use lever and linkage mechanisms. 
· Distinguish between fixed and loose pivots.
· Know and use technical vocabulary relevant to the project.
· Generate realistic ideas and their    own design criteria through discussion, focusing on the needs of the user. 
· Use annotated sketches and prototypes to develop, model and communicate ideas.

	
	Skills
· Plan the main stages of making. 
· Select and use a range of appropriate tools with some accuracy e.g. cutting, joining and finishing. 
· Select fabrics and fastenings according to their functional characteristics e.g. strength, and aesthetic qualities e.g. pattern. 
· Investigate a range of 3-D textile products relevant to the project. 
· Test their product against the original design criteria and with the intended user. 
· Take into account others’ views.


	Skills
· Order the main stages of making.
· Select from and use tools and equipment to cut, shape, join and finish with some accuracy. 
· Select from and use materials and components, including construction materials and electrical components according to their functional properties and aesthetic qualities.  
· Investigate and analyse a range of existing battery-powered products. 
· Evaluate their ideas and products against their own design criteria and identify the strengths and areas for improvement in their work
	Skills
· Order the main stages of making.
· Select from and use appropriate tools with some accuracy to cut, shape and join paper and card.
· Select from and use finishing techniques suitable for the product they are creating.
· Investigate and analyse books and, where available, other products with lever and linkage mechanisms.
· Evaluate their own products and ideas against criteria and user needs, as they design and make.

	
	Core Vocabulary
Textiles
Pattern
Seam allowance
Running stitch
Blanket stitch
Over-sew stitch
Back stitch
applique
user
purpose
	Core Vocabulary
series circuit
fault
connection
switch
cell
bulb
wire
insulator
conductor
crocodile clip

	Core Vocabulary
Mechanism
Lever
Linkage
Pivot
Slot
Bridge
linear
rotary
user
purpose
function 
prototype
design criteria,
design brief


	
	Exploration (enrichment/personal development)
Pupils and staff bring in stockings examples from home for discussion and analysis.

	Exploration (enrichment/personal development)
Explore different homemade switches – using  tin foil within folded card, touching split pins.
	Exploration (enrichment/personal development)
Pupils bring on pop up books to share


	
	Cross-Curricular Links
Maths – accurate measuring in cm/mm
Art – sketching detailed designs
	Cross-Curricular Links
Science - electricity
	Cross-Curricular Links
English – pop up books




	
	MECHANICAL SYSTEMS - Cams

	TEXTILES – Eg: Pencil cases. (Using CAD for patterns if necessary – can download free wildthings from Wild Ginger website)
	ELECTRICAL SYSTEMS: Monitoring and control (using Crumble kits -covered in Computing)/ Design and make props project

	[bookmark: _Hlk191413042]Year 5
	Knowledge (National Curriculum Expectations)
· Understand that mechanical systems have an input, process and an output.
·  Understand how cams can be used to produce different types of movement and change the direction of movement.
· Know and use technical vocabulary relevant to the project.
· Generate innovative ideas by carrying out research using surveys, interviews, questionnaires and web-based resources.
· Develop a simple design specification to guide their thinking.
· Develop and communicate ideas through discussion, annotated drawings, exploded drawings and drawings from different views.
	Knowledge (National Curriculum Expectations)
· Generate innovative ideas through research including surveys, interviews and questionnaires.
· Develop, model and communicate ideas through talking, drawing, templates, mock-ups and prototypes including using computer-aided design.
· Design purposeful, functional, appealing products for the intended user that are fit for purpose based on a simple design specification.
· Know that a 3-D textile product can be made from a combination of accurately made pattern pieces, fabric shapes and different fabrics and embellished and fastened with various items such as buttons, sequins, applique, zips etc.
	Knowledge (National Curriculum Expectations)
· Understand and use electrical systems in their products. 
· Understand the use of computer control systems in products.
· Apply their understanding of computing to program, monitor and control their products.
· Know and use technical vocabulary relevant to the project.
· Develop a design specification for a functional product that responds automatically to changes in the environment.
· Generate, develop and communicate ideas through discussion, annotated sketches and pictorial representations.

	
	Skills
· Produce detailed lists of tools, equipment and materials. Formulate step-by-step plans and, if appropriate, allocate tasks within a team.
· Select from and use a range of tools and equipment to make products that that are accurately assembled and well finished. Work within the constraints of time, resources and cost.
· Compare the final product to the original design specification.
· Test products with the intended user, where safe and practical, and critically evaluate the quality of the design, manufacture, functionality and fitness for purpose.
· Consider the views of others to improve their work.


	Skills
· Produce detailed lists of equipment and fabrics relevant to their tasks.
· Formulate step-by-step plans and, if appropriate, allocate tasks within a team.
· Select from and use a range of tools and equipment, including CAD, to make products that are accurately assembled and well finished. 
· Work within the constraints of time, resources and cost.




	Skills
· Formulate a step-by-step plan to guide making, listing tools, equipment, materials and components.
· Competently select and accurately assemble materials, and securely connect electrical components to produce a reliable, functional product.
· Create and modify a computer control program to enable their electrical product to respond to changes in the environment. Evaluating
· Continually evaluate and modify the working features of the product to match the initial design specification.
· Test the system to demonstrate its effectiveness for the intended user and purpose.


	
	Core Vocabulary
Cam
snail cam
off-centre cam
egg cam 
follower
axle
handle 
rotary motion
oscillating motion
reciprocating motion 
mechanical system


	Core Vocabulary
CAD – Computer aided design
Seam allowance
Wadding
Back stitch
Blanket stitch
Pattern
User 
Design brief
Innovative
embellishments
	Core Vocabulary
light dependent resistor (LDR)
light emitting diode (LED)
bulb
battery
USB 
crocodile clip 
control
program
system
input device
output device
function


	
	Exploration (enrichment/personal development)
Has anyone got any toys at home that use cams? Bring in and share.

	Exploration (enrichment/personal development)
Pupils bring in pencil cases for analysis
	Exploration (enrichment/personal development)
KS 2 Summer performance – use of props


	
	Cross-Curricular Links
Maths – accurate measuring in cm/mm
Art – sketching detailed designs

	Cross-Curricular Links
Maths – accurate measuring in cm/mm to ensure stationery fits inside.

	Cross-Curricular Links
Computing – control systems and crumble kits






	
	TEXTILES – Combining fabric shapes – eg Xmas tree decoration/baby tooth holder

	STRUCTURES – Frame structures
	FOOD – Celebrating culture and seasonality – combine with French Culture day (crepes and ratatouille)

	Year 6
	Knowledge (National Curriculum Expectations)
· Generate innovative ideas through research including surveys, interviews and questionnaires.
· Develop, model and communicate ideas through talking, drawing, templates, mock-ups and prototypes 
· Design appealing products for the intended user that are fit for purpose based on a simple design brief.
· Know that a 3-D textile product can be made from a combination of accurately made pattern pieces, fabric shapes and different fabrics and embellished and fastened with various items such as buttons, sequins, applique, zips etc.

	Knowledge (National Curriculum Expectations)
· Carry out research into user needs and existing products, using surveys, interviews, questionnaires and web-based resources.
· Develop a simple design brief to guide the development of their ideas and products, taking account of constraints including time, resources and cost.
· Generate, develop and model innovative ideas, through discussion, prototypes and annotated sketches.
· Understand how to strengthen, stiffen and reinforce 3-D frameworks.
· Know and use technical vocabulary relevant to the project.
· Know that Zaha Hadid is a famous architect who designed the London Olympics 2012 Aquatic centre

	Knowledge (National Curriculum Expectations)
· Know how to use utensils and equipment including heat sources to prepare and cook food, including the bridge and claw cutting methods.
· Understand about seasonality in relation to food products and the source of different food products.
· Know and use relevant technical and sensory vocabulary.
· Generate innovative ideas through research and discussion with peers and adults to develop a design brief and criteria for a design specification.
· Explore a range of initial ideas, and make design decisions to develop a final product linked to user and purpose.
· Use words, annotated sketches and information and communication technology as appropriate to develop and communicate ideas.



	
	Skills
· Produce detailed lists of equipment and fabrics relevant to their tasks.
· Formulate step-by-step plans and, if appropriate, allocate tasks within a team.
· Select from and use a range of tools and equipment, including CAD, to make products that are accurately assembled and well finished. 
· Work within the constraints of time, resources and cost.

	Skills
· Formulate a clear plan, including a step-by-step list of what needs to be done and lists of resources to be used.
· Competently select from and use appropriate tools to accurately measure, mark out, cut, shape and join construction materials to make frameworks.
· Use finishing and decorative techniques suitable for the product they are designing and making.
· Investigate and evaluate a range of existing frame structures.
· Critically evaluate their products against their design specification, intended user and purpose, identifying strengths and areas for development, and carrying out appropriate tests.
· Research key events and individuals relevant to frame structures.



	Skills
· Write a step-by-step recipe, including a list of ingredients, equipment and utensils.
· Select and use appropriate utensils and equipment accurately to measure and combine appropriate ingredients.
· Make, decorate and present the food product appropriately for the intended user and purpose. Evaluating.
· Carry out sensory evaluations of a range of relevant products and ingredients. Record the evaluations using e.g. tables/graphs/charts such as star diagrams.
· Evaluate the final product with reference back to the design brief and design specification, taking into account the views of others when identifying improvements.
· Understand how key chefs have influenced eating habits to promote varied and healthy diets – Jamie Oliver.


	
	Core Vocabulary
Seam allowance
Wadding
Back stitch
Blanket stitch
Pattern
User 
Product
Function
Purpose
Design brief
Innovative
Reinforce
embellishments
	Core Vocabulary
frame structure
stiffen
strengthen
reinforce
triangulation
stability
join
temporary
permanent
curve
prototype
purpose
user

	Core Vocabulary
Crepe
Ratouille
Varied
Balanced diet
Bridge method
Claw method
Seasonality
Simmer
Reduce
Boil
Shallow fry




	
	Exploration (enrichment/personal development)
Xmas crafts day

	Exploration (enrichment/personal development)
Can we find any frame structures on the school site? 

	Exploration (enrichment/personal development)
French culture day – cook crepes for the rest of the school


	
	Cross-Curricular Links
Science – teeth/growing up


	Cross-Curricular Links
Art – the study of designers and architects and detailed sketches
Geography – researching Zaha Hadid’s building in other cities around the world
	Cross-Curricular Links
PSHE/Science – healthy eating
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