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DT Curriuclum Overview
UKS2 – Cycle 2

	
	Cycle 2

	Term
	Autumn 

	Autumn/Spring
	Spring
	Spring/Summer

	Enquiry Question
	Structures: Playgrounds (Tudor house) 
	Textiles: Waistcoats (Christmas stocking?)
	Mechanical system – Gears and pulleys
	Cooking and nutrition: Developing a recipe 

	National Curriculum Coverage


	Design
· use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups
· generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and
computer-aided design
Make
· select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately
· select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities
Evaluate
· investigate and analyse a range of existing products
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
· understand how key events and individuals in design and technology have helped shape the world
Technical knowledge
· apply their understanding of how to strengthen, stiffen and reinforce more complex structures
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]
· understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors]
· apply their understanding of computing to program, monitor and control their products.

Cooking and nutrition 
· understand and apply the principles of a healthy and varied diet
· prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques
· understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed.


	Unit Outcomes
	Pupils who are secure will be able to:
· Create five apparatus designs, applying the design criteria to their work.
· Make suitable changes to their work after peer evaluation.
· Make roughly three different structures from their plans using the materials available.
· Complete their structures, improving the quality of their rough versions and applying some cladding to a few areas.
· Secure their apparatus to a base.
· Make a range of landscape features using a variety of materials which will enhance their apparatus.

	Pupils who are secure will be able to:
· Consider a range of factors in their design criteria and use this to create a waistcoat design.
· Use a template to mark and cut out a design.
· Use a running stitch to join fabric to make a functional waistcoat.
· Attach a secure fastening, as well as decorative objects.
· Evaluate their final product.

	Pupils who are secure will be able to:
· Give examples of machines that use gears and/or pulleys.
· Describe how gears and pulleys work and their purpose.
· Design and make a gear and pulley system.
· Write a problem statement.
· Write questions for market research, provide feedback and research market competitors.
· Write and use a design brief to guide design.
· Evaluate a product against a set of design criteria, provide useful feedback and incorporate changes.
· Draw and annotate an eco-gadget bike design.
	Pupils who are secure will be able to:
· Describe the process of beef production.
· Research a traditional recipe and make changes to it.
· Add nutritional value to a recipe by selecting ingredients.
· Prepare and cook a version of bolognese sauce.


	Key Knowledge 

Includes on-going retrieval of what is not currently being taught.





	· To know that structures can be strengthened by manipulating materials and shapes.
· To understand what a ‘footprint plan’ is.
· To understand that in the real world, design can impact users in positive and negative ways.
· To know that a prototype is a cheap model to test a design idea.

	· To understand that it is important to design clothing with the client/target customer in mind.
· To know that using a template (or clothing pattern) helps to accurately mark out a design on fabric.
· To understand the importance of consistently sized stitches.

	· Understand how gears and pulleys transfer movement and can increase force in mechanical systems. 
· Use market research to identify needs and consider constraints when developing ideas. 
· Create original and innovative designs, using annotations to explain ideas clearly. 
· Assess risks and choose appropriate, safe tools and equipment. 
· Consider sustainability when selecting materials and making products. 
· Evaluate products using feedback to identify improvements and refine future designs.
	To know:
· That beef comes from cows reared on farms.
· That recipes can be adapted to suit nutritional needs and dietary requirements.
· That nutritional information is found on food packaging.
· That coloured chopping boards can prevent cross-contamination.
· That food packaging serves many purposes.


	Key Skills







	· Designing a  featuring a variety of different structures, giving consideration to how the structures will be used.
· Considering effective and ineffective 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.
· Using a range of materials to reinforce and add decoration to structures.
· Improving a design plan based on peer evaluation.
· Testing and adapting a design to improve it as it is developed.
· Identifying what makes a successful structure.

	· Designing a waistcoat in accordance with a specification and design criteria to fit a specific theme. 
· Annotating designs. 
· Using a template when pinning panels onto fabric. 
· Marking and cutting fabric accurately, in accordance with a design. 
· Sewing a strong running stitch, making small, neat stitches and following the edge. 
· Tying strong knots.
· Decorating a waistcoat – attaching objects using thread and adding a secure fastening.
 
· Learning different decorative stitches. 
· Sewing accurately with even regularity of stitches. 
· Evaluating work continually as it is created.

	· Identify community needs, barriers and constraints through market research. 
· Write design briefs and design criteria that consider users, function, sustainability and cost. 
· Generate innovative ideas and communicate them through detailed annotated sketches and prototypes. 
· Refine designs through testing and prototype development. 
· Apply safety procedures consistently and select appropriate tools and materials. 
· Use accurate cutting, joining and construction techniques to create quality products. 
· Evaluate products against design criteria, considering functionality, appearance, sustainability and user experience. 
· Use specific feedback to improve designs and explain how changes enhance the final product.

	· Explaining the farm-to-fork process.
· Researching existing recipes.
· Suggesting alternative ingredients.
· Analysing nutritional content.
· Writing an alternative recipe.
· Understanding cross-contamination.
· Using preparation skills.
· Designing a jar label.
· Making a developed recipe.


	Key Vocabulary
	Apparatus, design criteria, equipment, playground, landscape, features, cladding

	Annotate, decorate, design criteria, fabric, target customer, waistcoat, waterproof

	Annotate, axle, force, gear, gear system, input, machine, market research, mechanism, output, problem statement, pulley, pulley system, renewable energy, research, sustainability, teeth

	Abattoir, adaptation, balanced, beef, brand, cook, cross-contamination, cut, design, enhance, equipment, evaluate, farm, grate, hygiene, ingredients, label, measure, nutrient, nutrition, nutritional value, preference, press, process, recipe, safety, theme



	Lesson sequence 
	 Lesson 1: Design a new playground
To design a playground with a variety of structures.

 Lesson 2: Building structures
To build a range of structures.

 Lesson 3: Perfecting structures
To improve and add detail to structures.

 Lesson 4: Playground landscapes
To create a surrounding landscape.
	 Lesson 1: Waistcoat design
To design a waistcoat.

 Lesson 2: Preparing fabric
To mark and cut fabric according to a design.

 Lesson 3: Assembling my waistcoat
To assemble a waistcoat.

 Lesson 4: Decorating my waistcoat
To decorate your waistcoat.
	 Lesson 1: Gears
To create a working gear system and explain its function.

 Lesson 2: Improving your gear design
To improve a working gear system and suggest some applications.

 Lesson 3: Pulleys
To create a working pulley system and explain its function.

 Lesson 4: Eco-gadget bike project: Market research
To conduct market research to discover useful tasks an eco-gadget bike could perform.

 Lesson 5: Eco-gadget bike project: Design
To design and evaluate an eco-gadget bike using design criteria.
	Lessons 4 and 6 will require an additional adult to support the activities. Lesson 6 will take longer than an hour.

 Lesson 1: From farm to fork
To understand how ingredients are reared and processed.

 Lesson 2: Different choices
To make adaptations to design a recipe.

 Lesson 3: Nutritional value
To evaluate nutritional content.

 Lesson 4: Preparing ingredients
To practise food preparation skills.

 Lesson 5: Designing labels
To design a product label.

 Lesson 6: Making Bolognese
To follow and make an adapted recipe.
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