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EYFS

Year 1 Year 2

Year 3 Year 4 Year 5 Year 5

ELG —
Expressive
arts and
Design
Creating with
Materials
e Safely use and
explore a
variety of
materials,
tools and
techniques,
experimenting
with colour,
design,
texture, form
and function.
e Share their
creations,
explaining the
process they
have used.
ELG —
Physical
Development
Fine Motor
e Use a range of
small tools,
including
SCissors,
paintbrushes
and cutlery.
¢ Begin to show
accuracy and
care when
drawing

Design

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

e generate, develop, model and
communicate their ideas through talking,
drawing, templates, mock-ups and,
where appropriate, information and
communication technology

Make

e select from and use a range of tools and
equipment to perform practical tasks [for
example, cutting, shaping, joining and
finishing]

o select from and use a wide range of
materials and components, including
construction materials, textiles and
ingredients, according to their
characteristics

Evaluate

e explore and evaluate a range of existing
products

¢ evaluate their ideas and products against
design criteria Technical knowledge

e build structures, exploring how they can
be made stronger, stiffer and more stable

e explore and use mechanisms [for
example, levers, sliders, wheels and
axles], in their products.

Cooking and nutrition

e use the basic principles of a healthy and
varied diet to prepare dishes
e understand where food comes from.

Design

e 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

e generate, develop, model and communicate their ideas through discussion, annotated
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and
computer-aided design

Make

e select from and use a wider range of tools and equipment to perform practical tasks
[for example, cutting, shaping, joining and finishing], accurately

e 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

e evaluate their ideas and products against their own design criteria and consider the
views of others to improve their work

o understand how key events and individuals in design and technology have helped
shape the world

Technical knowledge

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

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

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

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

Cooking and Nutrition

e understand and apply the principles of a healthy and varied diet

e 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.




EYFS (Reception)

Skills

Kunowledge

evaluate

Technica

lunle modelling

Boats

® Making verbal plans and material cholces.
® Developing a junk model.

® pesigning a junk model boat.
® Using knowledge from explovation to inform design.

® mproving fine motor/scissor siills with a variety of materials.

® Joining materials inavariety of ways (cemporary and permanent).
® Joining different materials together.

® Deseribing thelr junk model, and how they intend to put it together.

® Making a boat that floats and is waterproof, considering material chotces.

® Giving averbal evaluation of thelr own and others’ junle models with adult
Support.

® Checking to see i thelr model matches thelrplan.

® Considering what they would do differently if they were to do it again.

® Describing thelr favourite and Least favourite part of thelr model.

® Making predictions about, and evaluating different materials to see if they ave
waterproot.

® Making predictions about, and evaluating existing boats to see which flonts best.
® Testing thelr design and reflecting on what could have been done differently).

® nvestigating the howthe shapes anol structure of a boat affect the way it moves.

® Toknow there ave a range to different materinls that can be used to make amodel
andthatthey are all slightly different.
® Making simple suggestions to fix their jumnk model.

® Tolknow that ‘waterproof’ materials are those which do wot absorb water.

® Tp lknowthat some ob\j ects float and others sinke.
® Toknow the differentparts of a boat.



https://www.kapowprimary.com/subjects/design-technology/dt-reception/reception-units/workshop-junk-modelling/
https://www.kapowprimary.com/subjects/design-technology/dt-reception/reception-units/structures-boats/

Skills

Kinowledge

evaluate

Technical

Yeart

Construeting a windmill

Year 2

ar's chal

® Learning the bmportance of a clear design eriteria.
® (ncluding tndividual preferences and requirements tn a design.

® cenerating and communicating tdeas using sketehing and modelling.

® Making stable structures from card, tape and glue.

® Learnlng how to turn 21 nets bntp 3 structures.

® Following instructions to cut and assemble the supporting structure of a
windmdlL.

® Making functioning turbines and axles which are assenbled into o main
supporting structure.

® Making a structure according to design criteria.
® Creating jolnts and structures from paper/cavel and tape.
® Building a strong and stiff structure by folding paper.

® Testing the strength of owin structure.
® ldentifying the weakest part of a structure.
® evaluating the strength, stiffess ano stability of own structure.

® Tounderstand that the shape of materinls can be changed to improve the
strength and stiffness of structures.

® Townderstand thatcylindlers are a strong type of structure (e.9. the main
shape used for windmills and Lighthouses).

® Tounderstand that axles are useo in structures and mechanisms to make
partsturninacirele.

® 7o begin to understand that different structures are used for different

PUFPOSES.
® Toknowthat a structure is something that has been made and puttogether.

® Toknow that materials can be manipulated to Lmprove strength and stiffuess.

® Toknow that a structure is something which has been formed or madle from parts.

® Toknowthat o ‘stable’ structure is one which is finly fixed and wnliikely to changeor
MOVE.

® Toknowthat a ‘strong’ structure Ls one which does not break easily).

® To know that a ‘stiff’ structure or material is one which does not bend easily).

® Toknowthata clientis the person l am designing for.

® To know that desigw criteria is alist of polnts to ensure the product meetsthe
clients needs and wants.

® To know that a windwmill harnesses the power of wind for a purpose Like
grinding grain, pumping water or generating electricity).

® To know that windmill turbines use wind to turn and make the machines
nsioework.

® ToRnow that a windwmill is a structure with sails that are woved by the wind.
® Tolknow the three matn parts of a winoill ave the turbine, axle ano
structure.

N/ A



https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/ks1-y1-design-and-technology-constructing-windmills/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-2/structures-baby-bears-chair/

Skills

Kinowledge

evaluate

Technical

Years

Construeting a castle

Year 4

Pavilions

® Designing a castle with key features to appeal to o specific person/purpose.
® Drawing and labelling a castle design using 2b shapes, Labelling: -the 3D
shapes that will create the features - materials needed and colours.

® Designing and/or decorating a castle tower on CAD software.

® Designing a stable pavilion structure that Ls aesthetically pleasing and selecting
materinls to crente adesived effect.
® Building frame structures designed to support weight.

® Constructing a range of 3D geometric shapes using nets .
® Creating spectal features for individual designs.
® Making facades from a range of vecyjeled materials.

® Creating a range of different shaped frame structures.

® Making a variety of free stanoing frame structures of different shapes and sizes.
® Selecting appropriate materials to buile a strong structure and cladding.

® Relnforeing corners to strengthen a structure.

® Creating adesign inaccordance with aplan.

® Learning to crente different textural effects with materials.

® evaluating own work and the work of others based ow the aesthetic of the
finished product and tn comparisonto the original design.
® Suggesting polnts for modification of the individual designs.

* evaluating structures made by the class.

® Deseribing what chavacteristics of a desion and construction made it the most
effective.
® Consioering effective and ineffective designs.

® Tounderstand that wide and flat based objects are more stable.
® Tounderstand the importance of strength andl stiffuness tn structures.

® To understanod what a frame structure is.
® To know that a free-standing’ structure Ls one which can stand on tts own.

® To knowthe following features of o castle: flags, towers, battlements, turrets,
curtainwalls, moat, drawbridge and gatehouse - and thelr purpose.

® 7o know that afacade is the front of a structure.

® Tounderstand that a castle needed to be strong and stable to withstand
enemy attack.

® Toknowthat apapernetis a flat 2> shape that can become a 2> shape once
nssembled.

® Tolknow that a desigwn specification is a List of success eriteriafor aproduct.

® To know that apavilion is a a decorative building or structure for lelsure activities.
® Tolknow that cladding can be applied to structures for oifferent effects.

® To knowthat aesthetics are how a product Looks.

® Toknow that aproduct’s function means its purpose.

® Tounderstand that thetarget audience means theperson or group of people aproduct
Ls designed for.
® To knowthat architects consider light, shadow and patterns whew designing.



https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/structures-constructing-a-castle/
https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-4/structure-pavilions/

Years/ &

ELﬂ g QZQMZ@&

® Designing aplayground featuring a variety of different structures, giving careful
constderation to how the structures will be used, considering effective and tneffective
designs.

® Building a range of play apparatus structures drawing upon new and prior
knowledge of structures.

® Measuring, marking and cutting wood to create a range of structures.
® Lsing a range of wmaterials to reinforee and adol decorntion to structures.

Skills

® (mproving a designplan based onpeer evaluation.

® Testing and adoapting a destgnto lmprove tas itis developed.
evaluate i ¢ ) P 9 P P
® ldentifying what makes a successful structure.

® To kmnow thatstructures can be strengthened by manipulating materials and
shapes.

Technical

Kunowledoe

® Townderstand what a footprint plan is.

® Tounderstand thatintheveal world, design, can bmpact users inpositive and
negativewnys.

® ToRnowthat aprototype Ls a cheap model totest a design Lolea.



https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-6/structure-playgrounds/

Skills

Kunowledge

Maklng 4 ovVLiing, story boole

Yeart

wWheels ang axles

Elre enaine - ladder

Year2

Maleling a voving Wonster

. E)q:mm’mg howto adapt mechanisms,
using bridges or guldes to control the
movement.

® Designing amoving picturefora
given auodience.

® Designing avehiclethatincludes wheels,
axles and axle holders, that when combined,
will allowthe wheels to move.

® Crenting clearly Labelled drawings that
llustrate movement.

® Selecting asuitablelinkage system to
producethe desired motion.
® Designing a ladder for a fire engine

® Creating a class desigw eriteria for a
moving monster/egg.

® Designing a moving card for a
specific audience n accordance with a
designeriteria.

® Following a designto create moving
models that use levers and sliders.

. Am?t’mg mechanisms, when:
] they donot work s they should.

. to fit thelr vehicle design.
U to lmprove how they work after
testing thelrvehicle.

® Selecting wmaterials according to thelr
charncteristics.
® Following adesion brief.

® Making Linkages using card for Levers and
splitpins forpivots.

® Experimenting with linkages adjusting
thewldths, lengths and thicknesses of card
used.

® Cutting and assembling components
neatly.

evatuate

® Testing a finished product, seeing
whether it moves as planned and if not,
explaining wiy and how it can be fixed.
® Reviewing the suceess of aproduct by
testing it with its ntended audience.

® Testing wheel and axle mechanisms,
identifying what stops the wheels from
turning, and recognising that a wheel
needs an axlein orderto move.

® Evaluating different designs.
® Testing and adapting a design.

® evaluating own designs against design
criterin.

® using peer feedback to modify a final
design.

Technica

-

® Toknowthatamechanism istheparts ofan
objectthat wovetogether.

®To know that a slider mechanism moves an
objectfromsidetoside.

® Toknowthat aslidermechanism hasn
slider, slots, guides and awobject.

® 7o knowthatbridges and guides are bitsof
card that purposefully restrict the

movement of theslider.

® 7o know that wheels need to be round to
rotate ano move.

® Tounderstand that for a wheel towmove it
must be attached to a votating axle.

® Toknowthatan axle moves within an axle
holder which is fixeol tothe vehicle or toy).

® Toknowthattheframe of avehicle
(chassis) needs to be balanced.

® To know that different materials have
different properties and are therefore
suitable for different uses.

® To know that mechanisms are a
collection of moving parts that work
together as a wachine to produce
MOVEMENE.

® Toknowthatthereis always an tnput and
outputina mechanism.

® Toknowthatan inputis the energy thatis
usedl to start something working.

® Toknow that an output is the movement
that happens as a result of the bnput.

® Tolknow that a lever is something that
turns on apivot.

® Toknowthatalinkage mechanism is
made wp of a serles of Levers.

® Toknow that inDesign and technology
weeall aplan a ‘design’.

® To know some real-life items that use
wheels such as wheelbarrows, hawmster
wheels and vehicles.

® Toknow the features of a wmoving ladder
include the frame, podt (optional), a base an
axle ond an axle holder.

® To Rnow that it Ls lportant to test my
design as 1 go along so that (ean solve any
problems thatmay oceur.

® Toknow some veal-Life objects that
contain mechanisms.



https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/mechanisms-making-a-moving-story-book/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/mechanisms-wheels-and-axles/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-2/mechanisms-making-a-moving-monster/

Skills

Kunowledoe

evaluate

Technical

Year3/4

neumatie

Years/e

Bop Up Book

® Designing ntoy which uses apneumatic system.

® Developing design eriteria from a design brief.

® Generating ldeas using thumbnail siketehes and exploded diagrams.

® Leavning that different types of drawings are used in design to explain ideas
clearly.

® Designing apop-up book which uses a mixture of structures and
mechanisms.
® Naming each mechanism, input and output accurately.
Storyboarding ideas for a book.

® Creating apnewmatic system to create o desived motlon.
® Building secure housing for a pnewmatic system.

® using syringes and balloons to crente different types of puewmatic systemsto

make a functional and appealing pnewmatic toy.

® Selecting waterials due to thelr functional and aesthetic characteristics.
® Manipulating materials to create different effects by cutting, creasing,
folding and weaving,.

® Following a design briefto make apop up book, neatly and with focus onaccuracy.
® Making mechanisms anol/or structures using sliders, pivots and folds toproduce
movement.
using layers and spacers to hide the workings of mechanical parts for anaesthetically
pleasing result.

® using the views of others to bmprove desions.

® Testing and modifying the outcome, suggesting improvements.

® Lnderstanding the purpose of exploded-dingrams through the eyes of a
designer andthelrclient.

® Tounderstand howpnewmatic systems work.

® Tounderstand thatpnewmatic systems can be used aspart of amechanism.
® ToRnowthatpneumatic systems operate by drawing in, releasing and
compressing air.

® To knowthat mechanisms control movement.
® Townderstand that mechanisms can be used to change one kind of motloninto another.
® Tounderstand howto usesliders, pivots and folds to create paper-basedmechanisms.

® Tounderstand how sketches, drawings and dingrams can be used to
communicate design idens.

® Tolknow thatexploded-diagrams are used to show how different parts of a
prodiuctfittogether.

® To know thatthumbnail sketehes are small drawings to get ideas down on
paper quickly.

® Toknowthat adesiown briefis a description of what | am golng to design andmake.
® Tolknow that designers often want to hide mechanisms to make a productmore
nesthetieally pleasing.



https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/mechanical-systems-pneumatic-toys/




Skills

Kunowledoe

evaluate

Technical

Year 3/4

[orehes

Years/e

Doodlers

® (dentifying factors that coulo be changed on existing products and
explaining how these would alter the form and function of the product.

® Developing desigw eriteria based on findings from tnvestigating existing
products.

® Developing desigwn eriteria that clarifies the target user.

® Designing atoreh, giving constderation to the target andience and creating both
design and success eriteria focusing on features of individual desion dens.

® Altering a product’s form and function by tinkering with its configuration.
® Making afunctional series eireult, incorporating a wmotor.
® Constructing a product with consideration for the design criteria.

® Making a torch with a working electrical clrcult and switeh.
® using appropriate equipment to cut and attach materials.
® Assembling atoreh according to the design and success criteria.

® carvy out a product analysis to looke at the purpose of a product along withits

strengths and weaknesses.

® Determining which parts of a product affect its function and which partsaffect its

form.

® Analysing whether changes in configuration positively or negatively affectan existing
product.

® evaluating electrical products.
® Testing and evaluating the success of afinal product.

® To know that series cireuits only have one divection for the electricity toflow.

® Toknowwhen thereis abreak in a series civeuit, all components turn off.

® To know that an electric motor converts electrical energy tnto rotationalmovement,
causing the motor’s axleto spin.

® Tolknow a motorised product ks one which uses a wmotor to function.

® To know that an electrical cireuit must be complete for electriclty to flow.
® To know that a switch can be used to complete and breaie an electrical civeudit.

® To know that product analysis is eritiquing the strengths and weaknesses of aproduct.
® Tolknow that ‘configuration’ means howthe parts of a product are arcanged.

® Toknowthefeatures of atorch: case, contacts, batteries, switeh, reflector, Lamp, lens.
® Toknow facts from the history and nvention of the electric Light bulb(s) - by Str
_Joseph swan and Thomas Edison.



https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-4/electrical-systems-torches/
https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-5/electrical-systems-doodlers-coming-soon/




Skills

Evaluate

Cooking
and
nutritlon

Kunowledoe

Year1/2

Lt and v L

Year 3/4

Eating ggaggmLL4

® Creating a healthy and nutritious veclpe for a savoury tart using seasonal
ingredients, considering thetaste, texture, smell and appearance ofthe dish.

® Designing smoothie carton packaging by-hand or on (CT software.

® Knowing howto prepare themselves and a work space to cook safely in,
learning thebasic vules to avold food contamination.
® Following the instructions within a recipe.

® Chopping fruit and vegetables safely tomaiee a smoothie.
® lentifying if afood is afruit or a vegetable.
® Learning wheve ano how fruits and vegetables grow.

® Establishing and using desigw criteriato help test anol review dishes.

® Describing the benefits of seasonal fruits and vegetables and the lmpact onthe
environment.

® Suggesting points for bmprovement when making a seasonal tart.

® Tasting and evaluating different food combinations.
® Describing appearance, smell andtaste.
® Suggesting informationto beincluded onpackaging.

® 7o know that not all fruits and vegetables can be grown inthe UK.

® 7o know that climate affects food growth.

® To know that vegetables and frult grow n certain seasons.

® Toknowthat cooking tnstructions are Rnown as a ‘recipe’.

® Toknowthat imported food s food which has been brought tnto the country.
® To know that exported food is food which has been sent to another country)..

® Tounderstand that bported foods travel from far away and this can
negatively bmpactthe environment.

® Toknow that each fruit and vegetable gives us nutritional benefits becausethey
contain vitamins, minerals andfibre.

® Tounderstand thatvitamins, minerals and fibre ave bmportant forenergy,
growth and maintaining health.

® Toknowsafety rules forusing, storing and cleaning alknifesafely.

® To know that stmilar colowred fruits ano vegetnbles often have similarmutritional

benefits.

® understanding the difference between fruits and vegetables.

® Tounderstand that some foods typically known as vegetables are actually
fruits (e.9. cucumber).

® To knowthat a blender s a machine which mixes ingredients together bnto a
smoothliquid.

® To knowthat afruit has seeds anol a vegetable does not.

® 7o know that frults grow ontrees orvines.

® To knowthatvegetables can grow either above or below ground.

® Toknowthatvegetables can comefrom differentparts ofthe plant (e.g.roots:
potatoes, leaves: lettuce, frult: cucumber).



https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/fruit-and-vegetables/
https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/food-eating-seasonally/




Skills
Evaluate
Cooking
Knowledge and

nutrition

Year 5/6

® Adapting a traditional recipe, understanding that the nutritional value of a
recipe alters if You remove, substitute or add additional ingredients.

® Writing an amended wmethod for a veeipe to lncorporate the relevant
changesto ingredients.

® Designing appealing packaging to reflect a vecipe.

® cutting and preparing vegetables safely.

® Using equipment safely, including kinives, hot pans and hobs.
® Knowing how to avold cross-contamination.

® Following a step by step methool cavefully to make a vecipe.

® tdentifying the nutritional differences between different products and
recipes.
® (dentifying and describing healthy benefits of food groups.

® Tounderstand where meat comes from - Learning that beef is from cattle anddhow
beefis veared andprocessed, including key welfareissues.

® ToRnowthat [can adapt a veclpe to make it healthier by substituting
ngredients.

® Toknowthat | can use a nutritional caleulator to see how healthy a food
optlonis.

® Tounderstand that ‘cross-contamination’ means bacterin and germs havebeen
passed ontorendy-to-eat-foools and it happens whenthesefoools mix with rawmeat
oruncleanobjects.



https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-5/food-what-could-be-healthier/

EYFS: Reception Yeart

Bookwarks Puppets

® Discussing what a goodt design needs. ® Using atemplate to create a desiogn for a puppet.
® Designing a simple pattern with paper.
Design ® Designing abookmark.

® Choosing from availoble materials.

® Developing fine motor/cutting skills with seissors. ® Cutting fabric neatly with scissors.

® Exploring fine motor/threading and weaving (under, ® Lising jolning methods to decorate a puppet.

overtechnigue) with avariety of materials. e Sequencing steps for construction.

® Ustng aprepared needle and wool topractise

Skills threading.
o Reflecting on a finished product and comparing to ® Reflecting on afinished product, explaining Likes and
thelr design. dislikes.
evaluate

® Toknowthatadesignis away of planning ouriden ® Toknowthat ‘joining technique means commecting two

beforewestart. pleces of material together.

® Tolknow that threading Ls putting one material ® To know that there are various temporary methods of

through an object. Joining fabric by using staples. glue orpins.
® To understand that different technigues for joining
materials can be used for different purposes.
® Tounderstand that atemplate (or fabric pattern) is usedto
cutoutthe same shape multiple times.

K,VLDWL&D{gﬁ ® 7o knowthat drawing a desion tdea Ls useful to see howan

tdeawill Look.

Ch 16


https://www.kapowprimary.com/subjects/design-technology/dt-reception/reception-units/textiles-bookmarks/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/textiles-puppets/

Year 3/4

Fastenings

® writhng design eriteria for aproduct, articulating decisions made.
® Designing apersonalised book sleeve.

Design

® Making and testing apaper template with accuraey and tn keeping with the design
criteria.

® Mensuring, marking and cutting fabric using apaper template.

® Selecting a stitch styleto joln fabric, working neatly by sewing small, straight
stitehes.

Skills

® (ncorporating fastening to a design.

® Testing and evaluating an end product against the original design eriteria.

Evaluate ® peciding how many of the criterin should be met for the product to be considered
successful.

® Suggesting wmodifications for mprovement.
® Articulating the advantages and disadvantages of different fastening types.

® To know that a fastening is something which holds two pieces of material togetherfor
example azipper, toggle, button, press stud and velero.
® Toknow that different fastening types are useful for different purposes.

® Toknowthat creating a mock up (prototype) of their design is useful for checking
Kunowleoge ldeas and proportions.

Ch 17


https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-4/textiles-fastenings/

Skills

Kunowledge

evaluate

Technical

Year3/4

Electronie charm

Year 5/6

Navigating the world

® Writing a design brief from information submitted by a client.

® Developling design criteria to fulfil the client’s request.

® Considering and suggesting additional functions for my navigation tool.
® Developing a product Ldea through annotated skeetehes.

® Placing and manoceuwvring =D objects, using CAD.

® Changing theproperties of, or combining one or more 2D objects, using CAD.

® Problem solving by suggesting potential features on a Micvo: bit and
Justifyingmy tdeas.

® Developing design idens for atechnology pouch.

® Drawing and manipulating 2 shapes, using computer-atded desion, to
produce apolntofsale badge.

® Considering materials ano their functional properties, espectally those that
avesustabnable and recyclable (forexample, corik and bamboo).

® explaining material choices and why they were chosen as part of a product concept.
® Programming an N,E, S, W cardinal compass.

® using atemplate when cutting and assembling thepouch.

® Following a list of design requirements.

® Selecting and using the approprinte tools and equipment for cutting, joining,
shaping and decorating a foam pouch.

® Applying functional features such as using foam to create soft buttons.

® explaining how my program fits the desigun eriteria ano how it would be useful as part
ofanavigationtool.

® Developing an awnreness of sustatnable desion.

® ldentifying key industries that utilise 3> CAD modelling and explaining why.

® Deseribing how the product concept fits the client’s request ano how it will bemefit the
customers.

® explaining thekey functions inmy program, including any additions.

® explaining how my program fits the design eriteria ano how it would be useful as part
ofanavigationtool.

® explaining the ey functions and features of my navigation tool to the client as part
of aproduct conceptpiteh.

® Denonstrating a functional program as part of a product concept pitch.

® Analysing and evaluating an existing product.
® ldentifying thelkey features of apouch.

® Toknowthat accelevoneters can detect movenment.
® Tounderstano that sensors can beuseful bnprodlucts as they mean the product can
function without human input.

® Tounderstano that, inprogramuming, a Loop’ is codethat repeats something
again and again wntil stopped.
® Toknowthat a Micro:bitis apocket-sized, codeable computer.

® To know that designers write design briefs and develop design criteria to enable them
tofulfil o client’s request.

® To know that ‘multifunctional’ means an object or product has more than one function.
® To knowthat magnetometers are devices that weeasure the Earth’s magnetic field to
determinewhich divection you arefacing.

*To kinow what the ‘Dlgital Revolution' is and features of some of the products
that haveevolved as a vesult.

®To Rinow that tn Besign and technology the term ‘smart’ means a programmed
product.

®To know the difference between analogue and digital technologies.

* Townderstano whatis meant by ‘point of sale display.’

® To know that CAD stands for ‘Computer-atoled design.

18



https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/digital-world/
https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-6/digital-world-navigating-the-world/
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