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Statement of Intent

“Using creativity and imagination, learners design and make products that solve real and
relevant problems within a variety of contexts, considering their own and others’ needs,
wants and values. They acquire a broad range of subject knowledge and draw on disciplines
such as mathematics, science, engineering, computing and art. Learners learn how to take
risks, becoming resourceful, innovative, enterprising and capable citizens.” (National
Curriculum 2013)

At Cann Bridge School, we are committed to providing all learners with learning
opportunities to engage in Design and Technology. Our curriculum will support our learners
to learn about the world we live in and to develop a wide range of knowledge and skills
through designing and making. The Design and Technology curriculum will provide
opportunities for learners to be inspired, engaged and excited. The curriculum encourages
learners to learn, to think and intervene creatively to solve problems.

Our aims are:

e To support learners to develop the creative, technical and practical skills needed to
perform everyday tasks confidently and to participate successfully in an increasingly
technological world

e For learners to develop knowledge, understanding and skills in order to design and
make prototypes and products for a wide range of users

e To support learners to evaluate and test their ideas and products and the work of
others

e For learners to understand and apply the principles of nutrition and learn how to
cook.

Implementation

Design Technology is delivered in focused sessions across all key stages of the school.
Learners follow a framework of planning which has been carefully mapped to ensure that
all learners develop the creative, technical and practical expertise needed to perform everyday
tasks confidently and to participate successfully in an increasingly technological world. Each Design
Technology project will follow a design, make and evaluate process. Learners will have the
opportunity to build a wide range of skills and knowledge in understanding mechanisms,
using tools and building structures. Learners will also be taught Food Technology, which
will support them to develop a knowledge of the principles of nutrition and provide them
with skills to prepare and cook dishes. All learners will follow a progression of steps to
ensure that they build on previously learnt knowledge and skills.
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Impact

Design Technology gives learners the opportunity to develop skills, knowledge and
understanding of designing and making functional products. At Cann Bridge we feel that it
is vital to nurture creativity and innovation through design, and by exploring the designed
and made world in which we all live and work.

At Cann Bridge, Learners will build upon their early childhood investigations to
explore progressively how things work. They will learn how to use hand tools and how
computers are used to support designing and making. As they do so, they will learn about
processes and the working characteristics of materials. Learners also learn about structures
and the practical application of mechanisms and pneumatics, to make moving toys and
models

Learners at Cann Bridge will also be taught food and nutrition within the Design
Technology Curriculum, so that they are equipped with the necessary skills to cook and
feed themselves well and keep healthy. Practical work, like cooking, develops fine, gross
and sensory skills and it can also provide social experiences and opportunities for learners
to develop skills for independent living and the world of work, especially within catering
and hospitality

Accreditation

NOCN Entry Level Award in Independent Living

Monitoring, Evaluation and Review of Design Technology

The impact of the Design & Technology curriculum will be monitored and evaluated
through;

e Photographs of made products

e Documentation of learning via Evisense
e Termly summative assessments

e Pupil progress reviews

e EHCP reviews
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Design & Technology in EYFS

The learners in EYFS will have one Design and Technology topic each term. These are;
Exploring How Things Work, Develop Small Motor Skills and Explore a Range of Tools.
Design and Technology is taught across the day within the continuous provision, through
interactions with adults.

Design & Technology in KS1

At Key Stage 1, Learners will begin to build on their explorative skills developed in EYFS.
They will cover a range of knowledge and skills such as; building structures, food and
nutrition, exploring materials, using mechanical systems and selecting from a range of
materials.

Design & Technology in KS2

Learners in Key Stage 2 will continue to build on previously learnt skills and knowledge by
following design briefs in the following areas; food and nutrition: understanding
seasonality, exploring and using mechanical systems, building complex structures,
understanding algorithms and exploring a wide range of materials.

Design & Technology in KS3

At Key Stage 3, learners will further develop their knowledge and skills by looking at specific
areas in more depth as well as being introduced to new areas of learning, such as;
identifying and solving design problems, learning where food comes from, understanding
electrical systems and applying computer knowledge to design a programme.

Design & Technology in KS4 & KS5

Key Stage 4 and 5 focus on preparation for adulthood and developing skills for life. From Key Stage
4, learners will solely focus on Cooking and Nutrition in order to support their transition to life
beyond Cann Bridge.

Learners will have the opportunity to use well-equipped purpose-built Food Technology rooms on
the community campus as well as their taking their learning out into the local community.

Key Stage 4 will work towards the NOCN accreditations in the following units;
e Make a Simple Meal
e Food Safety and Storage
e Eating Out
e Eating a balanced diet
e Everyday Food and Drink Preparation
e Basic Cooking Techniques

Key Stage 5 will have weekly Food Technology lessons, focusing on the following topics; Food
Hygiene, Basic Meals, Planning an Event, Nutrition Awareness and Substantial Snacks. The learners

will be assessed against the Steps for Life progression steps.
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Creative, Technical & Practical Expertise

r’ﬁ Selects an alectrical object that will give light

o Selects an electrical object that will move

O Selects an slectrical object that willmaks a
sound

k.) Motices the difference without a battery/cell
O Makes objects move faster or shower

( ) Finds an itzm in their immediate emironment
~  that can be pulled

O Finds an item In their immediate environment
that can be pushed

C) Uses electricity 1o move an object, e.g. blows an

object with an alectric fan, mancewres a
remote-controlled car, etc.

Designing & Making for Users

Requesats a tool or object for a purpose

States aimply how they will make a product, e.g.
“Stick box”

™ Suggests ways to decorate or colour thelr
o
miodel

OO

O Makes a product for & familiar punpoze, e.g.a
container to hold pencils

Evaluating & Testing ldeas & Products

( ) Demonstrates an awareness that specific
" actiong cause an expected regult

':___J States what they noticed, &.g. ‘not working', or
"bigger
La Investigating and Analysing Products

( ) Identifies one property of a material being
~  handled, eq. cold, hard, shiny, etc.

7y Presses a switch at a specific point to achieve
" & desired result

Moves an object in a variety of different ways,
.. forwards and backwards, in circles, etc.

S

~
s

Snilps with sciszors

Rolls, flattens, tears, joins and moulds pliable
migterial

O

\
<

Chooses the comrect familiar tool for a task
from a growp of three, e.g. paintbrush, scizsors,
glue

Links or joins construction toys generally
independently

Uses an access/ control device to make an
object appear

Graspa tools generally independently

L

~
L

O

\
o

b

i Bullds a tower of seven bricks

'd
L.

Rl
-

Bullds a tower of five bricks

C

Stecks, organizes and re-organizes blocks and
~  boxes

Y
L

Selects an object for a purpose

~
L

Hendles a range of containers of different sizes,
migterials and openings

O

Identifies textures they feel on materiak after
verbal prompt, e.g. hard/ soft, rough/smaoath,
shiny/dull

O

Tests new/unfamiliar objects, e.g. through
manipulation/zqueezing

Examines pans of familiar objects up close

O

£y
\

Demaonstrates an understanding of how
electronic objects work

ON

@]

Moves tools generally independenthy

Chooses the eomect famillar material for a task
from & growp of three, e.g. cardboard, paper,
string

Communicates about textures they feel on
different materials

Puts an object together with assistance
Turns & screw toy anticlockwise
Turns & screw toy clockwise

Recognises that when the equiprment is turned
off, it won't work, e.g. no light from a torch

Demonstrates awareness they need a tool 1o
help, e.g. asks for scizsors to help cut a
materizl

Chooses an item from a selection to decorate
their product

Places bricks on top of others successfully
Builds: & tower of blocks with 8 member of staff
Chenges a shape made with pliable materal

Explores the use of bullding bricks

Demonstrates an understanding of how
mechanical objects work, .0. winds up a carto
make it move

Identifies if they can pull, bend, or squash a
miaterial after manipulating it

Identifies simple differences between
materials, e.g. atates if a material iz dry or wet
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Creative, Technical & Practical Expertise
O Deseribes, in simple terms, what a cell or
battery may do, e.g. "Make it work”

(::] Mames familiar materials or tools, e.g. glue,
pencil sciszors

L_J Demonstrates understanding that each switch
Ina two-awitch activity will trigger a separate
action

O Understands that they need to push the switch

&t a particular paint (in time or space) to
echieve a desired result

O Uses a variety of simple tools to make a model
with aasistance

(‘) Imitates a member of staff using a range of
"~ equipment, e.g. sclssors

O Indicates that batteries are nesded 1o provide
power

O FRelates the size of battery to an object, e.g.a
~ watch has a small battery end a carhas a
bigger battary, et.

Designing & Making for Users

(':] Communizates what they want to make with &
=~ member of staff

O Works in 20
I'-_-] Works in 30

O Undartakes atask using some simple tools
under supervision

Evaluating & Testing ldeas & Products

(:J Communicates about an aspect of their model
or product

O Explains in simple terms what their product
does

Controls horzontal movement wsing a switch

r-w.
!

Controls vertical mowement using a switch

Inputs simple operations with some suppart,
e.g. enters directions into & floor tertle

0O

B
-

Describes the action of @ magnet uaing simple
language, e.g it sticks to things

Adds wheels to object to make it move

) O (

Indicetes that different things mowve at different
speeds, e.g. car/bike

Finds inclined planes in their environment, e.g. a
ramp, the slide, the stairs, etc.

P
oy

O

A

Cuts with scigsors when paper held for them

™y
L

Responds appropriately to shape-based
terminclogy, e.g. where's the round shape, pass
mie the box, stc.

O

)

Uses tools effectively on pliable material

O Includes a range of materials in their work in a
variety of ways, e.g. buttons, wool, beads,
feathers, etc.

(7 Bullds with a range of construction materials

(™ Turns objects 1o align them

| States who they have made their product for

O O

Gives their model/ product & toplcrelated name

e
L

Ls Investigating and Analysing Products

O O

)

O O O C

Rollz pliable materals into different shapes

Finds shapes from description, e.g. with a
straight edge

Selects & specific shape from & collection, e.g.
circles

Communicates about the properties of
geometric shape in hand

Collects pictures fram a range of sowrces that
relate to a specific subject

Responds appropriately to texture-based
terminology, e.g. how many (tems are rowgh,
which fabrics are smooth, etc.

Selects material which is appropriate for the
task

Selects tools appropriate for the punpose

Uses tools with their preferred hand

Selects colour with purpose
Looks for appropriate shapes, meterials or
elzes to fit or match their product

Shows an appreciation of & subject’s elements
through madelling

Suggests what shape they would like to make
an object, e.g. “5Star biscuits®

Explores similar products made from two
different materialz, e.g. a wooden box and a
cardboard boo:

Gives & simple reasan why an object is made
from & specific material
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Creative, Technical & Practical Expertise
O Sorts objecis into groups showing how
electricity iz uzed, e.g. lights, heats, maoves

O Finds the negative and positive ends of a cells
using the - and '+ symbol

k.) Liats different iterns that use electricity from &
range of environments

O Stops actiating a switch when the action iz

(') Pregses a switch 1o complete an image on a
N screen

O Repeats switch pressing &t appropriate time

[’_'j Explores the results of pressing a button on &

O Operates a switch toturn an & tool

Designing & Making for Users

r_j Discusaes what they are going to do, including
“~" how and why in simple terms

o Makes a simple drewing to illestrate their idea

O Picks out simple tools when named, e.g. metal
ruler

(___j Makes a madel containing several parts

Evaluating & Testing Ideas & Products

(') Communicates about what they think of their
= oown wiork

O Describes the purpose of their product,
Inchuding what or who their product = for

(7 Discusses their work using approprate
"~ vocabulary

) O O

s
L.

O

Describes how objects move wsing simple
terms comectly, 8.9. backwards, slowly, etc.

Folds, tears and cuts paper and cand

Hammers gently with support

Compares tools, 8.9. a Phillips and flathead
screwdriver

Joing different materials
Joins components using & variety of methods

Marks the material where & join/cut needs 1o
be made

Explores how different tools work, eg. clamp

Drews lines with a ruler

Bullds towers, bridges and tunnels waing
wooden bricks

Builds using geometric construction material
Builds using interlocking cogs

Bullds models with clay or pliable materials
using a variety of technigues

Identifies simple processes they need to
develop to improve their design or make wark

Investigating and Analysing Products

( :)

o O

Cuts thicker materials with sclzsors, e.g. tape,
gtring, tc.

Shows an awareness of safety when waing
tools

| Attemnpts to cut dfferent meterials to a specific

shape

Drews round shape templates

Describes shapes, listing some properties, e.g.
sides, round

Explains why inclned planes make ouwr lives
easler in simple tarms

Adds to & conatruction kit model to make it
stronger or to make it move better

Attemnpts to change theirtall structure to help it
become more stable

Labels & simple dagram, e.g. puts pletwres of
body parts on a silhoustte

Describes with familiar, simple keywaords what
ections they took or tools and materials they
used to create a finished product

Follows & simple pictorial plan to recreate a
miodel, e.g. waing pictures of different
slze/shepe boxes

Identifies some reasonz why & specific material
Iz used for a task, e.g. paper for & parcel

Describes the effect of turning an object on or
off

Looks clesely at a large compound object and
gtates what materials thay see
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Creative, Technical & Practical Expertise
O Makes a simple lever with assistance
{7} Cuts simple shapes using scissors
(7} Lists examples of software which can be

ectivated by switches

I'"] Creates asimple electrical circuit using cells,
" bulbs, buzzers and wires with support

(_) Constrects things that turn or move with
support, eg. windmills

O E.;:tm simple programs using symbols, e.g.

,D Tests the load a structure can camy

Designing & Making for Users

O Makes a product, structure or object using
simple tools successfully, eg. a hoke punch

C_) Makes products, structures or objects using
construction materials, e.g. straws to build 30
frameworks

O Describes with keywords what actions they
took of tools they used to create a finished
product

Evaluating & Testing Ideas & Products

O Compares their completed work simply against
the original design criteria when evaluating their

designed product

O Suggests a way they can improve their product,
~ eg.in initial dezign, technical ability

O Identifies simple processes they need io
develop to improve their completed product

O

Investigates how to make & strscture stiffer

Investigates how to make & strscture more
stable

Investigates how to make & strscture stronger
Measures using a ruler with support

Identifies simple steps that can be taken 1o
Improwve safety when using tools

Inzerts paper fasteners for card linkages

Joins materials by overlapping

Selects tools generally appropriate to the task
when making a product

Selects materals generally appropriate to the
task when making a product

Follows simple planz 1o make an object, e.g.
stacking 30 objects to recreate a structure on a
plan

Mekes & basic modelto help communicate
their ideas

Investigating and Analysing Products

Explains how each material in an object haz a
role and what that role is, e.g. leather and rubber
In & shoe

Describes twa simple properties of comman
materials

O Demonstrates care using tools, when
supenvised

Hamimers using the comect side

Mekes holes in soft wood using & hand drll with
‘one-to-one support

Dermonstrates how o Wum & screwdniver
Demonstrates how to hold & nall

Demonstrates how to hold & hammer

ONONOERS

Cuts straight line with scissors

')
I

Writes & caption or labels on their drawings

) O

) Records ideas uaing drawing or information and
communication technology

Designs products for different contexts, eg.
themselves at home, a member of ataff inthe
getting

™ i
O

(') Discusses and explains their design ideas

O Lists the materials an object is mede from

( :| Suggests what a product is for and who might
use it

O Explains simply how a product they are
evaluating works
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Creative, Technical & Practical Expertise
O Seores card before folding

(') Identifies zome technigues for using comman
~  tools

O identifies different weys of joining materials
I':_-) Suggests why they need to saw in a straight line
O Sews with one-io-one support

O Puts tools away safely

':___J identifies toals which could be dangsrous

Designing & Making for Users

O Employs simple finighing technigues when
‘warking with a range of materials

(___j Mames some of the tools and materials they
selected to make thelr product

O Demonsatrates safe use of tools when making
their product

Evaluating & Testing Ideas & Products

I'—_j Compares their end product with their design

~ Chteria

O Demonstrates some appreciation of the uzer's
needs, noting if and how they are met

O Justifies their choice of design from a selection
of ideas

-

o

D O

-
LS

)

|$- (

I
e

O

Holds a saw comectly

Curls paper

Cares for tooks and materials

Writes a simple sequence of computer
Ingtructions to create an outcome

Creates a simple electrical circult wsing cells,
bulbs, buzzers and wires

Follows instrections to make & simple
mechantam

Describes what a simple mechanism does, e.g.

lifts:

O Communicates about their art and design work

)

i
LS

a8 It develops
Combines construction kits with other material

Considers the final appearance of the product

Makes a simple template of their product with
SUppOrt

Suggests some ways they could improve a

' ppecific area of their own design work

Investigating and Analysing Products

Explains why an object is made from a specific
miaterial/s, based on their understanding of
their properties

Explains how they think a lever works
Identifies simple levers
Makes objects move using wheels, axels

and/or conatrection kits

Makes & structure more stable, stiff or strong
after simple teating

Joing gimply with given tools and materials
successfully

Cuts along lines, straight and curved with some
BCCUTBECY

States where the product they have designed
‘will be uzed, 9. home, in the setting, industry

States who will uze the product they have
dezigned, e.g. themselves or others

Creates simple plans of their designs

Investigates actual itemns or products as
starting point

Describes what they like or dislike about an
‘object or product

Evaluates a product against simple, given
criteria

Gives reesons why materials are used for
specific purpose
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Creative, Technical & Practical Expertise

Chooses different joing which are generally
Eppropriate to task

Irvestigates temporary, fixved and moving joine

Draws lines along & straight edge

ONONONG]

Planz and enters a sequence of instructions
forming an algorithm, e.q. specifying distance
and tume

(':] Creates simple electrical circults using given
~ equipment

Designing & Making for Users
(') Employs simpla finizhing technigues to
" enhance their product
O Suggests some ways they could improve their
making technique, e.g. cut more slowly, taking
time to be precise
O Follows instructions when using tools

(':] Explains why they have chosen tools,
= technigues or materials

Evaluating & Testing ldeas & Products

O Explains how and why theywould change or
Improve a specific area of their product
|:':| Explains simply why the properties of a material
" make iz suitable or unsuitable for a purpose

Lo Investigating and Analysing Products

.f ) Looks at and dizcusses examples of levers, e.g.

~ how & pedal bin works and the name of the
mechanism u=ed

":_ } Employs a simple mechanism in their product
| Explaina how they think & mechaniam works

{\_;. Suggesats how to make their strecture stronger,
miore stable or stiffer using simple techniques
‘or equipment they have previously tried

( :] Joins textiles using glue, staples ar simple
~  stitches

() Cuts out more precisely uging scissors

O

D Measures compaonents in thelr design product
with some cane

7y Manipulates materials to create new or
different shapes

7y Crestes a model or mock-up of part or all of the
product

D Labels diagrams or plctures using given
Information

™

7y States how a product works when evaluating,
uging some technical languege, e.g. with gears

Suggests the possible range of users when
evaluating a product

Suggests altemnative materials for an object 1o
be made from

O (

Fa
Wt

OGNS

—_
—

(

o O

Megasures in centimetres using & ruler

Generally selects the correct equipment or
tools for the task

Cuts and shapes a range of matenials with
SOME SLppOoTt

Removes rough edges using sandpaper
Clasps an object in a wice with support

Saws using a junior hacksew with some
support

Grips &n object with pliers

Selects material uzing simple charactesistics
&5 & basis

Explains how their product will work:

7y Deslgns or makes a product uging knowledge

from previous work

Takes Into account some of the design criteria

Gives simple examples of how the uses fora
material have changed over time, e.g. bags 1o
cary shopping

Evaluates their product against the design
criteria, using key words
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Creative, Technical & Practical Expertise

O Wirites programs that eccomplish specific
goals

O Inchedes a control box to operate switch

D Inchedes simple circuits in their product, e g to
create light or motion

O Devizes asimple switch on their model

(_) Recognises simple mechanical systems, e.g.
preumatics

O Inchedes a simple mechanizm in their product

O Suggests a mechanism to ese in their product
to fulfil a specific requirement

Designing & Making for Users

U Attempts to improve the finish of their product

O Chopses materials to fit the aesthetic quality of
their design

(':] Measures, marks out and cuts with some
= sorcuracy

O FRefers totheir design or plans whilst making

('] Assembles or joinz parts of their product
= successfully

Evaluating & Testing ldeas & Products

O Evaluates own ideas and products, e.9. noting
similarities and differences between the

original plan and finished product
(:_"| Tests ther product

O Considers the visual impact of the finished
product

O

O

0 00

-
LS

O

P
e

O

La

Dizcuzses the method, equipment and
migterials they can uze to make an item stable
ar stronges

Identifies what makes tems stable or stronger

Explains why they chose specific proceszes
Selects tools relating to their functionality
Marks the position for screws or nails using a
tool, e.g. bradawl

Includes the v=e of simple conatruction
miateriats where appropriate

Alds the fintsh or construction of their product
using sandpapear

Joins waing a low temperature ghee gun

Works out the order of the process when
miaking their product

Selects materials relating to their functionality
Develops ther own ideas as they design, e.g.
‘when creating a prototype

Uses a graphics program, e.g. to design
elements such as a pattern

Decides on the criteria for & product

Describes how iImprovements suggested by
others would improve their final product

Explaina the reazons behind why modifications
‘WEre made

Investigating and Analysing Products

O 00 O

O O

O

Joins or combines resistant materials, e.g strip
‘wood &t right angles

Joing materials u=ing temporary festenings
Joins materials using permanent fastenings
Makes holes accurately, e.g. using a drill
Shapes resiatant materials, e.g. makes
rectangle or sguars from strip wood

Cuts strip wood or dowel to length with some
BCCUTBECY

Cuts reststant materials, e.q. strip wood wsing
SEW

Follows safety rules when using & range of
tools

Communicates realistic ideas, e.g. how
different parts of the product will work, wse of
evellable resources

Gathers information about the needs or wants
«of & particular group or individug| to aid their
design, e.g. by undertaking & simple consumer
SUMVEY

Designs prodects to be used in different
contexts

Suggests how a design or product affected or
changed people’s lives around the workd

Investigates and analyzes & range of products
using key words 1o describe their findings

Researches some of the great designers in
different areas of study
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Creative, Technical & Practical Expertise

@]
O

O
O

Q

O
O

Controls and models using software designed
for purpose

Writes code to control and monitor models or
products

Draws comentional symbols comectly when
designing circuits

Changes speed uzing mechantsms
Changes diraction using mechanisms

Describes the function of mechanical systems
In & product
Identifies how 1o strengthen, stiffen or reinforce

& range of materials and applies this to different
1

Designing & Making for Users

Q
O
O
O
O

Makes sure that the finish of product is suitable
for users

Identifies an appropriate methad of finishing
product, taking note of aesthetics

Demonstrates technigues which are multi-step
Suggests ways 1o proceed when problems
oCCur

Makes modifications as work is in progress

Evaluating & Testing ldeas & Products

] Cwtlines how maodifications for improvements

O
O

suggested by others could be implemented and
hiow they wiould improve the final product

Owtlines the effects of modifications that were
made during the making process

Comments on the effectiveness of their
produet when evalugting their ideas and
products

ONONG;

C OO0

O

Demaonstrates how to use & vice comectly
Measures and cuts in millimetres
Measures accurately in millimetres
Describes linear motion

Chooges finishing techniques appropriate 1o
creating a quality product

Marks out using a vanety of equipment e.g.
steel nule, set square

Files metal to size

Explains the suitability of using different joinz,
&.g. nuts and bolts for joine that need to be
undone later

Assembles materials in eccordance with plans

Assembles components to make a working
product waing a range of matenals

Decides on the comect tools and processes o
match the chosen material

" Measures and marks out the required kength on

& range of materials with accuracy
Tests basic requirements using a prototype

Investigating and Analysing Products

Investigates and analyses & range of products
againat a wide ranging criteria, wsing key words
to describe their findings appropriately

O

Joing & range of matenals, e.g. using slotting
Movements

Drills two pleces of material together
Cuts to & line using a saw

Makes different cuts mostly sccurately, eg.
with scissors or saws

Shapes & range of resistant materials

Uses machine tools safely and accurately
under supervision

Independently uses simple hand toots safely
and eccurately

Produces detailed plans using & range of
technigues, &.g. cross-sectional, exploded
disgramsz

Creates realistic designs which are suitable for
the task

Creates a design criteria which demonstrates
attention to athektic and function of a product

Produces simple, accurate product drawings or
models using CAD software

Designs products to be used within a range of
contexts

Suggests why or how & desh

generated an original idea which improved an
existing model e.g. horticultural technologies

Researches or dizcuzses information about
key individuals in design and technology who
have created products which helped shape the
world, &.0. 8 chef or engineer
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Creative, Technical & Practical Expertise

Q Ermploys innaovative combinations of
electronics, computing and mechanizms in
their products

O Incledes programmable components in their
products with suppaort

(j Ensures a desired effect is created using a

- range of elecirical components confidently

o Recognises moving pivots and fixed plvots

Designing & Making for Users

k_) Organizes practical work consistently so that
processes are camed out sccurately

Q Ermploya apecialist equipment to product a
product/part of product

(:) Displays adaptation when making

O Shows a detalled understanding of the
equipment, materals, tools, components and
processes worked with to produce a very good
quelity product

Evaluating & Testing Ideas & Products

kJ Justifies any madifications or improvements
that were needed and modifies the product
besed on the evalustion which led to an

Irnprowed final praduct

(_) Tests the praduct carefully against the design
specification, using this to further improwve
ideas

.:' ‘) Recognizes arange of mechaniams including

bell cranks, sliders, ratchet and pawls, rack and
pinions

Explores how 1o change the eppearance of a
range of materials, e.q. colouring technique in
fabric

Combines appropriate meaterigls within a
produet which proside & range of vaes, e.g.
fabric for comfort, card to stiffen

Works mosthy ta plan, correcting any mistakes
with little help

Annotates all designs with the materials and
gizes, and refers 1o the processes that will be
used

Produces a detailed plan of making, including
accurate timings and HACCP, suggesting
alternative ways of making the produet at
certzin stages

Develops a detalled specification that will

Inform innovative and appealing design ideas
that are suitable for a specific user

Evaluates their wark regularly throwghout the
design and making process

Thoroughly tests and evaluates the final
product &s it was being used, highlighting any
weaknesses

Investigating and Analysing Products

Y )

OREORENS]

o O

O Explores more complex finishing procesaes,

£.9. wood staining, enamelling, dip coating

Mekes own decisions about how they will
combine materials and technigues to create a
specific effect

Understands the working properties of
mgterials and selects appropriste materials to
be used in products to produce functional
solutions to design ideas

| Analyses extsting products by justifying the

different materialz and processes used in their
manufacture

Explores the needs of others in depth and uses
research to help create design ideas that are
sultable for the user

Taekes into account the properties of materials,
explaining why they are used

Uses & range of taals, equipment, materials and
components with pracision, to congistently
produce a well finizhed product

Understands the responsibilities of Designers,
Engineers and Technologists

Analyses the work of past and present
profeszionals and explains how this has
impacted on both original ideas and final
product

Suggests own critera to investigate against
when looking at existing products
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Creative, Technical & Practical Expertise

D Understands and uses the properties of
materigls and the performance of structural
elements 1o achieve functioning solutions

O Understands how more edvanced mechanical
systems used in their products enable changes
Inmovement and force

Designing & Making for Users

(') Utzes research and exploration, such as the
= study of different cultures, to identify and
understand user needs

|:J Identifies and sokes their own design problems
and understand how to reformulate problems
given to them

C) Develops specifications to inform the design of
Innowative, functional, appealing products that
respond to needs in & variety of situations

Evaluating & Testing Ideas & Products

(7 Analyses the work of past and present
" professionals and others to develop and
broaden their understanding

(') Investigates new and emenging technologies

{ } Understands how more edvanced electrical and
" electronic systems can be powered and uzed in

their products
Applies computing and uses electronics to

r
L

embed intelligence in products that respond to
inputs and control cutputs using programmable

Ccomponents

O Uses a variety of approaches, to generate
= creative ideas and avold sterectypical
esponses

() Develops and communicates design ideas

' uging annotated sketches, detailed planz, 30
and mathematical modelling, oral and digital
presentations and computer-based tools

™y Tests, evaluates and refines their ideas and
products againzt a specification, taking into

account the vews of intended users and other

Interested groups

{ :, Understands developments in design and
technology, its impact on individeals, society

and the environment, and the responsibilities of

designers, engineers and technologiats

('j Selects from and uses specialist tools,
= technigues, processes, equipment and

machinery precizely, including computer-aided
manufacture

(7 Selects from and use a wider, more complex
"~ range of materiak, components and
ingredients, taking inta account their properties
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