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                    DT Curriuclum Overview
                            LKS2 – Cycle 1

	
	Cycle 1 

	Term
	Autumn 

	Autumn/Spring
	Spring
	Spring/Summer

	Enquiry Question
	Cooking and nutrition – Adapting a recipe
	Electrical system: Electric poster
	Structures: Constructing a castle
	Mechanical system – Pneumatic toy (volcanoes)

	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:
· Describe features of biscuits using taste, texture and appearance.
· Follow a recipe with support.
· Use a budget to plan a recipe.
· Adapt a recipe using additional ingredients.

	Pupils who are secure will be able to:
· Explain what information design is and understand its impact, considering what could happen if we had no signage, posters or written communication in public places of interest.
· Research and choose a specific Ancient Roman topic on which to base their initial poster ideas.
· Complete design criteria based on a client’s request.
· Roughly sketch four initial poster ideas, indicating where a bulb will be located for each.
· Review their initial ideas against the design criteria and peer feedback, developing a final design.
· Assemble an electric poster, including a functional, simple circuit with a bulb, following a demonstration.
· Acknowledge, with a brief explanation, the need to mount the poster using corrugated card.
· Test that the simple circuit works by adding a battery.
· Evaluate their electric posters in a letter to a client.
	Pupils who are secure will be able to:
· Draw and label a simple castle that includes the most common features.
· Recognise that a castle is made up of multiple 3D shapes.
· Design a castle with key features which satisfy a given purpose.
· Score or cut along lines on the net of a 2D shape.
· Use glue to securely assemble geometric shapes.
· Utilise skills to build a complex structure from simple geometric shapes.
· Evaluate their work by answering simple questions.

	Pupils who are secure will be able to:
· Define a mechanism as a system of parts working together to create movement and a pneumatic system can be used as part of this.
· Describe how a pneumatic system forces air over a distance to create movement and identify pneumatic systems in a range of everyday objects.
· Describe different types of drawings used in design to explain ideas clearly and explain why one may be more useful for a particular situation.
· Develop design criteria from a design brief.
· Begin to draw different types of diagrams to generate suitable ideas.
· Recall different types of pneumatic systems used to design a toy and create one for a specific movement.
· Build secure housing for a pneumatic system, consider sustainable resources and work with materials to create different effects by cutting, creasing, folding, etc.
· Evaluate how well the design, materials and equipment help to achieve the design brief.


	Key Knowledge 

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





	To know:
· That the amount of an ingredient in a recipe is known as the ‘quantity’.
· That safety and hygiene are important when cooking.
· The following cooking techniques: sieving, measuring, mixing/stirring, cutting out and shaping.
· The importance of budgeting while planning ingredients for a recipe.
· That products often have a target audience.

	· To understand that an electrical system is a group of parts (components) that work together to transport electricity around a circuit.
· To understand common features of an electric product (switch, battery or plug, dials, buttons, etc.)
· To list examples of common electric products (kettle, remote control, etc.)
· To understand that an electric product uses an electrical system to work (function).
· To know the name and appearance of a bulb, battery, battery holder and crocodile wire to build simple circuits.

	· To understand that wide and flat based objects are more stable.
· To understand the importance of strength and stiffness in structures.
· To know the following features of a castle: flags, towers, battlements, turrets, curtain walls, moat, drawbridge and gatehouse – and their purpose.
· To know that a façade is the front of a structure.
· To understand that a castle needed to be strong and stable to withstand enemy attack.
	To know:
· How mechanisms work.
· A mechanical system can allow us to move something more easily.
· Mechanical systems can have more than one mechanism that moves to make them work.
· Mechanical systems are often hidden in products to make them look more appealing.
· Pneumatic systems can be found in everyday objects.
· Pushing air can be used to move a mechanism.
· Pivots can be used to create more movement in a mechanical system.
· A combination of mechanisms can improve a product.


	Key Skills







	· Evaluating and comparing a range of products.
· Following a baking recipe.
· Understanding safety and hygiene rules.
· Identifying a target audience.
· Designing a biscuit within a given budget.
· Suggesting modifications.
· Adapting a recipe.
· Conducting market research.
· Evaluating an adapted recipe.

	· Carrying out research based on a given topic (for example, The Romans) to develop a range of initial ideas.
· Generating a final design for the electric poster with consideration for the client’s needs and design criteria.
· Planning the positioning of the bulb (circuit component) and its purpose.
· Mounting the poster onto corrugated card to improve its strength and withstand the weight of the circuit on the rear.
· Measuring and marking materials out using a template or ruler.
· Fitting an electrical component (bulb).
· Learning ways to give the final product a higher quality finish (e.g. framing to conceal a roughly cut edge).
· Learning to give and accept constructive criticism on their work and the work of others.
· Testing the success of initial ideas against the design criteria and justifying opinions.
· Revisiting the requirements of the client to review developing design ideas and check they fulfil their needs.

	· Designing a castle with key features to appeal to a specific person/purpose.
· Drawing and labelling a castle design using 2D shapes.
· Designing and/or decorating a castle tower on CAD software.
· Constructing a range of 3D geometric shapes using nets.
· Creating special features for individual designs.
· Making facades from a range of recycled materials.
· Evaluating own work and the work of others based on the aesthetic of the finished product and in comparison to the original design.
· Suggesting points for modification of the individual designs.
	· Creating simple design criteria that outline basic functionality and appeal to individual users or target audiences.
· Taking part in structured idea-generation sessions.
· Coming up with more ideas and considering the feasibility of their ideas in the classroom.
· Developing drawing and sketching skills with a focus on clarity and simplicity.
· Developing designs by adding details and justifications about materials, tools and methods.
· Beginning to recognise the benefit of a range of diagram types of prototypes to communicate ideas.
· Adding extra information on drawings or diagrams to help the user understand a design or idea.
· Using thumbnail sketches that are less detailed, quick sketches.
· Identifying cross-sectional diagrams that show the inside of a product and exploded diagrams that show how the parts of a product fit together.
· Selecting equipment required for a series of tasks based on the plan. Explain why each piece is suitable for each stage.
· Suggesting simple safety rules based on their understanding of tool dangers.
· Participating in discussions about classroom safety procedures.
· Cutting out more complex shapes accurately.
· Choosing shapes to suit the function of a product.
· Painting or colouring precisely to improve the finish.
· Making facades from a range of materials.
· Creating different textural effects with a variety of materials
· Analysing why specific products, designers or inventors are successful.
· Evaluating their designs by comparing them against design criteria and considering feedback from peers to suggest improvements.
· Evaluating how effective their chosen materials and tools were in fulfilling the design brief.
· Explaining why they think certain aspects of a peer’s design are effective or why they suggested specific improvements.

	Key Vocabulary
	Adapt, addition, appearance, budget, buttery, combine, comment, compare, construct, cream, crunchy, cuboid, cut, design, evaluate, fold, hygiene, ingredients, layout, market research, modify, multiplication, opinion, pounds, sieve, sift, target audience, taste, texture, unique, wooden spoon
	Battery, bulb, circuit, circuit component, crocodile wire, design, design criteria, develop, electric product, electrical system, feedback, final design, information design, initial ideas, peer-assessment, public, research, self-assessment, sketch

	2D, 3D, castle, design, key features, net, scoring, shape, stable, stiff, strong, structure, tab
	Diagram, evaluate,  feedback, housing, linkage, mechanical system, mechanism, pivot, pneumatic system, thumbnail sketch

	Lesson sequence 
	Lesson 1: Existing biscuits
To evaluate existing biscuit products.

 Lesson 2: Basic biscuits
To prepare and cook a dish.

 Lesson 3: Budgeting
To select ingredients and follow a budget.

 Lesson 4: Packaging
To take inspiration from existing products.

 Lesson 5: Market research
To make and test a prototype biscuit.

Lesson 6: Evaluating biscuits
To evaluate a final product. 
	Lesson 1: Information design
To understand the purpose of information design.

 Lesson 2: Topic research
To research a set topic to develop a range of initial ideas.

 Lesson 3: Design development
To develop an initial idea into a final design.

 Lesson 4: Electric poster assembly
To assemble my final product and incorporate a simple circuit.
	Lesson 1: Features of a castle
To recognise how multiple shapes (2D and 3D) are combined to form a strong and stable structure.

 Lesson 2: Designing a castle
To design a castle.

 Lesson 3: Nets and structures
To construct 3D nets.

 Lesson 4: Building a castle
To construct and evaluate my final product.
	 Lesson 1: Exploring pneumatics
To explore how pneumatic systems create movement within mechanisms.

 Lesson 2: Drawing diagrams
To use different types of diagrams to summarise information.

 Lesson 3: Designing a pneumatic toy
To design a toy that uses a pneumatic system.

 Lesson 4: Making a pneumatic toy
To create a pneumatic system for a moving toy.

 Lesson 5: Finishing the toy
To test and finalise ideas against design criteria.
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