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	Design and Technology at Nottingham Academy 

	Intent statement:
	Intent:
At Nottingham Academy, Design and Technology (DT) prepares children to take part in the development of tomorrow’s changing world. Our Intent is that the subject encourages children to become autonomous and creative problem solvers, both as individuals and as part of a team where they are also able to develop their innovative thinking. Design and Technology enables them to identify needs and opportunities and to respond by developing ideas, reflecting on, adapting and evaluating their designs to produce products that meet the criteria and design brief. Throughout our progressive curriculum children will learn and build on a range of knowledge and skills in the areas of construction, mechanisms, Food and nutrition, textiles, and electrical systems. 

	Substantive knowledge in DT:
	Substantive knowledge in design and technology is based on the knowledge of four key elements of the process of design (design, make, evaluate and technical knowledge). All of these elements will be taught from Nursery to Year 6 and vocabulary is taught explicitly and will be deliberately practised and applied through the 4 key elements

	Disciplinary knowledge in DT:
	Disciplinary knowledge in design and technology is the process of enabling children to use their substantive knowledge of products and materials around them to make links between and across different areas of the curriculum. Disciplinary Knowledge in design and technology will equip the children with the opportunity to explain how and why products have changed over time and how they might be further improved in the future. They can use their knowledge and understanding to suggest how existing products may be improved with the advances in modern technology. 

	Vocabulary:
	The teaching of vocabulary is crucial to academic success for our children. Tier 2 and 3 vocabulary is mapped out throughout our curriculum in order to ensure vocabulary is both progressive and ambitious. 
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	EYFS-  Nursery

	Substantive Knowledge
Throughout Early Years children develop their design skills through; working on their own and collaboratively with others, working in 2D and 3D as well as different scales and with different media. Design plays a huge part in everyday life and provision in Nursery and Reception and links are made throughout the others areas of development and to the characteristics of effective learning.

	Design:
· Have and discuss some ideas of things they would like to make or create. (C&L, EAD)
	Make:
· With some adult support, select and use resources to help them reach a goal. (PSED) 
· Explore how things work. (PD)
· Make shapes and structures. (EAD, MATHS)
· Make marks using large and small movements (PD)

	Evaluate:
· Say what they have made. (C&L)

	 Technical knowledge:
· To manipulate materials (tear, scrunch, stick) to create a piece of work. (EAD, PHY)

	Vocabulary:
picture, drawing, use, plan, ideas, draw, experiment, change, tools, materials, use, make, build, join, shape, tools, materials, use, idea, improve, final, complete, like, change, dislike, next time, better, worse, different, instead



	Sequence of Knowledge

	EYFS-  Reception 

	Substantive Knowledge
Throughout Early Years children develop their design skills through; working on their own and collaboratively with others, working in 2D and 3D as well as different scales and with different media. Design plays a huge part in everyday life and provision in Reception and links are made throughout the others areas of development and to the characteristics of effective learning.

	Design:
· Discuss ideas and begin to plan what they would like to make. (C&L, PSED) 
· Choose and select from a range of media to help them to achieve their goals. (PSED)
· Begin to talk about their designs 
· Generate ideas from examples shared 
	Make:
· Cut and prepare ingredients safely and hygienically. (PD, PSED) Tear and cut paper or card. (EAD, PD) 
· Use glue or tape to join. (EAD, PD)
· Construct with a purpose in mind and know what they need to do next
·  Measure dry ingredients with increasing independence using measuring cups. (MATHS) 
· Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. (EAD)

	Evaluate:
· Explain what they have made and why. (C&L, PSED)
· Begin to think about how to make their product better
· Begin to explore what products are, how they are made and who they are for
	 Technical knowledge:
· Develop fine and gross motor skills to hold pencils, paintbrushes, knives and forks and other tools. (PHY) 
· Use a range of tools and techniques to achieve the desired effect with increasing independence. (PHY, EAD)

	Vocabulary:
picture, drawing, use, plan, ideas, draw, improve, make better, experiment, change, tools, materials, use, make, build, join, shape, tools, materials, use, idea, improve, final, complete, like, change, dislike, next time, better, worse, different, instead, Apron,  Chop,  Cut ,Equipment Fork Knife Mix Spoon experiment, change, tools, materials, use, make, build, join, shape, tools, Bead Button Fabric Felt Scissors Sew, Spin, slide, split pin, masking tape, stick, push, pull, up down, button, turn, press, wheel























	Sequence of Knowledge

	KS1- Year 1

	Substantive Knowledge

	Mechanisms- 
Levers and sliders. 
Design and make a moving picture liked to Little Red riding hood 
[image: ]

	Construction/ Mechanism 
Design and make a windmill- linked to History topic
[image: ]
	Food and Nutrition
[image: ]Design and make a healthy snack for breaktime- linked to PSHE unit


	Design:
· Design a purposeful, functional and appealing product.
·  Talk about their ideas. 
· Generate ideas for products by drawing on their own experiences.
·  Use pictures and words to convey what they want to make.
·  Explain which materials they will use for their product
	Design:
· Design a purposeful, functional and appealing product.
·  Talk about their ideas. 
· Generate ideas for products by drawing on their own experiences.
·  Use pictures and words to convey what they want to make.
· Explain which materials they will use for their product

	Design 
· Design a purposeful, functional and appealing product.
·  Talk about their ideas. 
· Generate ideas for products by drawing on their own experiences.
· Use pictures and words to convey what they want to make.
· Explain which ingredients they will use for their product

	Make:
· Make a product with construction materials 
·  Select from and use construction materials, according to their characteristics. 
· Select from and use tools to help them make their product. 

	Make:
· Make a product with construction materials 
·  Select from and use construction materials, according to their characteristics. 
· Select from and use tools to help them make their product.
	Make:
· Select from and use tools to help them make their product. 
·           Understand what makes a healthy diet. 
· Prepare a simple dish.

	Evaluate:
· Say what they like about their product and why
· Say whether the product does what it is meant to do 
	Evaluate:
· Say what they like about their product and why
· Say whether the product does what it is meant to do
	Evaluate:
· Say what they like about their product and why

	Technical knowledge:
· Build structures and explore how they can be made stronger and more stable. 
· Explore and use mechanisms with levers and sliders
	Technical knowledge:
· Build structures and explore how they can be made stronger and more stable. 
· Explore and use mechanisms to make the windmill turn 
	Technical knowledge:
· Prepare ingredients safely and hygienically to produce simple dishes without using a heat source
· Understand what makes a healthy diet- e.g food groups 
· Know that we should eat 5 portions of fruit or veg a day

	                                                                                                                       Disciplinary knowledge:     A year 1 Designer will….

	· Safe use of simple tools to punch to cut and make holes materials 
· Joining 2D and 3D materials- gluing , sticking
•   Tying, fixing with split pins
 • Creating basic hinges 
• Creating levers and sliders
 • Understanding of structures and how these can be made stronger and more stable 
• Understanding simple mechanisms that allow movement – sliding mechanisms 
• Basic food handling, hygienic practices and personal hygiene, including how to control risks 
• Safe use of a variety of tools and equipment to peel, cut , grate, mix and mould food
 • The nutritional value of food stuffs in a balanced diet 
• Know about and apply basic finishing techniques e.g. collage, painting, colouring to match a design brief.

	Vocabulary:
purpose, develop, model, template, information, materials, mock up, function, product, media, appeal, prototype, audience design, equipment, material, fabric, thread, shape, glue, cut, fold, sew, staple, join, function, refine, mechanism, adhesive, template evaluate, improve, design, product, criteria, judge healthy, unhealthy, source, fruit, vegetables, clean, safe, dirty, unsafe, amount, ingredients, recipe, weight, nutrients, vegetarian, dietary requirements design, equipment, material, fabric, thread, shape, glue, cut, fold, sew, staple, join, function, refine, mechanism, adhesive, template, slider, lever, pivot, slot, bridge, card, masking tape, paper fastener, join, pull, push, up, down, straight, curve, forwards, backwards, vehicle, wheel, axle, axle holder, cutting, joining, shaping, finishing, fixed, free, moving, tools, equipment materials

	Prior learning:
EYFS- Experience of modelling and construction using recycled materials 
EYFS- Experiences of joining materials in a variety of ways- glue, tape, split pin 
Food and nutrition- Easter nests, melting chocolate 

	Cross curricular links and enhancements:
English- Little red riding hood text- creating a moving scene from the story using sliders/ levers to support retell of the story. Character names, story plot recap 
History- Links to George Greens Windmill- exploring how a windmill works to have a foundation of knowledge ready for history topic 
PSHE- Links to healthy eating 
Science – caring for our bodies- how to stay healthy 
Maths- measure, length, height , shape properties , weight, capacity




	[bookmark: _Hlk140082731]Sequence of Knowledge

	KS1- Year 2

	Substantive Knowledge

	[image: ]Textiles 
Design and make a Christmas decoration 
	Construction
Design and make a Tudor house
[image: ]
	Mechanisms- wheels and axles
Design and make a moving vehicle 
[image: ]

	Design:
· Design a purposeful, functional and appealing product. 
·  Communicate their ideas through talking and drawing. 
·  Use knowledge of existing products to help come with ideas for their own products.
· Model ideas by exploring materials and making templates and mock-ups 
·  Design a purposeful product based on design criteria.
	Design:
· Design a purposeful, functional and appealing product. 
·  Communicate their ideas through talking and drawing. 
·  Use knowledge of existing products to help come with ideas for their own products.
· Model ideas by exploring materials and making templates and mock-ups 
·  Design a purposeful product based on design criteria.
	Design 
· Design a purposeful, functional and appealing product. 
·  Communicate their ideas through talking and drawing. 
·  Use knowledge of existing products to help come with ideas for their own products.
· Model ideas by exploring materials and making templates and mock-ups 
·  Design a purposeful product based on design criteria.


	Make:
·  Make a product using textiles and fabrics as the choice of materials.
·  Select from and use a wide range of tools to cut, shape, join and finish their product.
·  Select from and use a wide range of materials, according to their characteristics. 
·  Use a simple stitch
	Make:
· Make a product with construction materials 
·  Select from and use construction materials, according to their characteristics. 
· Select from and use a wide range of tools to cut, shape, join and finish their product.
	Make:
· Select from and use a wide range of tools to cut, shape, join and finish their product.
·  Select from and use a wide range of materials, according to their characteristics.
· Select from and use a wide range of tools to cut, shape, join and finish their product.



	Evaluate:
· Explore and evaluate a range of existing products to help inform their own product ideas.
·  Talk about how their finished product meets the design criteria.
	Evaluate:
· Explore and evaluate a range of existing products to help inform their own product ideas.
·  Talk about how their finished product meets the design criteria.
	Evaluate:
· Explore and evaluate a range of existing products to help inform their own product ideas.
· Talk about how their finished product meets the design criteria.


	Technical knowledge:
· Shape textiles using a template 
· Explore some simple stitches i.e running stitch 
· Explore how materials can be joined 

	Technical knowledge:
·  Explore how materials can be made stronger, stiffer and more stable
· Explore a range of joining techniques
	Technical knowledge:
· Explore how materials can be made stronger, stiffer and more stable
· Create a product with a wheel mechanism


	                                                                                                                       Disciplinary knowledge:     A year 2 Designer will….

	· Using templates and patterns on fabric, pinning, tracing around outline of component parts . 
· Experimenting with using a template to draw and cut out 2 identical shapes
· Applying basic measuring skills
· Cutting fabric with precision 
· Use of simple models e.g. base kits/use of nets to plan out use of space or a structure might be marked out in order to be made 
· Developing basic sewing techniques 
· Developing a range of techniques for joining fabriclacing, stitching, stapling, gluing, taping 
· Joining wheels and axels 
· Understanding simple mechanisms that allow movement – wheels 
      • Know about and apply different finishing techniques – collage, paint, cut out shapes, computer generated images to match a design brief

	Vocabulary:
purpose, develop, model, template, information, materials, mock up, function, product, media, appeal, prototype, audience design, equipment, material, fabric, thread, shape, glue, cut, fold, sew, staple, join, function, refine, mechanism, adhesive, template evaluate, improve, design, product, criteria, judge healthy, unhealthy, source, fruit, vegetables, clean, safe, dirty, unsafe, amount, ingredients, recipe, weight, nutrients, vegetarian, dietary requirements, cut, peel, grate, measure, weigh, scales design, equipment, material, fabric, thread, shape, glue, cut, fold, sew, staple, join, function, refine, mechanism, adhesive, template joining, finishing, tools, fabrics, template, pattern, mark out, join, decorate, finish slider, lever, pivot, slot, bridge, card, masking tape, paper fastener, join, pull, push, up, down, straight, curve, forwards, backwards, vehicle, wheel, axle, axle holder, cutting, joining, shaping, finishing, fixed, free, moving, tools, equipment materials

	Prior learning:
Year 1 Food- created a healthy breaktime snack
Year 1 – Mechanisms- sliding parts/ levers on Little Red riding hood picture     Mechanism- moving windmill 

	Cross curricular links and enhancements:
RE- Understanding of how Christians celebrate Christmas                             Science- materials and their properties 
History- Fire engine- links to knowledge of the Great Fire of London 
Maths- shape, measure, length, height, weight, capacity 
Careers- making items to sell to make a profit 





	Sequence of Knowledge

	KS2- Year 3

	Substantive Knowledge

	Mechanism- levers and linkages 
Design and make a moving Stone Age character
 [image: ]
	Construction: 
Design and make a Roman Shield 
[image: ]
	Food and Nutrition:
Design and make Egyptian bread
[image: ]

	Design:
· Research existing products to inform their own product designs. 
·  Help to generate the success criteria for their product. 
·  Generate designs with annotated sketches.
·  Develop their ideas through discussion.
·  Does their design fit the success criteria? Is it fit for purpose and for the target audience?
· Consider the tools and equipment needed
· Develop an understanding of how lever and linkages work
	Design:
· Research existing products to inform their own product designs. 
·  Help to generate the success criteria for their product. 
·  Generate designs with annotated sketches.
·  Develop their ideas through discussion.
·  Does their design fit the success criteria? Is it fit for purpose and for the target audience?
· Consider the tools and equipment needed
	Design 
· Research existing products to inform their own product designs. 
·  Help to generate the success criteria for their product. 
·  Generate designs with annotated sketches.
·  Develop their ideas through discussion.
·  Does their design fit the success criteria? Is it fit for purpose and for the target audience?
· Consider the tools and equipment needed

	Make:
·  Make a product using a range of materials.
·  Select from a range of materials, based on their functional properties and what they look like.
· Select from and use a range of tools and equipment to cut and measure accurately.
· Explain what is being made and why the audience will like it
· Incorporate a lever and linkage within a product
	Make:
· Make a product using a range of materials.
·  Select from a range of materials, based on their functional properties and what they look like.
· Select from and use a range of tools and equipment to cut and measure accurately.
· Explain what is being made and why the audience will like it
	Make:
· Understand what makes a healthy diet.
·  Follow a recipe to prepare a savoury dish.
·  Measure and weigh ingredients appropriately.
· Explain what is being made and why the audience will like it

	Evaluate:
· Investigate a range of existing products.
·  Evaluate their product against the design criteria.
·  Consider how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate a range of existing products.
·  Evaluate their product against the design criteria.
·  Consider how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate a range of existing products.
·  Evaluate their product against the design criteria.
·  Consider how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.

	Technical knowledge:
· Understand how a levers and linkages mechanism works  
	Technical knowledge:
·  Apply their understanding of how to strengthen, stiffen and reinforce materials
	Technical knowledge:
· Understand and apply the principles of a healthy diet.



	                                                                                                                       Disciplinary knowledge:     A year 3 Designer will….

	· Work safely with a range of tools 
· Extend understanding of ways of fixing and joining components and selecting most appropriate for a given task
· Understanding how to make stable structures - rolling, folding, and layering, reinforcing corners, cutting a mitre joint 
· Understanding how pneumatic systems work 
· Revising how simple levers work 
· Know about and apply different finishing techniques –collage, paint, cut out shapes, decoupage, varnishing for durability.
·  Understanding of food preparation techniques( tearing, cutting, slicing, grating) and ways of combining foods to make a product for a particular purpose
·  Combining foods on the basis of taste, appearance and texture 
· Understanding of different food groups within a healthy and balanced diet

	Vocabulary:
appeal, criteria, research, preference, purpose, intended user, parts, idea, needs and wants, product, annotate, sketch, prototype, patterns, annotations, notes, cross sections, drawings, sketches, realistic, decide, diagram, model tools, equipment, materials, function, construction, finishing, polishing, painting, smoothing, assemble, stages of making, measure, mark out, cutting, shaping, perimeter, slots, cut-outs, varnishing criteria, evaluate, product, purpose, user, needs, design, construction, methods, strengths, areas for development, view, preference, reasons, improve, inventor, designer, manufacturer, products, names of inventors savoury, sweet, recipe, appearance, peeling, chopping, grating, mixing, spreading, kneading, baking, prepare, temperature, taste, texture, hygiene, safety, measure, gram, kilogram, heat/hot, oven, hob, cook, utensils, levers, linkages, 

	Prior learning:
Year 1- Food- healthy breaktime snack (no heat)    Mechanisms- levers and sliders- make a moving picture
Year 2- construction- making Tudor houses- exploring joining techniques to make a 3d structure    
Year 2- Mechanisms- Axles and wheels Construction- Strengthening vehicles  

	Cross curricular links and enhancements:
History- The Stone Age, The Romans, The Egyptians 
Maths- shape, measure, length, height, repeating patterns, weight, capacity 
Science- Everyday materials (year 2)







 
	Sequence of Knowledge

	KS2- Year 4

	Substantive Knowledge

	Electrical systems:
Design and make a replica of the Ironman 
[image: ]
	Food and Nutrition:
Design and make Maya corn tortillas 
[image: ]
	[image: ]Design and make an interactive/ working model to show how the digestive system works
 

	Design:
· Use research of existing products to develop design criteria for their own products.
· Design innovative, functional and appealing products that are fit for purpose.
· Generate and develop their ideas through annotated sketches and prototypes.
· Generate more than one idea for a product
· Plan which materials and tools will be needed
	Design:
· Use research of existing products to develop design criteria for their own products.
· Design innovative, functional and appealing products that are fit for purpose.
· Generate and develop their ideas through annotated sketches and prototypes.
· Generate more than one idea for a product
· Plan which materials and tools will be needed
	Design 
· Use research of existing products to develop design criteria for their own products.
· Design innovative, functional and appealing products that are fit for purpose.
· Generate and develop their ideas through annotated sketches and prototypes.
· Generate more than one idea for a product
· Plan which materials and tools will be needed


	Make:
· Make a product using construction materials. 
· Use mechanical systems in their products e.g. gears and pulleys. 
· Select from and use a range of tools and equipment. 
· Select from and use a range of construction materials, using their functional properties and what they look like.
· Order the stages of making 
	Make:
· Understand the principles of a healthy diet.
·  Follow a recipe to prepare and make a savoury dish (with a heat source). 
· Measure ingredients, for the savoury dish, using scales.
· Order the stages of making
	Make:
· Make a product using construction materials. · Use mechanical systems in their products e.g. gears and pulleys. 
· Select from and use a range of tools and equipment. 
· Select from and use a range of construction materials, using their functional properties and what they look like.
· Order the stages of making

	Evaluate:
· Investigate and analyse a range of existing products.
·  Evaluate their product against their design criteria.
·  Consider how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products.
·  Evaluate their product against their design criteria.
·  Consider how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products.
·  Evaluate their product against their design criteria.
·  Consider how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.

	Technical knowledge:
· Understand and use electrical systems 
· Apply their understanding of how to strengthen, stiffen and reinforce structures.
	Technical knowledge:
·  Understand and apply the principles of a healthy diet 
· Know that a healthy diet is made up of a variety and balance of different food and drink
	Technical knowledge:
· Understand and use mechanical structures in their products e.g. levers and gears. 
· Apply their understanding of how to strengthen, stiffen and reinforce structures.


	                                                                                                                       Disciplinary knowledge:     A year 4 Designer will….

	· Measuring accurately, marking out, cutting, folding, scoring, 
· Using patterns and templates with more than 2 pieces
· Relate a mechanism to its purpose and select for a desired type of movement 
· Joining and reinforcing fabrics 
· Demonstrating fabric can be joined in a number of different ways – sewing using a range of stitches
·  Understanding linkage mechanisms and the type of movement they produce 
· Use a range of techniques such as peeling, chopping, slicing, grating, mixing and spreading 
· Understanding what makes a quality finish- collage, printing, drawing, use of font, size, colour, layout 
· Using a widening range of decorative techniques 
· Be able to follow a recipe
· Prepare ingredients hygienically 
· Measure accurately to the nearest gram 

	Vocabulary:
appeal, criteria, research, preference, purpose, intended user, parts, idea, needs and wants, product, annotate, sketch, prototype, patterns, annotations, notes, cross sections, drawings, sketches, realistic, decide, diagram, model tools, equipment, materials, function, construction, finishing, polishing, painting, smoothing, assemble, stages of making, measure, mark out, cutting, shaping, perimeter, slots, cut-outs, varnishing, criteria, evaluate, product, purpose, user, needs, design, construction, methods, strengths, areas for development, view, preference, reasons, improve, inventor, designer, manufacturer, products, names of inventors savoury, sweet, recipe, appearance, peeling, chopping, grating, mixing, spreading, kneading, baking, prepare, temperature, taste, texture, hygiene, safety, measure, gram, kilogram, heat/hot, oven, hob, cook, utensils mechanism, lever, linkage, pivot, slot, bridge, process, output, linear, rotary, oscillating, reciprocating

	Prior learning:
Year 3- Food and Nutrition- Egyptian bread 
Year 2- Mechanisms-  Fire engines- wheels and axles  
Year 3- Construction- Roman shields – reinforcing materials and joining methods

	Cross curricular links and enhancements:
History- Mayans- linked to food and diet 
Maths- shape, measure, length, height, weight, capacity, temperature 
English- Ironman text- character description to support design 
Science- linked to animals and humans- how the digestive system works. Including function and layout of organs 


 
	Sequence of Knowledge

	KS2- Year 5

	Substantive Knowledge

	Textiles:
Design and make a Christmas Stocking 
[image: ]
	Mechanical systems- wheels and axles and pulley mechanism:
Design and make a Mars Rover
[image: ]
	[image: ]Construction and Mechanisms- CAM: 
Design and make a model to demonstrate the rainforest structure and animals that live in the different layers which includes a CAM mechanism.     
 

	Design:
· Design innovative, functional and appealing products that are fit for purpose.
·  Undertake research to inform the design criteria and process. This may include surveys and interviews (data)
·  Generate, develop and model ideas through the use of annotated prototypes 
· Generate, develop, model and communicate their ideas through computer aided design where appropriate.
	Design:
· Design innovative, functional and appealing products that are fit for purpose.
·  Undertake research to inform the design criteria and process. 
· Generate, develop and model ideas through the use of annotated prototypes and cross-sectional diagrams.
·  Generate, develop, model and communicate their ideas through computer aided design where appropriate.
	Design 
· Design innovative, functional and appealing products that are fit for purpose.
·  Undertake research to inform the design criteria and process. 
· Generate, develop and model ideas through the use of annotated prototypes and cross-sectional diagrams.
·  Generate, develop, model and communicate their ideas through computer aided design where appropriate.

	Make:
· Make a product using textiles and fabrics as the choice of materials.
·  Select from a range of textiles and fabrics, based on their functional properties and what they look like. 
· Select from and use a wide range of tools and equipment to cut and join accurately.
· Create a list of tools, equipment and materials
	Make:
· Make a product using a range of materials
·  Select from a range of materials, based on their functional properties and what they look like. 
· Select from and use a wide range of tools and equipment to cut and join accurately.
· Create a list of tools, equipment and materials
	Make:
· Make a product using a range of materials
·  Select from a range of materials, based on their functional properties and what they look like. 
· Select from and use a wide range of tools and equipment to cut and join accurately.


	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria. 
· Consider the views of others and how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria. 
· Consider the views of others and how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria.
·  Consider the views of others and how they could improve their work. 
· Where appropriate, consider how significant events and individuals in DT have helped to shape the world.

	Technical knowledge:
· Apply their understanding of how to strengthen and reinforce materials.
· Apply a knowledge of simple stitches to join materials together. 
	Technical knowledge:
· Apply their understanding of how to strengthen and reinforce materials.
· Apply knowledge of a working wheels and axles 
· Apply knowledge of a working pulley 
	Technical knowledge:
· Apply their understanding of how to strengthen and reinforce materials.
· Apply knowledge of a CAM to create a pop-up part to the rainforest 


	                                                                                                                       Disciplinary knowledge:     A year 5 Designer will….

	·  Measuring accurately, marking out, cutting, folding, scoring, drilling and mounting structures
·  Using a range of sharp tools safely – paper drill, hole punch 
· Understanding how different materials can be reinforced for different purposes 
· Assembling materials in temporary ways as a trial prior to finalizing design choices 
· Cutting and joining component parts to a main structure 
· Understanding how to control movement with a cam mechanism 
· Selecting appropriate methods and resources for finishing a design that reflect the intended use, cultural, geographical or historical influences

	Vocabulary:
leisure, culture, enterprise, industry, surveys, interviews, appealing, fit for purpose, questionnaires, preference, individuals, groups, design features, needs, wants, functional, research, value, prototype, cross section, sketch, generate, model, develop, step by step, annotate, discuss, decisions, time, plans, guide, cost, resources, clarify, ideas, constraints suitability, aesthetic, procedures, accuracy, cutting, shaping, joining, finishing, accuracy, assemble, combine, components, equipment, techniques, measure, mark out, gluing, filing, sanding, appropriate, finishing, steps suitable, manufacture, innovate, sustainability, construction, effective, designed, suitable, successful, improvement, intended, impact, materials, products, functional, investigate, methods, analyse, existing, strengths, areas for development, views, developing, criteria, improve, evaluate, quality, inventor, designer, manufacturer, inventors names, website suitability, aesthetic, procedures, accuracy, cutting, shaping, joining, finishing, accuracy, assemble, combine, components, equipment, techniques, measure, mark out, gluing, filing, sanding, appropriate, finishing, steps pulley, rotation, spindle, driver, follower, ratio, transmit, axle, motor, switch, annotated drawings, input, process, output 

	Prior learning:
Year 2- Textiles making a Christmas decoration    Mechanisms- wheels and axles 
Year 3- Construction – Roman shield – reinforcing materials
Year 4- Replica of Ironman – construction and electrical systems                          Year 4- Construction interactive model of digestive system      

	Cross curricular links and enhancements:
History- Victorians- links to clothing and fashion 
Maths- shape, measure, length, height, angles, data 
English- Explorer text- knowledge of rainforest, layers and animal 
Science- linked to animals and humans and living things and their habitats- biomes. Earth and Space topic- links to knowledge of Mars, what scientists already know and how




	Sequence of Knowledge

	KS2- Year 6

	Substantive Knowledge

	[image: ]Construction and mechanical/electrical systems:

Design and make a theme park ride powered by an electrical circuit 

	[image: ]Food and Nutrition:

Design and make a simple Greek dish 
	[image: ]Textiles:

Design and make a sunglasses case to take on your holiday 

	Design:
· Design innovative, functional and appealing products that are fit for purpose. 
·  Undertake research to inform the design criteria and process. This may include surveys and interviews, data etc. 
·  Use prototypes (and pattern pieces where appropriate), exploded diagrams (that show how products fit together) and computer aided software to represent designs.
· Work within constraints. Refining and justifying plans as necessary 
	Design:
· Design innovative, functional and appealing products that are fit for purpose. 
·  Undertake research to inform the design criteria and process. This may include surveys and interviews.

	Design 
· Design innovative, functional and appealing products that are fit for purpose. 
·  Undertake research to inform the design criteria and process. This may include surveys and interviews.
· Use prototypes (and pattern pieces where appropriate)
· Work within constraints. Refining and justifying plans as necessary

	Make:
· Make a product using construction materials. 
· Select from and use a range of tools and equipment to cut, shape and finish a product
·  Select from and use a range of construction materials, using their functional properties and what they look like. 
· Use a series circuit within their product.
· Consider the aesthetic qualities and functionality of the product, amending as appropriate when making 
	Make:
· Understand the principles of a healthy diet. 
· Prepare and cook a savoury dish, using seasonal ingredients linked to knowledge of Greek cuisine. 
	Make:
· Make a product using construction materials.
·  Select from and use a range of tools and equipment to cut, shape and finish a product 
·  Select from and use a range of construction materials, using their functional properties and what they look like
· Consider the aesthetic qualities and functionality of the product, amending as appropriate when making

	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria. 
· Consider the views of others and how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria. 
· Consider the views of others and how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.
	Evaluate:
· Investigate and analyse a range of existing products. 
· Evaluate their ideas and product against their design criteria. 
· Consider the views of others and how they could improve their work.
·  Where appropriate, consider how significant events and individuals in DT have helped to shape the world.

	Technical knowledge:
· Understand and use electrical systems in their products e.g. include a series circuit with switches, bulbs, buzzers and motors. 
· Apply their understanding of computing to program, monitor and control their products.
	Technical knowledge:
· Understand and apply the principles of a healthy diet. 
· Understand seasonality and know where and how a variety of ingredients are grown, reared, caught and processed
· Know recipes can be adapted 
· Know that food contains different substances- nutrients, fibre etc 
· Know food can be grown, reared or caught
· Understand the importance of storage and handling of ingredients 
	Technical knowledge:
· Apply their understanding of how to strengthen and reinforce material in order to offer protection to the contents 
· Apply knowledge of a range of stitches to join materials and fastenings 


	                                                                           Disciplinary knowledge:     A year 6 Designer will….

	·  Making accurate patterns and templates 
· Using a range of tool and techniques for marking out, measuring and cutting a range of materials 
· Knowing that structures can fail when loaded
·  Knowing how to reinforce structures and to research info about this from a range of sources 
· Using a variety of temporary and permanent joining techniques, including framework, materials and textiles. 
· Assembling components to make working models
· Using known skills e.g. applique,, cutting, embellishing, fabric gluing, stencilling
	
· Understanding how different sorts of switches can be used to control electrical current 
· Developing a structure with finishing techniques 
· Distinguish between functional and decorative product
· Learn to control the temp of oven or hob.
· Use a range of techniques when cooking – peeling, chopping, grating, mixing etc
· Understanding how products can be driven by electricity 
· Understanding of how to control speed and direction

	Vocabulary:
leisure, culture, enterprise, industry, surveys, interviews, appealing, fit for purpose, questionnaires, preference, individuals, groups, design features, needs, wants, functional, research, value, prototype suitability, aesthetic, procedures, accuracy, cutting, shaping, joining, finishing, accuracy, assemble, combine, components, equipment, techniques, measure, mark out, gluing, filing, sanding, appropriate, finishing, steps, cross section, sketch, generate, model, develop, step by step, annotate, discuss, decisions, time, plans, guide, cost, resources, clarify, ideas, constraints aroma, cooking time, temperature, storage, handling, recipe, nutrients, substitute, adapting, methods, prepare, cook, savoury, peeling, chopping, slicing, kneading, baking, melting, whisking,, rise, grating, dissolving, juicing, mixing, blending, seasonal, dietary, growing, requirements, reared, vegetarian, vegan, fishing, processed, storage light dependent resistor (LDR), light emitting diode (LED), bulb, bulb holder, battery, battery holder, USB cable, wire, insulator, conductor, crocodile clip, control, program, system, input, output, series circuit, parallel circuit

	Prior learning:
Year 5- Make a rainforest with CAM mechanism     
Year 4- Electrical systems- making an Ironman Replica
 Year 1- make a healthy snack- (no heat source) Year 3- Egyptians bread (using heat source) Year 4 – Food Mayan tortillas (using heat source)
Year 2- Textiles – make a Christmas decoration       Year 5 make a Christmas stocking

	Cross curricular links and enhancements:
History- Ancient Greece                    Maths- shape, measure, length, height, angles, weight, capacity, data, temperature (cooking)
Science- linked to electricity               Geography- Comparisons of UK and Greece
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