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Engineer

« Constantly evaluate ideas against design
criteria

+ Draw on the achievements of influential e

engineers L
+ Select and use a wide range of tools, @

equipment, materials and components, (DESIGN _ INNOVATION AUTHENTICITY
according to their characteristics —

« Use design criteria and research to create functional and purposeful
products for specific users

« Develop and communicate ideas to others using technical knowledge and
terminology accurately and appropriately

 Strive for innovation and authenticity; new products that are believable, real
and meaningful

The Learning Sequence of a D&T Project

Investigative & Evaluative Activities
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Explore and evaluate real-life existing products relevant to the product,
including sensory evaluations for food. Research influential people/
manufacturing companies and build contextual knowledge of the product
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Focussed Tasks

Children practice core skills that will be required to make a finished product,
have experience of using the key tools and utensils they will use and become
familiar with the technical vocabulary relevant to the project.
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We learn about using sustainable materials and how to become
resourceful citizens. We select recycled materials to create our
products. Children learn about in-season foods, food waste and the
sustainability of food sources.

Sustainability

We investigate a diverse range of contexts, needs and values when
designing, making and evaluating products. We use the work of a
broad range of designers and engineers from a diverse range of
cultures and backgrounds.

Diversity

Design, Make, Evaluate Assignment

Design
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Use research and develop design criteria for themselves and other users.
Generate, develop, model and communicate ideas, including the use of

CAD.

Make

Select from and use a wide range of equipment, materials and components

according to their properties to perform practical tasks.

Evaluate

Investigate and evaluate a range of existing products and evaluate their

ideas and products against design criteria.

Evaluation is a skill embedded throughout
a sequence of learning, not just included
at the end of a project.
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PRIMARY SCHOOL

Evaluations of existing products and of
children’s own products take place
throughout the project

Practicing developing and
communicating ideas with
others

Food Processing Equipment
e Crance T
Grafing cheese
Psy Appie Unpeeled appie Crunehy
Knite Caror Thin fings Crispy narg
Using computer-aided design ———
(CAD) explore choices that
around the aesthetics of a
Questacran Fengure. | Rengorne 2 Henpumses (.
prOdUCT » ‘aﬁ‘-\'g ’4_’ t.‘bz :.é &\f‘:ﬁ'.’-h w\‘t-?':, flog ?;,/1 o
et = = el Cuffing using the bridge lechnique
;:J‘.“‘"' . 7‘3&“:“# “‘.ﬁ..“ El i) gl and nen Parva. gallei
. e ok lg
. . . . Mechanical Systems & -
Children are given diagrams or create their own . iy el I ¢
. electrical systems Food e P e R e e RE ¥ ST e o
which they then label to plan the key stages of ot i =¥
the making process and .
A v ek *w-‘:t‘hﬁfﬁ" o suang 3 ?ubr-w’- 1':..
the components to be used By T | e e el TR e S e
5 ’.:"t. & oy
- slide BT W e me e T G VRl

Half of card
A tube

Y4

==
To.Comae eIE0 0! o it Sein Daned o desgr bl T T

10eCh Kimwan fo: M Deoou! \
Teselon e deikio. el rote and Croale 0 petnme .

Aatchsticks

% £ \ Sensory evaluations of different foods
- = W3 \ /I - Filling Appearance | Smell Flavour/ | Texture | Dislike | Meither | Like
' 3 ;i Appliqué by gluing or stitching Taste Y 50
- T o = Y
1
2
Crom sectons Diogo= Capoet Dagram
L 3
4
f Word Calaurul Frusty Salky Crspy
' 1 bark Darkipala hAaoty Herby Crunchy
- e sy Smoky Spicy Seft
rAaist Cinicry Fishy Chawey
Garlicky | Smoicy Sicky
vy - Fishy smeath
3 square based Hairdl
Pyramed el

Structures Textiles




