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ATo understand how the National Curriculum / EYFS Framework
be developed into a cohesive unit of work.

ATo provide you with some principles of an effective DT curriculu
that informs curriculum design and teaching and learning in DT
ATo provide you with a bank of knowledge about key areas of de:

technology, including technical knowledge.
A Signpost resources to support you in your role as subject leader
ATo provide an opportunity for you to carry out a review of the
curriculum provision for design technology in your school.
ASome ideas for delivering focused CPD for staff in your own sch

OBJECTIVES
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3 sessions over the Academic Year 20251

Sessionl: Thursday 14" November
Session 2: Thursday &' February
Session 3: Thursday 26" June

On-going seltevaluation of design technology provision
with your school + action planning

Subject knowledge session focusing on strands of learning
In design technology.
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Autumn Term 2024: Thursday T4November Focus: Curriculum

SelfEvaluation & Action Planning

Schools to bring curriculum documents/leteym planning. Audit will cover:
National Curriculum Requirements

Design Technology strands of learning

Fundamentals and Principles of DT

Long term planning to ensure progression and knowleldigkding

Key Document Progression of knowledge and skills

Key Document Progression and teaching vocabulary

Too oo o o o o

Subject Knowledge Session: Cooking and Nutrition

A The curriculum in Cooking and Nutrition

A Essential knowledge (disciplinary and substantive knowledge)

A Additional learning opportunities (food origins, seasonality, different diets)
A Progression of cooking skills

A Enterprise activities when cooking.

A Resources for cooking and nutrition.
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Spring Term 2025: Thursday*&ebruary  Focus: Teaching

SelfEvaluation & Action Planning

What constitutes an effective unit of work in Design Technology (based on principles of effective DT which unde
the National Curriculum)

Principles of teaching for effective learning in design technology
3 types of lessons in design technology

Supporting Teachers and teaching in Design Technology
Developing a confidence questionnaire for staff ing@reas of strength and weakness
Staff subject knowledge

Planning a Unit of Work in Design TechnolqQgyorking backwards
Resources for Design Technolegyformation

Subject Knowledge Session: Structures & Textiles
Framework and shell structures

Properties of materials / sheet materials

Textilesg curriculum content and key skills and techniques
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Summer Term 2025: Thursday®8une Focus: Assessment & Monitori

SelfEvaluation & Action Planning

Assessment in Design Technology (linked to progression document) and keeping pupils on track to reach curric
points.

WSO2NRAY3I OKAfRNBYQa fSIFENYyAy3a Ay 5SaAdy ¢SOKyz2f23¢

Making the Most of a Lesson Visit

A Book looks

A Lesson observation

A Talking to children

A Talking to teachers

Other evidence that can support monitoring of teaching and learning?

Celebration: Invite schools to reflect and present on the impact of sessions 1 & 2.

Subject Knowledge Sessiofystems (Mechanical, Electrical and Program Systems)

Mechanical systems in design technology (technical knowledge and using them in products that children have @
and made)

Program systeme building confidence in using Crumble Kits &hidrobits
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PRIMARY DESIGN TECHNOLOGY

Ensuring outstanding teaching in Design Technology
contact: support@primarydt.com

Primary Design Technology DT Scheme of Work DT Buy Units DT Key Stage 1 Upper Key Stage 2 DT Lower Key Stage 2

PRIMARY
DESIGN TECHNOLOGY

SCHEME OF WORK

Buy the Scheme of Work
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What do you
mean I'm
leading design
technology!
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OMG
There is so

much to cover
and do!
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Teacher subject
knowledge!
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Subject leader
expertisel
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Are we teaching design technolog
because we must teach It or
because we want to teach I1t?

Welcome and Introductions \(




PRIMARY DESIGN TECHNOLOGY

Ensuring outstanding teaching in Design Technology
contact: support@primarydt.com

Primary Design Technology

DT Scheme of Work

DT Buy Units DT Key Stage 1

Upper Key Stage 2 DT Lower Key Stage 2

THE CURRICULUM IN
DESIGN TECHNOLOGY

LJ | Design Technology Professional Development
. www.primarydt.com WEBINAR 1

DESIGN TECHNOLOGY
IN THE EARLY YEARS

[ Demgn Technn!og'. Profe sional Development
L.I: i WEBINAR 2

PRINCIPLES OF EFFECTIVE
DESIGN TECHNOLOGY

. Des anTPchnoI:ng Profn sional Development

WEEINAR 3

EVALUATION &
TASTE TESTING

‘ I Des fgn Technology mee sional Development

dt.c

SEWING
TECHNIQUES

= Design Technology Professional Development
www.primarydt.com

Models & Mood
Boards

: l Design Technology Professional Development

www.primarydt.com

COMPUTER AIDED
DESIGN

www.primarydt.com

= ! Design Technology Professional Development

COOKING SKILLS
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PRESENTATION SLIDES

/Delegate Resources \
Copy of the presentation slides

Design Technology in the Early Years (Cumberland Coungil)
Design Technology Vocabulary List

Design Technology Progression Document

Generic Intent, Implementation and Impact Statement

To Too T To Do

= I Design Technology Professional Development
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Section 1: The Curriculum in Design Technoilc
National Curriculum Strands of Learning




Creative

Technical

Practical

Everyday tasks
Technological world

Knowledge
Understanding
Skills

Design and make
Prototypes

Products
Range of users

Critique
Evaluate
Test their ideas

Overa” AImS National Curriculum (Design Technology)

The national curriculum for design and technology

aims to ensure that all pupills:

A Develop thecreative, technicaland practical
expertise needed to performveryday tasks
confidently and to participate successfully in an
Increasinglytechnological world

A Build and apply a repertoire éhowledge
understandingandskillsin order todesign and
make high-quality prototypes andproductsfor a
wide range of users

A Critique, evaluateandtest their ideasand products
and the work of others.

A Understand and apply the principles of nutrition and
learn how to cook.



Pupils should be taught
A Knowledge

A Understanding

A Skills

Iterative process

Relevant contexts

Key Stage 1 National Curriculum (Design Technology)

Through a variety of creative and practical activities,
pupils should be taughthe knowledge, understanding
and skillsneeded to engage in arerative procesof
designing and making. They should work in a range of
relevant contexts.

When designing and making, pupils should be taught to:

Design

A Design purposeful, functional, appealing products for
themselves and other users based on design criteria

A Generate, develop, model and communicate their idea:
through talking, drawing, templates, mocis and,
where appropriate, information and communication



Key Stage 1 National Curriculum (Design Technology)

When designing and making, pupils should be taught to:

Make

A Select from and use a range of tools and equipment to
perform practical tasks.

A Select from and use a wide range of materials and
components, including construction materials, textiles
and ingredients, according to their characteristics.

Evaluate
A Explore and evaluate a range of existing products.
A Evaluate their ideas and products against design criteri:

Technical knowledge
A Build structures, exploring how they can be made
stronger, stiffer and more stable.

A Explore and use mechanisms in their products. I'Q/_)
N



Key Stage 2 National Curriculum (Design Technology)

Through a variety of creative and practical activities,

Pupils should be taught pupils should be taughthe knowledge, understanding

A Knowledge and skillsneeded to engage in aiterative processof

ﬁ g;ﬂgrgtandmg designing and making. They should work in a range of
relevant contexts.

Iterative process

When designing and making, pupils should be taught to:
Relevant contexts
Design

A 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

A Generate, develop, model and communicate their ideas
through discussion, annotated sketches, crssstional
and exploded diagrams, prototypes, pattern pieces and

computeraided design. ?
7



Key Stage 2 National Curriculum (Design Technology)

Make
A Select from and use a wider range of tools and

equipment to perform practical tasks accurately

A 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
A Investigate and analyse a range of existing products

A Evaluate their ideas and products against their own
design criteria and consider the views of others to

Improve their work
A Understand how key events and individuals in design



Key Stage 2 National Curriculum (Design Technology)

Technical knowledge

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

A Understand and use mechanical systems in their
products

A Understand and use electrical systems in their products

A Apply their understanding of computing to program,
monitor and control their products

ALY



Nutrition

Healthy Diet

Varied Diet

Prepare dishes

Where food comes from
Cooking techniques

Seasonality
Savoury dishes
Cooking techniques

Grown, reared caught
and processed

Cooking @l National Curriculum (Design Technology)

Pupils should be taught to:

A Use the basic principles of a healthy and varied diet to
prepare dishes

A Understand where food comes from.

Pupils should be taught to:

A Understand and apply the principles of a healthy and
varied diet

A Prepare and cook a variety of predominantly savoury
dishes using a range of cooking techniques

A Understand seasonality and know where and how a
variety of ingredients are grown, reared, caught and
processed.

’QA
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’f'k The National CurriculumProgramme of Study

'D|scip|inary Knowledge Technical Knowledge

ROW the sl)Et
Design
Technology

Electrical
Systems

Design
Technology

@

Cooking &

Nutrition

4

)

Designers

« @}

The Curriculum in Design Technology: National Curriculum Strands of Learning



) The National CurriculumProgramme of Study

- O = [Tl
Designing o QO D
Maklng_ g C:D. 2*
Evaluating Q Q =3
Technical Knowledg g n Q
Vocabulary — — )
Designers - (_Dl <
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= =t @®
o (D 3
- 2 n

Y6

The Curriculum in Design Technology: National Curriculum Strands of Learning



Long Term Planning (Implementation)

Y 1 Materials/Textiles Mechanical Systems
Y2 Mechanical Systems

Y 3 Materials/Textiles Mechanical Systems
Y 5 Materials/Textiles Program Systems
Y6 Program Systems

A
|The Curriculum in Design Technology: National Curriculum Strands of Learning @'\




SECTION 1: National Curriculum Strands of Learning

I_ Key Questions:

D mW? YUt WagédWeel | JUqWHR:z 1 | RAEz G2 0 WG!I Y2Rt RYULWWA WD q a6 13 LW
technology?

3 n Wf + Waq 6-tédmiplaic/ twéridulim overview for design technology?

& Wit WGl Y2RE RYUWNYI W It RNULWa D FAdibciiarapplodtipd 3¢ 1 ¢! WRT U
mWft Wagdé Wl JWe Wl ¢qRYUcCTGWWnY!l WadéJWHez 1l | RAz e d WRULWI I3t R

2 MW? YWa6 Wt 3! Wt q¢e¢ NPWIUT WGYRUqt WacqHG6 W6 We GHRqRY UL
mlW | DWaé Wt R+EW gl ¢UT+ WY nWaWel URUNDWHRY21IJI T WRULW enmn

:) National Curriculum?

— N 1dkhere evidence thatany scheme of work has been adapted to meet the context of the school and reflect

D the school community?

The Curriculum in Design Technology: Curriculum Audit P




DESIGNNTECHNOLOGY AND ITHE EAREYAYEARS

From birth children are involved in making choices and decisions, using their senses to explore the world around
them.

A Children making choices about which toys they like and those they discard.

A Beginning to make choices about food they will eat and food they will not.

Children making choices about produatsdoes it meet their needs? Do they want to engage with the product?
As children progress through EYFS are they provided with the knowledge to make more informed choices?

As subject leaders it is important to know and understand what the subject looks like in the EYFS

Over the past ten years Ofsted have recognised the importance of a continuity curriculum from EYFS into the

Primary Years.

A Create the foundations of design technology in EYFS that is built on in KS1 and KS2.

A Do EYFS practitioners know the experiences and expectations of the primary curriculum in design technology |
they provide the learning experiences and havestiigect knowledgeo prepare children for their next stage?)

LAYINGETHE EOUNDATIONS

The Curriculum in Design Technology: Design Technology in the Early Years




DESIGNNTECHNOLOGY AND ITHE EAREYAYEARS

Teaching separate subjects, such as design technology, is not advocated in the EYFS framework

A Learning in design technology straddles the Understanding the World and Expressive Arts and Design strands
EYFS framework.

Al 2YYdzyAOFGA2Y YR [ly3dza 3S RSOSt2LIYSYyd Aa 1Seé& |yR
other areas of learning, as does Personal, Social and Emotional Development.

A Making sense of thel Y | R@I@in which they live the world around them is full of objects that have been
designed and made (Buildings, clothes, toys, the food we eat)

A Through Expressive Arts and Design children will explore and use a range of tools, techniques and materials tt
make things and explain the processes that they have used.

An effective EYFS provision will be delivering a range of activities and experiences that lay the foundations for
further learning in Key Stage 1 and beyond including:
Imaginative play

Designing and making junk models

Practising key skills such as cutting, sticking
Problem solving using construction kits

Learning basic skills such as joining and folding
Evaluating and improving what they have made

Selecting and using appropriate tools
Preparing food to eat

Making and tasting simple foods and recipes
Painting and finishing products

Making choices about what they make
Sewing and stitching things together

To o o o T I
o Joo I I I I

These are providedonaday2 R @ o6l aAa&a 6o0odzi a42YSUGAYSA OUKS LINY OQGAd.

<L

LAYINGETHE EOUNDATIONS
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(Leamingenvionment ) EYFS topics and themes include elements of design technolog

encourages exploration and

investigation:
A Resources and materials available

Investigating wheeled vehicles,
identifying the wheels and

Make a bridge for the Three Billy,

Investigating different types of

for independent and adulguided Goats Gruff knowing they go round fruit and making a fruit picnic dis
learning.
A Discussior asking the right
questions and developing Having tried on hats in the _
mcu"’:g‘#]aer;' i(r‘:]vgfgvtg?’ like, how WayYlff @2NI Designing and making a cape fo Creo?;[lnv%r?eit?tjic;tli;?nti?] k?ﬁﬁ)htsdd
children make newspaper Little Red Riding Hood y 9
hats playground

Y

- S = m
Designing % '!:I_J'_ g
Making = 2 =
Evaluating oQ vl —
Technical Knowledge B%x n o
Vocabulary = : =
Designers _S_:— Q %

= = L
S & Z

Y&
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Exploration & Investigation Range of Tools
Dismantling things A Using a range of tools (scissors, staplers,
Finding out how things work Sellotape)
Tinker tables A Knowing their names
Experiencing materials and their properties
Small World; Cafe, Garage

Communication and Language
Asking and answering questions
Discussion
Vocabulary
Offering ideas, listening to others
Expressing feelings and viewpoints

Construction :
Building blocks / Construction Kits Cooking
Junk modelling Exploring food
Playdough and plasticene Tasting food, beginning to use simple taste and
Making things for a purpose (simple products) texture words.
Modifying, adapting and starting again Using cooking utensils
Joining materials together using different tools Simple skills (stirring, mixing, pouring)
and techniques Hygiene

§
E
:

The Curriculum in Design Technology: Design Technology in the Early Years
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LAYINGETHE EOUNDATIONS

2

THELEARNING ENVIRONMENT

Subject Knowledge of EYFS practitioners about the nature and

scope of design technology can lead to missed opportunities fol

f SFNYyAY3I NBfFTGSR 2 RSaAadaly i

A When exploring movement (forwards, backwards, up and @wn)
linking that to mechanical systenghow do objects move in the
classroom and surrounding areas. (KS1 sliders, levers, wheels and

A Growing gardeng plants for eating- food originsg where do we get
our food?

A Small World; Healthy Café Five a Day

A Outside environment large structures; play equipment; strong, stiff
YR &adlofS O6R2SayQi 620606t S0

Encourage children to take risks with the learning

A . dAftRAYI I WOlIY R2Q FGGAGdzRS
A ¢NRAY3I GKAYy3Ia 2dzi FYR y20 62
A Gaining confidence and s&§teem when solutions are found.

NJIN.

Promoting design technology through:

A Displays or a collection of objects for children to investigate, ask
guestions about

A Areas for investigations (materials, mechanisms and structures), tink
tables

e Curriculum in Design Technology: Design Technology in the Early Years

| Structures:

‘ Mechanisms:

How do the wheels

tun?

How does the buckat

tip?

How do you think the  \
wheels and axies are
joined?

Why do you think
the wheels are
wide? What might
happen if they

were thin?

Example activity - ovaluating, user, purpose

Problem-solving suggestions: The adult explains that the truck has

been bought for a child’s birthday present (age 4), He/she
the chid will ke it. What do the children think? Pass the truck
around, Ask why the child might like it/not ke i, What other
things in the setting would the child like to play with? Tell the
children thay have been very helpful and that you will let them
know if the child likes #t
Prime areas Specific areas
Communication and language
listening, understanding and
spodking

Ungdeérstanding the world
rolation to objects
Personal, social, emotional

development: self-confidence
making relationships

Expressive ants and design
about users and purposes

Other starting points

Role play: vaniety of trucks and diggers in the sand tray; vary the
contents of the tray - wet sand, dry sand, pebbles, etc. How well do

the wheels turm on each vehicie? Why do thay think there are
dfferences?

Story: any with wheels as a focus

Planned topic: vehicles, transport, buiding site

15 NOt Sure

simdlanties and differences ir

oxplonng matenals: thinking

Purpose:

Where would you
use one of these
vehicles? Why

. would you use 7

User:
Who mught like this
for a present?

Materials:

N,  What materials

has the truck been
made from?

Technical
vocabulary

Wheels
Axlo
Plastic
Chassis
Bucket

l ever
Pwot
Floxible
Mouided
Turn
Rotate
Wide tyres
Hud
Meta




THE.LEARNING ENVIRONMENT

m A Being actively involved in creative projects linked to their A Considering prior learning when planning opportunities.
Z interests. A Thinking about a logical sequence of skills development (not
O A Exploring/developing skills which have previously been SELISOGAY3I OKAfRNBY G2 dzas |
— taught by an adult. Al 2y AaARSNAY3I OKAf RNBYQa AyidSN
|_ A Talking about what themselves and others have created. A Supporting children to solve problems and think critically.
< A Exploring a wide range of ag@propriate resources which A Modelling different ways of being expressive through DT, but
O they can select themselves. y2i SELISOGAY3I OKAtRNBYy G2 woO
Z A Having opportunities to work alongside adults to learn newA Providing opportunities for children to be inspired by and to
D skills and consolidate learning. respond to the work of others.
O A Having time to return to unfinished projects. A Instigating opportunities to consolidate and develop skills.

A Developing independence in preparing and clearing away A Valuing the process rather than just the product and not
LL resources. focusing on a preletermined outcome.
LL] A Creating both permanent and temporary creations. A Supporting children to develop their fine and gross motor
T A Requesting (or accepting) additional resources from an a«  skills to improve outcomes. Challenging children who show
|_ in order to develop their ideas. well-developed skills and interest.

A Having opportunity to display their creations for others to A Providing a wide range of high quality, well organised
@) see. NBa2dNDSa tAYy1SR (2 OKAfRNBY
Z A Making choices about which materials and techniques to  learning.
— use to achieve their end goal. A Providing space and time for children to experiment and
>- A Having frequent opportunities to explore various create with seHchosen resources.
5 construction Kits. At ftdzAy3 £t OKAf RNBYyQa ONXBI .




THE.LEARNING ENVIRONMENT

Dismantling things and learning about how everyday obje A Modelling observational skills and the language to describe

A

work. what they see.
A Exploring existing products. A Creating alongside children, following their lead and engaging
A Having opportunities to use a range of tools. in ageappropriate conversations about the creative process.
A Children talking about planning and adapting their ideas. A Enhancing provision and providing provocation to stimulate
A Being active outdoors, constructing with loose parts, crates, interest in creative opportunities.

planks, cardboard boxes, large wooden blocks. A Teaching children how to prepare, transport and clear away
A Exploring, designing and making at the woodwork bench. resources.
A Exploring different textures and fabrics. A Providing opportunities to discuss safety e.g. about hygien:
A

Exploring and engaging with cooking and baking activities. teaching how to use tools safely.
A Using the language of designing and making e.g. join, build,
heavier, lighter.
A Looking for opportunities to notice and discuss materials
around themc utensils in the kitchen, fabrics etc.

From: What does DT look like in Early Year€xuidance for subject leaders (Cumberland Council)

LAYINGETHE EOUNDATIONS




DESIGNNTECHNOLOGY-AND THE'EAREYALEARNINGIGOALS

The ELGs define the level of development children should have reached by the end of EYFS. They are not a set of curdsiium gc

Communication and Language

A Make comments about what they have heard and ask questions to clarify their understanding.

A Hold conversation when engaged in baid-forth exchanges with their teacher and peers.

A Participate in small group, class and dneone discussions, offering their own ideas, using recently introduced vocabulary.

A Express their ideas and feelings about their experiences using full sentences, including use of past, present and &gareltersking use of
conjunctions, with modelling and support from their teacher.

Personal, Social and Emotional Development

A Set and work towards simple goals, being able to wait for what they want and control their immediate impulses when agpropriat

A Give focused attention to what the teacher says, responding appropriately even when engaged in activity, and show anfelbikiy
instructions involving several ideas or actions.

A Be confident to try new activities and show independence, resilience and perseverance in the face of challenge.

A Explain the reasons for rules, know right from wrong and try to behave accordingly.

A Manage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the imgdwstits dood
choices.

A Work and play cooperatively and take turns with others.

Physical Development
A Use a range of small tools, including scissors, paint brushes and cutlery.
A Begin to show accuracy and care when drawing.

Expressive Arts and Design
A Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, forrotamd fun
A Share their creations, explaining the process they have used.

The Curriculum in Design Technology: Design Technology in the Early Years




SECTION 2: Design Technology in EYFS

Key Questions:
mW? Yt W6 JWull! WEgqeE DIJWNWH:z I | RAzde d WROWI 3t RNUWaqUHG U
mW? Yt W6 DWHSERGT | WUkt WGl RUJDUKRWY WRUWEO[ EWGI 3Gel I

Are there opportunities for children in EYFS to:
mWE+GaY! JWe U WRU21t qRNEC qUWYHATWHGqt We Ul WG YT 2 Hat e L

:E MW YUt ql erquwe OT Waet ywet RONDWe W ¢ UNPUWYnWaGeaqll Redt We
=) VWE+GWI RUVUAUWEUT Wet Wwewl ¢ UnWWYnWaqVYYat WaVYLWHel | ! WYe
= WYYt WsRaWnYYT Wet RUNWe q3Ut Rat We UT Wi wavyUOt ql ¢ qldw
D) mWNedt AWl Rt et + We Ul W+ qJUT Wa6 IR W2YHCHa2Ge!l ! W Wacq
The Curriculum in Design Technology: Curriculum Audit P




Section 2: The Curriculum in Design Technoilc
Principles of Effective Design Technology




PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

The principles of effective design technology are
A Designing and making a product

A Understanding the iterative process

A Knowledge building

A Children making design decisions

A Working in relevant contexts

2 a N
275D
of

The Curriculum in Design Technology: Principles of Effective Design Technology ( |




PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

At the end of the unit of work, children should have created a product.

When thinking about a product for the children to
design and make, ask yourself these questions:
Does the product have a purpose or a function?
Does it fulfil a need?

Is it meaningful?

Does it have an intended user? (client)

Is it real life and relevant?

Can it be easily tested® Function as it should?

T T T T I> I

N
Adbvice: If you have the opportunity — make the product
yourself before embarking on the project.

J

The Curriculum in Design Technology: Principles of Effective Design Technology \;



PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

Through a variety of creative and practical activities, pupils should be taught the knowledr
understanding and skills needed to engage in an iterative process of designing and makir

/ design q \
.' design make

make uﬁ@@@m@

‘ ‘ DPOCESS l
evaluate

\ evaluate

The iterative process is an approach to continuously improving a concept, design, or product. Creators
produce a prototype, test it, tweak it, and repeat the cycle with the goal of getting closer to the solution.

The Curriculum in Design Technology: Principles of Effective Design Technology N




SECTION 3a: Principles of Effective Design TechnologyT Designing and Making
a Product

|_
D Key Questions:

In each unit of work, do children design and make a product ?
3 A Does the product have a purpose or a function?
& A Does it fulfil a need?

A I's it meaningful ?
2 A Does it have an intended user? (client)
D ﬁlsit real | 1 fe and relevant?

Can It be easil tested?
] y
D Aln each unit of work, are there opportunities for children to design, make and evaluate products (the iterative
U process)? o ) - o ) - - o
_— it WgoJl JWPH2RI DURDWRUWAHGORGI | UKt WG WJc!l URUNDWRYUW? N UM
D: designing or changing their product whilst making it? - o 5 5
D: Mlc Ys Wderw®#BE6WINWNE!l URUNDWqRGVDWRUW? NWRY Wl ¥32Yqldl WaY Wa 6 13 LT
D
O
&
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PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

— Disciplinary Knowledge

A5S@OSt 2L GKS ONBIFIAGSSE (SOK e Substantive Knowledge

N C A Through a variety of creative and practical activities, pupils
aK2dzZ R 0S 0l dAKGI GKS (y206f Sl Technical Knowledge

— Practical Knowledge

Knowledge building is about children getting better at the subjec¥What does that actually mean?
A Children knowing more (and remembering more)sticky knowledge

A Children linking knowledge to create Schema of Understanding

A Getting better at performing a range of skills

A Accuracy
A Independence
A Quicker
The Curriculum in Design Technology: Principles of Effective Design Technology &%




PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

Developing a Design Technology Curriculum that:

Identifies key knowledge that children must know at each stage of their learning.
Teaches this key knowledge, ensuring that it is remembered and retained (learning
Builds in opportunities to revisits key knowledge.

Knowledge is built up in small chunks of learning that are carefully sequenced.
Builds upon existing knowledge linking it to new knowledge to create a better
understanding.

T T T>o I> I

PROGRESSION'DOCUMENT

The Curriculum in Design Technology: Principles of Effective Design Technology
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SECTION 3Db: Principles of Effective Design TechnologyT Knowledge Building

— Key Questions:

D milc ¢t WaéJWrEel | RAzGe 0 WRT JUqRNRIJT Wqd Wt 13! Wt UYsaIl NI

3 milc Ys W YWagqWe#HG6II+ We U WHESGRGT 1 30WE UYs Wad JWt 3! Wt UY s

< mWf + WEUYs Gl DUWHECE! Ine da! W 1) hoadlgads 1a kndideddeX# Y 6 131 13 U q Wbl
m | JWYGGY! qa URqRIJt WHz2 RIGqWRUqqYWaq6JWHzI1 | RAz2Gea G WNYI

2 N A opportunities built into the curriculum for children to link existing knowledge with new knowledge to

:) create better understanding in the subject?

—
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PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

 CREATIVITY! KNOWLEE DGE  IMAGINATION

Designing Is about being creative (within certain parameters)
The difference between art artksignanddesigntechnology

Children as designers:

Design is about being creative to: A
A Sol ol find It A Need knowledge to combine with their
OlvVE a probiem oriina a solution. Imagination to be creative.

A Develop a product that fulfils a need. RS SIS U AR el )l
the disciplines of design

A Create a pI’OdUCt that people can use A Need to make decisions that affect the

design of the product they are creating to
be authentic.

'\\E//\ N
V/ <
D P
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PRINCIPEES ©F EFFECTIVE DESIGN TECHNOLOGY

National Curriculum Key Stage 1

They should work in a range of relevant contexts

[for example, the home and school, gardens and playgrounds, the local community, industry and the wider environmer
National Curriculum Key Stage 2

They should work in a range of relevant contexts

[for example, the home, school, leisure, culture, enterprise, industry and the wider environment].

National Curriculum Key Stage 3

They should work in a range of domestic and local contexts [for example, the home, health, leisure and culture], and
industrial contexts [for example, engineering, manufacturing, construction, food, energy, agriculture (including
horticulture) and fashion].

School can develop a design technology curriculum that is local and reflects the school
context and community making the subject culturally relevant for the children.

Opportunity to engage stakeholders
A Parents (help, support and resources) Include in your rationale for
A Community and local businesses curriculum choices

A Enrichment opportunities

ay

LA
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INVESTIGATING SOFT TOYS

The over-stitch is used to join
two pieces of fabric together.
To create the overstitch a
loop is sewn around the two
edges of the fabric to be
joined together.

{}BIG QUESTIONS
Who do you think buys soft

The overstitch can also be
used to prevent fabrics from
fraying and aslo when
creating buttonholes.

What makes a good soft toy? What makes a good soft toy?

Why do people buy
soft toys?

QIKNOWLEDGE
ACTIVITY

el ol el ol iy
IDEA Task 1 FPTask 1

The Snow Leopard Trust is an organisation set up Bo RN FREE Fou N DATION

to protect the endangered SNoOwW |eopa rd. Snow The Born Free Foundation was created in 1984 by two actors, Virginia McKenna and Bill Travers,
) S : ; These actors had starred in the film Born Free about the true story of Joy and George Adamson who
) SNOW |eopal’ds live in the tall hills and mountains of adopted an orphaned lioness, Elsa, and succeeded in releasing her back into the wild.
NABROIVON central Asia. There may be only 7000 snow
@§L TRUST leopards left in the wild. Human developments

are threatening their natural habitats.

‘ | A | people who donate money.
The Born Free Foundation is a charity dedicated to the welfare of * Why do you think they do this?

animals that are in captivity and in the wild. The charity campaigns to " . > " =
keep animals where they belong in the natural habitats in the wild. What is the purpose of the soft toy? The designer settles on a finished The seam allowance provides

. : a5 A desips, doases § ot and adds & Seau additional material for the two pieces
Click on the icon to visit i Click on the icon to visit allowance to create a template ) )
e o ick on the icon to visi pattern of fabric to be stitched together. é@

To raise funds for their continuing work you can
adopt a snow leopard. As part of the adoption,
you receive a cuddly snow leopard soft toy.

the animal adoption web page

= 1ot :'.ﬂ . Sﬂ .
PRIMARY DESIGN TECHNOLOGY i, | KJUPRIMARY DESIGN TECHNOLOGY ikl IDEATask 1 PRIMARY DESIGN TECHNOLOGY FPTask 2

Design Briefs & Specifications

Add stuffing to the soft toy and { ——
then complete the joining of (O The design brief tells you about . ( * Whatis the name of your charity?

the twp fabric pieces using the Design Brief: the product you are going to
overstitch technique. Design and make a Bl . Which animali hari 5
decorative cushion to be sold [ I CEICRTR G TR TG I ETR GETRTITE TS Which animal is your charity trying to

in the local art gallery shop. . 3 rotect?
Your whale soft toy is going to solve. 1 p!

complete.

* Why is your animal in danger?

DAY L = o ]

g n Specification 1: The deSign specification is a list sl gy * How can the charity protect the animal?
SN e | of features that tells you whether y be
the following animals:

Elephant, giant panda, pangolin, turte, you have been successful in harit * Include a picture of the soft toy you have
dolphin, orca, orangutan, < i ) SIS
==Y | meeting the design brief. & created.

2 "’”‘ 2

= ;
i PRIMARY DESIGN TECHNOLOGY oo Pﬂ e pﬂ s
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Cooking & Nutrition

A Design and make a biscuit for a family celebration (Home)

A Design and make a bread for sharing (Home, School, Local Community)
A Design and make an airline meal for an-Edendly Airline (Industry)

A Design and make Indian Streetfood (Local Community)

Textiles

A Design and make a puppet for class puppet show (School)

A Design and make a decorative cushion for the British Museum Gift Shop (Culture
A Design and make a charity soft toy (Wider Environment, Culture)

A Design and make a fashion waistcoat (Industry)

PROJEC.T EXAMPLE

The Curriculum in Design Technology: Principles of Effective Design Technology \;




Structures

A Design and make a model of a new piece of play equipment for the local playgro
(Playgrounds)

A Design and make an animal home prototype for the school garden / local park
(Wider Environment)

A Design and make a Marble Run toy for the Magic Toy Company (Industry)

Mechanical Systems

A Design and Make a Celebration Card (School, Community, Cultural)
A Design and Make a Buggy for the Class Teddy Race (School)
A Design and make an Automaton Toy for the local toy museum (Culture)

Electrical and Program Systems
A Design and make a Nightlight for someone who is afraid of the dark (School, Hor
A Design and make a Digital Decoration for the school Christmas Tree (School)

PROJEC.T EXAMPLE

The Curriculum in Design Technology: Principles of Effective Design Technology \;




SECTION 3c: Principles of Effective Design TechnologyT Design Decisions

|_ Key Question:

— nlft WgéWDWEeal | RAzGa G WHet T WYUWGI Y2RT RUNWHGSGRGT | 130 Ws

()  decisions when creating a product?

3 m | JWESGRGT T JOWHS GG LWUNUT WY WHI B¢ qUWG! YI 2 #aqt WRULWSs

< product that is authentic and innovative?

2 SECTION 3d: Principles of Effective Design TechnologyT Real Life and Relevant
Key Question:

D Do units of work in the design technology curriculum allow children to work and learn with relevant and real

1 life contexts? Highlight the boxes that apply:

8 ( Home ] [ School ] [ Garden ] [ Playground 1 [ Leisure ] [ Culture ]

E ( Local Community ] [ Industry ] [ Wider Environment J [ Enterprise ]

X

D Other:

O
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Section 3: The Curriculum in Design Technoilc
Disciplinary Knowledge in Design Technology




DESIGNING

Design is about:

A Tinkering with ideas

A Trying things out

A Trying a different approach

A Sharing and comparing ideas and
thoughts

A Communicating ideas
A Evaluation and evolution of ideas

Sometimes designing Is not the first

step ¢ children might make things first:

A To experience working with a materials

A To understand more about a product

A Make a product and then use this as the
basis for the desigg does it work?

Vague and
woolly
ideas

FOdTTMONM
NOILVNIDNMIAI

Satisfactory
Creative
Solution




DisciplinanykKnowledgenin esign crechnolody:s «iving

Designing (Key Stage 1) ' ' Qi -
A Design purposeful, functional, appealing Maklng DeSIQn DeCISlonS DraWIng

products for themselves and other users Adaptlng DeSignS

based on design criteria

A Sketching initial ideas

Generate, develop, model and A 2D Drawing

communicate their ideas through Designe.rproduct.C”ent A 3D Drawing techniques
(crating)

A Labelling
Design Brief/Specifications A Annotating

talking, drawing, templates, moakps
and, where appropriate, information
and communication technology

A CutAway Drawings

Designing (Key Stage 2) A CrossSectional Drawing
A

Use research and develop design Models A Exploded Diagrams
criteria to inform the design of

innovative, functional, appealing MOCk_UpS
products that are fit for purpose, aimed PrOtOtypeS ResearCh

at particular individuals or groups A Desktop research

Generate_, develo_p,. model and A Market research
communicate their ideas through Brainstorming Techniques A Investigating existing products

discussion, annotated sketches, cross -
sectional and exploded diagrams, - Individual A Testing things out
prototypes, pattern pieces and - Group Brainstorm

computeraided design. - Recording ideas MOOd BoardS

The Curriculum in Design Technology: Disciplinary Knowledge in Design Technologyg};nig




Childrendesignandmakerproducts:thate innovative and:authenticdaithem

Bat

Childrenrmakingmeaningful decisions about-tiheirencpraduct:
A What it will look like. (decorative ideas, theming)

A What it will do.

A Who it will be for.

A How it will be made.

In makingitheseldesign«decisionsichitdren ill:be:

A Applying their knowledge of existing products. (including designers and designs)
A Applying their knowledge of designing, making and evaluating.

A Applying their technical knowledge and practical skills.

A Applying their knowledge from other curriculum areas.

A Taking into account the needs or wants of the intended user.

A Developing their creativity. (Knowledge + Imagination)

DESIGN DECISIONS

Disciplinary Knowledge in Design Technolo®gsigning



THEPRODUCTT  /DESIGNER) PRODUCT |/ CLIENT

When thinking about a product for the
children to design and make ask yourself |
these questions: ‘
A Does the product have a purpose or ‘,’
a function? ” §
A Does it fulfil a need?
A Does it have an intended user? ""“'| | |
(client) n ”
A s itreal life and relevant? A desiener is someone . . o
A~ Canitbe easiy tested? wnanasitonan || redeseieait || nestnwanerormopeen

TI.HEm-lEm T \Creates S:-::;su?:: making/ \ or fulfil a need. / \ product. /
A successful designer designs a product

DESIGNER & CLIEN T

S S
aih a that the client will use or buy.
AN AN
- = O G e
oresnisesion e DESIGN |  DESIGN
What are their needs and wants BRIEF u;: SPECIFICATIONS
and how do you know this? =)

Disciplinary Knowledge in Design Technolo®gsigning



A design brief Is the statement that a
client gives to a designer outlining
the product that they want/need.

Design specifications are a list of
features that must be included In the

product:
DESIGN A Key features / components / ingredients

SPECIFICATIONS | A Functions

A Specifications
A  Measurements

DESIGNING

DESIGN BRIEF

A Have you created the product that the intended user/client wanted?

Design Briefs and Specifications are invaluable in Evaluation Activities
A Does the product fulfil the design specifications?

Disciplinary Knowledge in Design Technolo®gsigning



DESIGN
BRIEF

TemplatefforarDesignBrief FESEaiI=
/ \ A Is it relevant

Design and Make o -
(Evaluate) EPRODUCT A whg :2 :hg Frlrtc:rlllcjjcetdczjrs;er/client’?
for INTENDED USER
for PURPOSE A What is the purpose of the product

A What or how is its function?

CY .

seosen ff PESIGN:-DECISIONS

Y]
-
2
2
®
u
a

DESIGN BRIEF

Design Briefs and Specifications should be the driving force for the scheme of work and eax
of work. Include on longerm planning and mediurerm planning.

Disciplinary Knowledge in Design Technolo®gsigning



Design and Make &ruit Smoothiefor your Best
Friendto drink on a Hot Summer Day.

Design and Make aote Bador the Victoria and
Albert Museumbased on theartwork of William
Morris to sell in the museum shop

Design and Make &Vheeled Vehicle foyour
Teddy Beaso that they cancross the classroom
floor with one push.

DESIGN BRIEF

Disciplinary Knowledge in Design Technolo®gsigning



YEAR!1T PUPPETS:PROIECT. T

Children begin this project by examining and

g M Investigating existing productshand puppet
v E Design and make a hand _ | |
T puppet based on a character Understanding what a puppet is and what it must
L — from a fiction book in the do.
E ‘Iﬂ library.
m (] This is called the Design Brief - IvdeAntivfying what they like about theApuppeAt befpre i
dt RSO)\I?)}yEI 2y az2yYS TSI UdzNB
Z LJdzLILJ#has@ are the design specifications.
2
L_D "zD w'h'at makes a good puppeti Children design and make their puppet using the
([) E _>= The puppet must fit on your hand design brief and specifications.
LIJ 0 The puppet must look like the book _ . o
D CTD K @ character you have chosen As part of their evaluation activities:
i A Have they made a hand puppet?
0 These are the design specifications A Does it fit on their hand?
ot

A Does it look like the book character?

Disciplinary Knowledge in Design Technolo®gsigning



RULES OF BRAINSTORMING

* Everyone contributes, everything is allowed.
Encourage wild ideas.

Create as many ideas as possible .

Build on the ideas of others

WHAT IS BRAINSTORMING?

Brainstorming is an activity used by designers to:
* Generate ideas

* Solve a problem

* Answer a question

Postpone your judgement

One speaker at a time- take turns
Keep focused

Ideas are owned by everyone!

You can brainstorm on your own, but it most often
done in small groups where everyone contributes
their ideas and thoughts.

4"’ A
- - -2
BRAINSTORM

QI BRAINSTORM
QI BRAINSTORM

BRAINSTORM

MAKING DESIGN DECISIONS

Once your group has agreed on your design, write a

Will your model ride be a vertical or short paragraph to explain your product.

horizontal ride?

Will your model ride be based on an
existing ride or a completely new idea?
How will your ride be themed?

What will make your ride original

and authentic?

What will your airline meal menu consist of:
* Starter

* Main Course

* Dessert

10 minutes

BRAINSTORMING

-C ~ -2
BRAINSTORM

L
&-C - -2y
BRAINSTORM

QI BRAINSTORM
QI BRAINSTORM

Disciplinary Knowledge in Design Technolo®gsigning



Collecting Image Whole Class Mood Boar Individual Mood Board

WHAT IS A MOOD BOARD? W ELEMENTS OF A MOOD BOARD

Vocabulary

A mood board is a physical f’fgggs'zzmi"de"s o Kot s i Existing Products

collection of ideas that are * Design Specifications H  Specifications
_ z *+  Materials to be used * Photographs / Websites |
used by designers to bring

| Amood board is
a visual way of together their thoughts, ideas, Mood Board |

W
EI‘ ,

developing, ; P initial drawings and designs in Tnemes > Eements
0 N

Colour Palettes
_| sharing and one place. e ﬁ N\ (oimtes 2
presenting your

Patterns
* Initial thoughts
ideas.

A mood board helps you to , ) Ditgs o Skt
dedide upon the product that Outcomes from Research + Mind maps

. . * Questionnaires
you are going to dESIgn and * Consumer Surveys
* Market Search
make. . TasteTests

UL PRIMARY DESIGN TECHNOLOGY

L WHAT IS ON A MOOD BOARD? W CREATING A MOOD BOARD

1. Collect together all the different elements for your
mood board.

2. Decide which elements to include on your mood.

3. Arrange and display the different elements.

4. Use the mood board to help you to create your
final design.

5. Refer back to the mood board during the designing W
and making of your product. \

+ The Design Brief

* The Design Specifications

+ Initial ideas and outcomes from
discussions and brainstorming

* Photographs of exiting products

* Your drawings and designs

+  Useful websites

+ Patterns and ideas for decoration

* Colours that you might use

MOOD BOARDS

KNOWLEDG

Mood boards are useful when evaluating your
project and the process used to create your product
- how did the mood board help in the design and
making process?

KNOWLEDG

UL PRIMARY DESIGN TECHNOLOGY UL PRIMARY DESIGN TECHNOLOGY
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Develop a Mood Board

A Images of existing products
A Design Brief & Design Specifications

A Sketches

Initial Ideas & Sketches

p=
PRIMARY DESIGN TECHNOLOGY

Provide readymade mood board

Final Design

Make the Product

Evaluate & Modify when making

Children create a design for a
peacockinspired waistcoat

Disciplinary Knowledge in Design Technolo®gsigning



