Design
Technology
Curriculum




Intent

At the Federation of Holy Trinity Schools, we believe Design
Technology helps us to develop as reflective learners as we work
through the design process. Through design technology, we are able to

work collaboratively to solve problems and find solutions, teaching us
to deal with uncertainty whilst developing communication,
organisational and other practical life skills. In design technology, we
learn to appreciate the needs of others, the built environment and the
likely impact of future technologies.




As DT Inventors at The Federation of Holy Trinity Church of England
School we want...

Design Technology to give pupils the opportunity to develop skills,
knowledge and understanding of designing and making functional
products.

Through design technology, pupils to develop the creative, technical
and practical expertise needed to perform tasks confidently.

Pupils to develop their communication skills through design technology,
when they are sharing ideas and explaining their thinking.




Meet Westwood!

Westwood is a designer and maker. Desighers and
makers use their skills and their knowledge to design
or create a solution to a problem. Designers and

makers plan the look or workings of something prior
to it being made, by preparing drawings or plans.
They use their skills and their knowledge to design or
create a solution to a problem.




The Four 'C's

e Communication
e Conflict

e Conservation

e Culture




Knowledge
building




Uses and Purposes

i)

Know why they need to Understand the purpose:
make products suitable of their product and know
or intended end users and which design features will
how this influences design appeal to intended users

Know what they are
designing and making
and say what its
purpose is




Know what they are
designing and making
and say what its
purpose is
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Know why they need to
make products suitable
or intended end users and
how this influences design
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Jolning Materials

The Fairy
Design Project
Food Technology

Diasign Man's Dutfit
Tash: Teatiles

EDOT: Mechanksms -
Levers amd

Linkages 2

The Ewil Genlus
Design Froject

The Spaceman Design Project

EDT: Struchures 2

Design Technology Skills Map

Let's Play

‘Come and Join
the Celebration’

‘Juraszic Park’

@

"Animal Crackers'

"No Place Like Home"

Under the Sea’

‘Help is at Hand"

'Food Glorious
Food'

‘I You Go Down to
the Woods._*

"What On Earth__?*

‘Came Fly With Me!

Bolnkng Materials

loining Materials

loining Materials

loining Materials

laoining Materials

"Unity in the Community' "Royal Patrons’ 'Children’s Champion’ ‘Light Up the World" ‘Came Fly With Me!
SDIT: Structisnes SDT: Mechanisms - SDT: Machanlsmis - Slidars and
Sliders and Levers 2 Lawers 1
‘Land Ahoy!" ‘Dancing Spy’ ‘Record Breaker’ "Going WildY “Zera to Herg'
All About Animals
The Plrate Design Project SOT: Taxtiles Thie Gitt Task
‘Athens v Sparta’ ‘Lindow Man" Ot and About Under the Canopy” ‘Came Fly With Me!
SDT: Structures The Trilhal Child Food Technology
Dasign Project Bamin Flague Task
‘Law and Order’ “Vikimg Warrior’ “Saxon King' Picture Our Planet "Cry Freedom’
SOT: Machamdsms - Levars and Taatiles SDT: Tautiles
Linkages Waauing
Food Technology
You're Mot Invited' ‘Fighting Go With The "Pharach Oueen’ ‘Global Waming' ‘Came Fly With Me!
Footballer Flon

The Soldier Deslgn Froject

Board Game Task

EDT: Shruciunes 1
Dream Catchers Task

Wars of the World®

‘True Crime"

“Time Team"

Full of Beans'

1Have 3 Dream..."

SOT - Electronics 1

SDT: Elecironlcs 2

SOT: Tautiles

V %




‘Come Fly With Me!

The Fairy Design Project
Skills

[t1 Explore the sansory
qualities of materials

D3 Identify a target group for
what thay intend todesign and
make

Dts Recognise how structures
can be made, stronger, stiffer
and more stable

D6 Follow safe procedures
Dt7y Take account of simple
properties of materials when
deciding how to cut, shape,
combine and join them

Dt8 Use tools and materials
with help

Dream Catchers Task

Structures 1

Skilts

Dtag Investigate ways of meeting
desgn challenges with a
comtruction focus

Dt36 Investigate how the work of
ndmduals m design andd
technology has helped to shape the
workd

Dt3g Estimate and measure using
appropnate mstruments and units
Dtyo Plan what they have to do,
including how to use materisls
equpment and processes

Dt4a Communicate design ideas in
different ways & g. dscussion,
annotated sketches, cross-sectiona
and exploded diagrams,
prototypes, pattem pieces and
computer aded desgn

od



LO & S5C

Script

Learning Experience

Big Questions Answered

Juicy Jargon Spoken

DT 18.10.23

Design a timekeeping device for a
spaceman to use.

¥

Consider different time
keeping devices and
the key features they
must have.

Select appropriate
features for a device
which would benefit a
SpACEMman.

Begin to design your
time keeping device

OT: Today we are working with Westwood
who is a designer and maker. Designers
and Makers use their skills and their
knowledge to design or create a solution
to a problem.

IUse the given profile of a spaceman, look at what they do and their
needs when in space.

Consider what type of timepiece they would need and what it could
do/tell them.

Design a timekeeping device for the spaceman considering h.he
purpose for this invention and how the design features will appeal to
the spaceman.

Label key features.

Consider what materials you will need to make the prototype. Make a
list of the resources you will need to make this prototype.

What sort of time piece
would a spaceman need.
How much pressure should it
withstand?

Could it do anything else?

Space, pressure, time piece, time
difference, compass, purpose,
design features, prototype.

Session 7
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Mational Curriculum Objectives
Pupils should be taught to...

design purpaseful, functional, appesling
products for themsekves and other users
based on design criteria

generate, develop, model and
communicate their ideas through talking,
drawing, ternplates, mock-ups and, where
approprigte, information and
communication technology

Make

select from and wse 3 range of tools and
equipment to perform practical tasks (for
example, cutting, shaping, joining and
finishing|

select from and wss 3 wide range of
materials and components, incleding
constructon materials, textiles and
ingredients, according to their
characteristics

Evaluate

understand the important of exploring
and evaluating a rangs of existing
products

evaluate their idezss and products against
design criteris

Technical
kmowladge

build structures, exploring how they can
be rmade stronger, stiffer and more stabls

Hannile Ever Afber

Inter-Nation Meadia

Station
L n ey
Land Ahoy

Unity in the

explore and use mechanisms (for
example, levers, sliders, whaels and axlas),
in their products

Royal Patrons

Dancing Spy”

Mever Eat Shradded

Paddington’s

Passpart’

‘Children"s

hampion’

Repord Breaker”

Light Up: the Warld®
‘Gaing Wild!l'
“‘Ciormee Fly With

Cooking and
nutTitian

use the basic principles of 2 healthy and
varied diet to prepare dishes

understand where food comes from
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National Curriculum
Objectives

v Sparts’
g Warrior
In Your Element”
nder the Canopy’
ure Qur Planet'
fave  Dream..

‘May the Force Be Witk
ime Team'

“Lightning Speed’
“Law and Order”
Yau're Nat Invited®
“Wars of the Warl
“Fighting Foott
“Recky the Fin

-

“Ga With T= Fl

“Out and Aba
Pharaah Ouesn”
‘Glabal Warni

“Full of Beang’
“Corme Fly With Rgel”
“Cry Freedom'
“Conne Fly With Mel”

s should be taught
use reseanch and develap
design criteria ta inform the
design of innovative,
functional, appealing products
that are fit for purpase, simed
at pactinulacindbdduals ar
groups

generate, develop, medel and
communicabe their ideas
through discussion, annotated
sketches, cross sectonal and
exploded diagrams, pratotypes,
pattern pleces and computer-
aided design

Make select from and use o wider
range of tools and equipment
ta perform practical tasks (far
example, cutting, shaping,
jvining and finishing] accurately
select from and use a wider
range of materials and
compenants, including
construction materiaks, tediles

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 cansider the
wisws of others to improve
thair wark

understand how key events and
indiwiduals in design and
technology have helped shape

the world
Technical apply their understanding af
Krowledge | haw to strengthen, stffen and

reinforce more complex
structures

understand and use mechanical
systems in their products {for
evample, gears, pulleys, ssms,
lavers and linkages|

understand and use electrical
systems in their products {for
sxample, series circuits
incarparating switches, bulbs,
buzzers and muoters|

apply their understanding of
computing to pragram, manitar
and control their products

Caaking understand and apply the
and i s of & healthy and
Hutritian waried diet

prepare and conk a variety af
predominantly savaury dishes
using a range of cooking
technigues

understand seasanality and
know where and how a variety
af ingredients are grewn,
reared, caught and processed
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Subject Leadership

* Structure and oversight — big picture
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* Monitoring:

o Sketch books and completed designs/products

o Planning

o Pupil voice
o The learning environment: areas of provision in EYFS




Pupils

Year Five Average

Imensions
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Next steps:

Further personalise and develop

Exploit opportunities for enrichment activities

Refine and adapt planning to focus on the development of
key skills

Develop links to other design professionals and
establishments

Challenge for greater depth and scaffolding/adaptations
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