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Purpose of study

Design and technology & inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products thal soldeetevant
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disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becominglrésnavetive, enterprising and capable
citizens. Through the evaluation of past anégent design and technology, they develop a critical understanding of its impact on daily life and the wider world. High
quality design and technology education makes an essential contribution to the creativity, culture, wealth abdimgbf the nation

Aims
Ourcurriculum for design and technology aims to ensure that all pupils:

1 develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participat&idlycicean increasingly technological
world

9 build and apply a repertoire of knowledge, understanding and skills in order to design and makgdligphprototypes and products for a wide range of users

9 critique, evaluate and test their ideas and products and the work of others

1 understand and apply the principles of nutrition and learn how to cook.

The study of desigandtechnology will help our children to express their idéaa creative wayThey will gain a comprehensive range of techniques which are
sequentially built uporio enable them to show their ideassinga wide range of materials and styléesearch suggests DT isone of prilad SR OKA f RNB Yy Q3
ddzo2S0iGad tNr2SOGa 2y | t13S YFEAYAASE (GKSAN Syez2eé Y Styfdugharéatiielhd @dtivaing ojedt 2 L
within a range bcontextsChildren will develop and build their knowledge in five key areas:

Food

Mechanisms& Mechanical
Structures
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Projects on a Pagelimsed on the six essentials of good practice in D&T. They are consistent with the National Curriculum requirements abd applidai
whenever children are designing and making products:

1 Userg children should have a clear idea of who they are designing and making products for, considering their needs, wants,dnfmefetences. The user
could be themselves, an imaginary character, another person, client, consumer or a specific tdigetau

1 Purposeg children should know what the products they design and make are for. Each product should perform a clearly defined caskthavaluated in
use.

9 Functionality¢ children should design and make products that function in some way to be successful. Products often combine aesthescvwgtiafiinctional
characteristics. In D&T, it is insufficient for children to design and make products which are purelyiaesthet

1 Design Decisiong when designing and making, children need opportunities to make informed decisions such as selecting materials, components and
techniques and deciding what form the products will take, how they will work, what task they will perform and who thex are fo

1 Innovation ¢ when designing and making, children need some scope to be original with their thinking. Projects that encourage innadatioa fange of
design ideas and products being developed, characterised by engagingenged starting points for childrenlearning.

1 Authenticity ¢ children should design and make products that are believable, real and meaningful to themselves i.e. not replicas orti@paiunodels
which do not provide opportunities for children to make design decisions with clear users and purposes in mind.

Knowledge in Design Technology:

Substantive knowledge concerns the key facts, concepts, principles and explanatory frameworks in a subject. Discipliedgekisaveeded in order to think,
process and understand with the subject.
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Breadth of Studyg Example

Electrical Systems is not covered in this example as it has been covered in the Science curriculum

Year Group Unit 1 Unit 2
Year 1
Year 2 Mechanics sliders & Levers Foodc Preparing food & Vegetables
Year 4 Mechanicg; Levers & Linkages Foodc Healthy & Varied Diet
Year 5
Year 6 Mechanics; Pulleys & gears Foodc Celebrating Culture & Seasonality
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Year 1: Unit * Freestanding structures Structures

Sequence of Lessons PriorLearning Vocabulary
Lesson X, Explore our local park analyse what is there. How good are the facilities? Com\  Experience of using Freestanding structure; a structure that stands on its own
to pictures of other local parks. What do you like? What is missing? How important is coll  construction kits to build walls| foundation or base without attachment to anything else.
the park? Should we use natural or manmade materials? towers and frameworks. Frame structure- a structure made from thin components

Lesson Z; Identify the components, materials and features of playground equipme@hildrenn  Experience of using basic tool] E.g. Tent frame.

to discuss the individual pieces of different playground equipment and the materials used e.g. scissors or hole punches | Shell structureg a hollow structure with a thin outer

make it. Choose two different pieces of equipment to draw, label and describe. with construction materials e.g covering.

Lesson 3 Identify different ways of joining and strengthening materials to create pieces of | plastic, card.Experience of Stability - in relation to a freestanding structure, the extent to
playground equipment Explore how different playground equipment is made and the safet]  jitferent methods of joining which it is likely to fall over if a force is applied.

aspects involved with them. Experiment with different materials to make different models card and paper Buttressq a structure added to a wall, tower or framework to

playground equipment, checking the strength and sturdiness of them. make it more stable and/or reinforce it.

Lesson £ Design a new piece of playground equipment for the pafikhink about the Brick bondingg arranging bricks in a wall to improve the
materials needed to build it. performance of the structure or improve its appearance.
Lesson 5 Follow designs to make designed piece of playground equipméititink about how Mock-up ¢ 3-D representation of a product.

to work safely and carefully within the classroom.
Lesson 6 Share and demonstrate how piece of playground equipment warksaluate model
against design criteria.

Knowledge
Design Make Evaluate Technical Knowledge
1  Knows the importance of clear design criteria | {1  Knows how to make stable structures from cal 1  Know how to evaluate designaccording tothe | §  Know how to describe the purpose of
1  Knows how to include individual preferences & tape and glue design criteria, testing whether the structure is structures
requirements in a design 1 Knows how to follow instructions to cut and AGNRPY3 FyR adlFotS I YR|T Know thatthe shape of materials can be
1  Knows how to show ideas using sketching and assemble the supporting structure opé&ce of |  Know how to suggest points for improvements changed to improve the strength and
modelling playground equipment 1 Know the features of structures stiffness of structures
1 Knows about different structures found in the T Knows how to make a structure according to | | Know how to compare the stability of different | 1 Know that that axles are used in structurey
natural and manmade world design criteria shapes and mechanisms to make parts turn in a
1 Knows how to create joints and structures fron Know how to test the strength of structures circle
paper/card and tape 1 Know how to identify the weakest part of a 1 Know that shapes and structures with wids
structure flat bases or legs are the most stable
1  Know how to evaluate the strength, stiffness an¢ 1 ~ Know that the shape of a structure affects
stability of own structure strength
1  Know the vocabulary: strength, stiffness a|
stability
T Know that materials can be manipulated t(
improve strength and stiffness
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Years1/2  Structures
Freestanding structures

Instant CPD

Tips for teachers

v Create a PowerPoint or range of pictures showing a
variety of freestanding structures relevant to the product
the children are designing and making.

v Exploring structures in the local area provides a good
opportunity to develop children’s observational drawing.

v Create and display a word bank of relevant technical
vocabulary in the classroom.

v Ensure that work with construction kits and materials
builds on children's prior experience in the Early Years
Foundation Stage (EYFS).

v Ensure that different types of construction kits are
available for children to explore through focused tasks.

v Itis perfectly acceptable for children’s final products to
include both construction kits and consumable materials.

v' Demonstrate measuring, marking out, cutting, joining
and strengthening techniques and provide help sheets
showing instructions for the children to practise
independently.

v' Prior to producing their designs, have a range of
materials available for children to access and create
models.

Useful resources at www.data.org.uk

- Door hinges helpsheet
i Bui i ti
Chairs for Three Bears

Hinges and Catches

Picture Frames and holders

Working with Plastics

Bird Hides Dragons' Den Challenge (Yrs 5-6)
Working with paper straws (Yrs 3-4)

Techniques for assembling freestanding

structures -~ Fie o
cleaner e
joint Half of card
Swing tube
Matchsticks
S""Ws ﬁ \L
Ploshcme o e Sfrcws

Show children how to join sheet materials and reclaimed boxes together
using different tapes and glues.

e
Masking
tape

Cut and
glved

Technical knowledge and understanding
Build walls with these different patterns. Tap away the centre brick in the
bottom row of each wall in turn. What happens2 Which wall is the
strongest?2

[ P
— e

Tap here

i
]

Tap here

Centre of
gravity

As a freestanding structure becomes
taller its centre of gravity rises. Stability
in a structure can generally be
increased by making the base wider,
making the base heavier or adding

buttresses.

Ask the children to build and explore a
variety of freestanding structures
through focused tasks. Use a range of
construction kits.

Wider bases and
butiresses for stability

Designing, making and evaluating a

strong chair for Baby Bear

An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an
example of how the iterative design and make process might be
experienced by an individual pupil during this project:

THOUGHT
What sort of chair shall |
make?
Who is it for and what is it fore

ACTION

Choose an appropriate soft toy
Generating ideas through talking
and drawing based on own

How can | make sure it is experiences.

strong, stiff and stable?

Developing ideas using
construction kits to create
mock-ups.

Which joining techniques will
work best for the chair?

Exploring and evaluating joining
techniques.

What media, materials and
kits will | use2

Exploring and evaluating
construction kits, new and
reclaimed materials.

What shall | do firste
What tools and techniques
will | use?

What materials shall | use?
Selecting from a range of tools,
.- techniques and materials

More thoughts... judging, _-- pe: ’
planning, generating new <. _ Explaining choices.
ideas. T

making, testing,

More actions...
Will the chair meet the needs modifying.
of the user and achieve its

purpose? Evaluating the chair with a soft toy
and against design criteria.

Glossary
o Freestanding structure — a structure that stands on its own
foundation or base without attachment to anything else.

o Frame siructure — a structure made from thin components
e.g. tent frame.

o Shell structure — a hollow structure with a thin outer covering.

o Stability — in relation to a freestanding structure, the extent to
which it is likely to fall over if a force is applied.

o Buttress — a structure added to a wall, tower or framework to
make it more stable and/or reinforce it.

* Brick bonding — arranging bricks in a wall to improve the
performance of the structure or improve its appearance.

e Mock-up - 3-D representation of a product.
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Prior Learning

Vocabulary

Lesson & Investigate different existing bags, draw, identify and labekterials, joining A

and finishing techniquesDiscuss suitability for different purposes. Look at famous hang

designers. What makes them popular? Useful? Durable? A

Lesson 2 and 8 Demonstrate how to use a template to mark out, tape and cut out a

shape to create 2 identical piece€h to practice. Demonstrate how to join fabric in A

different ways: running stitch, stapling and gluing. Ch to practice different techniques.
Investigate different ways of finishing product to ensure it is appealing.

Lesson £Introduce design criteria. Children to plan, draw and label their bag design
Identify the steps they need to make their final design.

Lesson 5 Follow designs to make their bag hink about how to work safely and carefully
within the classroom.

Lesson 6 Share their final design with each otheEvaluate their bag against the design
criteria.

Thought about the user and
purpose of products.
Explored and used different
fabrics.

Cut and joined fabrics with
simple techniques.

Applique-to attach a decorative fabric item

onto another piece of fabric by gluing and/or

sewing. Design- to generate, develop and

communicate ideas for a product.

Embroiderc to decorate fabric with stitches.

Evaluate- to judge how a product meets chosen critelfaay-

to unravel or become worn at the edge.

Glove puppetc a glove puppet fits over the hand, and the fingj
operate its head and arms.

Mock-up ¢ a model which allows children to try out ideas using
cheaper materials and temporary joints.

Seam- a row of stitches joining two pieces of fabric.

Sew- to join pieces of fabric with stitches.

Templateg a shape drawn to assist in cutting out shapes.

Knowledge
Design Make Evaluate Technical Knowledge
1  Knows how to use a template to desighag 1 Knows how to cut fabric neatly with scissors |  Know how to reflect on a finished product, 1  Know different ways in which to join fabric
1  Knows how to design a simple pouch 1  Knows joining methods to decoratebag explaining likes and dislikes together: pinning, stapling, gluing
1  Knows how to decorate a pouch using fabricg 1  Know how to evaluate the quality of the stitching Know benefits of techniques

or running stitch

1 Yy26 K26

2y 20KSNBEQ 62N}
G2
that they particularly like and explain why

= =

Know how to thread a needle
Know running stitch, is evenly spaced, ne
even stitches to join fabric

ARSYGATE |7
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Years 1/2 Three alternative ways of using Designing, making and evaluating a puppet to

Instant CPD

Tips for teachers

v Itis helpful if each child has a named plastic envelope,
zip wallet or folder in which to keep their work safe.

v Give children the opportunity to join fabrics in a variety
of ways through focused tasks and compare the
outcomes.

v In order for children to thread their own needle start by
using a needle with a large eye and a sharp point.

v Children's stitching skills may be in their infancy and
fabrics need to be chosen with this in mind. Start with
felt as it doesn't fray and progress to other fabrics.

v" Fabrics used for children's products could be
reclaimed.

v Children should be taught to place their templates
and pattern pieces economically on the fabric.

v" Children could be reminded of sustainability issues,
and of the need to reduce, reuse and recycle.

v Demonstrate sewing techniques, joining two pieces of
fabric e.g. running stitch.

v' Demonstrate other ways of joining, not sewing, to the
class e.g. sticking, stapling, lacing.

v" Encourage the children to make a mock-up from
dipryl (disposable cloth fabric).

v' Put technical vocabulary onto flash cards.

Useful resources at www.data.org.uk
* Teddy’s Safety Jacket
« Joining and Fastening Fabrics
e Special Sun Hat for Barnaby Bear
« Designing with textiles (7-11 years)

EYFS Resources
o Three Bears Picnic Blanket

o lLet's Look at Hats

templates and simple pattern pieces

Thin card

b

Use soft chalk pastel or
soft white crayon to draw
around the pattern prior
to cutting out.

Thin card Paper

Use pins to secure the
pattern on the fabric.
Cut around the
pattern.

Use clear sticky tape

to position pattern on

fabric. Cut around the
pattern.

Exploring and evaluating joining techniques
Joining fabric

Safety pin
Pinning

Sewing l
Finishing techniques

Textile paints - raised

Textile paints - glitter

Explore different
techniques,
including
information and
communication
technology, for

Fabric crayons

S

Adding sequins and
shiny fabrics

creating fabric
designs and
ilalNallgle]
techniques.

:,\/“"'vi

perform a play

An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an
example of how the iterative design and make process might be
experienced by an individual pupil during this project:

THOUGHT ACTION

What sort of puppet shall |

make? Generating ideas through talking

and drawing based on own
experiences.

Who is it for and what is it for2

How can | make sure it fits my
hand or finger? Developing ideas using templates
or pattern pieces to create mock-
Which joining technique will e
work best for my puppet?e
Exploring and evaluating joining
techniques.
What media and materials
will | use2
How will | add the features? Exploring and evaluating media
and materials.

What shall | do first2 :
5 Selecting from a range of tools,
What tools and techniques techniques and materials.
will | use? b2

. .- Explaining choices.
What fabrics shall | use? .

More thoughts... judging, >~ N . s .
planning, generating new > More. qchons... making, testing,
modifying.

ideas.

Evaluating the puppet with the
intended user and against original
design criteria.

Will the puppet meet the
needs of the user and
achieve its purpose?

Glossary

e Appliqué - to attach a decorative fabric item onto another
piece of fabric by gluing and/or sewing.

* Design - to generate, develop and communicate ideas for

a product.

Embroider - to decorate fabric with stitches.

Evaluate - to judge how a product meets chosen criteria.

Fray — to unravel or become worn at the edge.

Glove puppet — a glove puppet fits over the hand, and the

fingers operate its head and arms.

e Mock-up — a model which allows children to try out ideas
using cheaper materials and temporary joints.

e Seam - arow of stitches joining two pieces of fabric.

* Sew - fo join pieces of fabric with stitches.

o Template — a shape drawn to assist in cutting out shapes.
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Year 2- Unit 1¢ Sliders and leversMechanics

Lesson Sequence

Prior Learning

Vocabulary

Lesson &, Investigate wheels by walking around the school building and ground
recording how wheels and axles are used in daily lixplore and evaluate a rang
of wheeled products such as toys and everyday objects. Discuss suitability for
different purposes. What makes them popular? Useful? Durable?

Lesson 2, Draw an example of a wheeled producstating the user and purpose,
and labelling the main parts e.g. body, chassis, wheels, axles and axle holders
Lesson & Demonstrate to children how wheels and axles may be assembled a:
either fixed axles or free axlesChildren need to practice making prototypes of
axels and wheels

Lesson £Introduce design criteria relating to a book charactezhildren to plan,
draw and label their vehicle design. Identify the steps they need to make their f
design.

Lesson 5 Follow designs to make their vehicl&hink about how to work safely
and carefully within the classroom.

Lesson 6 Share their final design with each otheEvaluate their vehicle against
the design criteria.

Gained some experience of
designing, making and evaluating
products for a specified user and
purpose.

Developed some cutting, joining an
finishing skills with cardAssembled
vehicles with moving wheels using
construction kits.

Explored moving vehicles through

play.

rotates.

together.

Axle- a rod on which one or more wheels can rotate, either
freely or be fixed to and turn with the axle.
Axleholderg the component through which an axle fits and

Chassig the frame or base on which a vehicle is built.
Friction- resistance which is encountered when two things rub

Dowel ¢ wooden rods used for making axles to hold wheels.

Knowledge

Design Make

Evaluate

Technical Knowledge

1  Knows how to adapt mechanisms, using guidg 1
to control the movement

1 Knows how to design a moving story book for{ 1
given audience i

1 Knows how to design a vehicle that includes
wheels, axles and axle holders, which will allo
the wheels to move LI

1  Knows how to create clearly labelled drawings
which illustrate movement

1  Knows how to crea&design criteria for a
project/task

1  Knows how to select appropriate materials
based on their properties

and split pins for pivots

=a

characteristics

Know how to follow a design to create a movir
model using leavers and sliders
Know how to simply adapt mechanisms 1
Know how to use linkages using card for lever

Know how to follow a design plan
Know how to select materials according to the|

Know how to test a finished product seeing if it
moves as planned

Know how to explain how to fix a product that is
not working

Know how to review the success of a product
Know how to test mechanisms

Know how to give and receive per feedback and
act on it adapting product

= ==

= ==

=a

Know that levers and sliders are
mechanisms and can make things move
Know the vocabulary up, down, left, right,
vertical and horizontal to describe
movement

Know what mechanisms makes a toy moy|
forward

Knowthat a wheel needs an axel to move
Know a mechanism is a collection of movil
parts that work together and have input an
output

Know a lever turns on a pivot

Know a linkage is a system of levers that §
connected by pivots
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Years1/2 Mechanisms
Sliders and levers

Instant CPD

Tips for teachers

V' Using books and prepared examples of simple
mechanisms, ask children to explain how the sliders and
levers work.

V' Prepare plenty of pre-cut strips of card for making the

levers and sliders.

V' To make a small hole for the pivot, a pencil can be used

by placing the thin card over a piece of Plasticine or Blu

Tack and pressing the pencil through.

V' Guides/bridges can be made using strips of card fixed

with masking tape.

V' Display technical vocabulary and encourage the

children to use it when discussing mechanisms and when

designing and making.

V¥ Make sure the existing books children investigate include

moving pictures that are similar to the teaching aids.

V' Mechanisms are operated directly by the children e.g.
the slider is pushed and a snail appears from behind a
stone.

V' The mechanisms that children use are found in everyday
products in the classroom or the school grounds. For
example, levers are used to make door handles and
sliders are used to make children's trays.

V' Think about directional language e.g. sliders move in a
straight line and levers move in a curve.

V' Children may need exira support when they are
attaching paper fasteners to levers.

Useful resources at www.data.org.uk

» Moving Pictures (links to literacy)
+ Moving history book (Yrs 3/4)
» Working with sliders and levers

+ Levers and linkages - Poster and Support Pack
Mechanisms with a message (Yrs 5/6)
D&T Primary issue 17 Focus on Mechanisms

Teaching aids to demonstrate
sliders and levers

KS1 - Simple slider KS1 - Simple lever

| i
) gy

Guide/bridge on Paper

back of picture fastener pivot

Sliders move from side to side and up and
down

Use a single hole punch to make a hole then cut a slot

—

Tape or staple car
onto card strip

s P

Sticky fixers on A card strip could be used instead
back of card of cutting slots to allow movement

fui

Masking tape Rabbit moves up and down

Levers can be usedkv:ith or without a slot

o

Paper
fastener

A card strip is used as a lever. The fish and boat are
glued to the lever which is used as a handle.

As an enhancement to this
project children could add
flaps to their moving
pictures. Some children

may find flaps, which can
be used to make a picture
appear and disappear,
easier to make than levers
or sliders.

Where children have a
particulardy good
understanding of levers
and sliders in Key Stage 1,
they could be infroduced

to the simplest lever and
linkage mechanism used in
Key Stage 2. This will
infroduce them to the idea
of loose and fixed pivots.

)

©

@ Fixed pivot
QO Loose pivot

Simple mechanisms
move...

in a straight line

in a straight line,
backwards and
forwards

round and
round

in a curve

(teirtl

Designing, making and evaluating a
moving storyboard to retell a fairy tale
to the class

An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an
example of how the iterative design and make process might be
experienced by an individual pupil during this project:

THOUGHT ACTION

Who is the storyboard for2

How will we use it2 What will
make it successful?

Using talk to generate initial ideas,
developing simple design criteria

What will be in each scene?
What could move?2 What
captions will we use? Developing and communicating

ideas through talk
Should we use a lever or a
slider for each scene?

How will | draw and finish the
pictures?

Trying out and evaluating ideas for
mechanisms and pictures using
inexpensive card and paper

Am | working on my own or

with others2 Creating moving pictures for each
What is the first thing I/we scene of the fairy tale
need to do?

How well am | doing?

Are the mechanisms working
in the storyboard? .

Modifying, adapting and
- improving

Evaluating, reflecting, 4’: N
questioning "~~~ More acfions...

More thoughts...
Evaluating the final product
against design criteria, when
retelling the fairy tale

Glossary

* Mechanism - a device used to create movement in a
product.

e Lever - arigid bar which moves around a pivot. Levers are
used in many everyday products. In this project children will
use card strips for levers and paper fasteners for pivots.

o Slider — a rigid bar which moves backwards and forwards
along a straight line. Unlike a lever, a slider does not have a
pivot point.

» Slot — the hole through which a lever or slider is placed to
enable part of a picture to move.

* Guide or bridge — a short card strip used to keep sliders in
place and control movement.
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Sequence of Lessons Prior Learning Vocabulary
Lesson X, Evaluate existing productsChildren to handle, smell and taste fruit and A Experience of common fruit | Fruit-LJt F y4 2NJ G6NBSQa SRAGfS &
vegetables in order to describe them through talking and drawiegaluate existing product and vegetables, undertaking | Vegetableg plant used for food.
to determine what the children like best; provide opportunities for the children to investig sensory activities i.e. Nutrients - all the things in food that the body needs to remair
preferences of their intended users/suitability for intended purposes appearance taste and smell. | healthy.
Lesson Z; Discuss basic food hygiene practices when handling food including the A Experience of cutting soft fruif Pith ¢ the soft white lining inside fruit such as oranges.
importance of following instructions to control risk.g. What should we do before we work and vegetables using Salad- a cold dish of fresh and/or cooked vegetables or fruit.
with food? Why is following instructions important? Discuss healthy eating advice, inclug appropriate utensils. Sensory Evaluationsubjective testing of foods where senses
eating more fruit and vegetables; using The watl plate model talk about the importance g are used to evaluate qualities such as appearance, smell, tas
fruit and vegetables in our balanced diet texture (mouth feel).
Lesson ¥ Demonstrate how to use simple utensils and provide opportunities for the Kebabg cooked and/or fresh ingredients on a skewer.

children to practise fooeprocessing skillsuch as washing, grating, peeling, slicing, squee
e.g. Do we eat the whole fruit? Why or why not? Which parts do we eat? What might we
have to do before eating this? Why do we cut, grate, peel and slice in this way? Discuss|
different effects achievedly different processes.

Lesson 4 Set a context for designing and making which is authentic and meaningful
maybe creating kebabs for parents to enjoy? Introduce a design criterion that can be ug
JdzA RS (KS RS@St2LISyl FyR S@ltdz2 GAazy 27
Lesson & Children to then draw and labgbroducts e.gplanned kebabsask the children to
think about what they will need and make a list

Lesson & Children create their fruit kebabs and then will evaluate their work.

Knowledge
Design Make Evaluate Technical Knowledge
1 Know which healthy food combinations which 1 Identifying if a food is a fruit or a vegetable 1 Know how to describe appearance, smelland |  Know the difference between fruits and
work welltogether 1 Know where and how some fruits and taste of some fruits and vegetables vegetables
vegetables grow 1  Know what information might be included on 1  Know how to descri@and group fruits and
1  Know how to peel, chop and slice fruit and packaging for amoothie vegetables by texture and taste

vegetables safely using the bridge or claw grig T  Know the taste of common fruits and vegetable§ §  Know what makes a balanced diet

1  Know which grip was most effective when peelif §  Knowwhere to find the nutritional
chopping and slicing information on packaging

1  Know the five food groups
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Years1/2 Food Teaching aids to demonstrate food Designing, making and evaluating a fruit
Preparing fruit and vegetables processing skills snack for a class picnic
An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an
Instant CPD " example of how the iterative design and make process might be
"t . experienced by an individual pupil during this project:
a—— THOUGHT ACTION
ﬁ@q What sort of fruit product shall
= . I make? Talking, drawing, writing lists,
- Who will it be for2 generating design criteria.
Tips for teachers

Which fruit will | put into my
salad? Will my product
appeal to my intended user?

Peeling Cutting Slicing

v Display fruit, including photographs and associated
technical vocabulary, to encourage the children to use it
when discussing, designing and making a food product.

v' Ask the children to sort a selection of fruit and vegetables
—which is which2 Photo cards could be used for this.

v Include fruit that is less likely to be known to the children.

v Stories and poems about food could be used for
inspiration and as an intfroduction to the project.

v Visit a local shop or food market to give your project a

. . Using different tools and practising
How will | process my fruit2 using different food-processing
skills, e.g. cutting, slicing, grating.

How will different food
processes create different Discussing and comparing
effects? different effects.
Trying them out and evaluating.

real-life context. Grating Squeezing What tools and food
. . processing skills will | use2 _— .
v Carrots can provide a relatively cheap food for — > What order will | work in2 How J zerge‘:;'g"r;g‘ %ivz:osé?ig:”d
examining the effects of using different equipment such Food Processmg Equnpment will | present my fruit snack? o esolumi%g g’cﬂom. :
as grating, slicing into thin rings, slicing into sticks. Utensil Food Effect Mouth feel i
v Serrated knives with rounded ends are the best. Juicer Orange e tquid D d to adjust or ch
) - : 1 j < S ]
v Foods for chopping/slicing could be cut in half olnesdio.adis ‘Zn;:i’r“g: S D:scqssgng.'Lrynng out and
lengthways to provide a flat base and held sfill with, for RERG G ERBCRIG: madifying ihie desion.
example, a fork so that children cut safely.

and safety policy. Seek parental consent. achieve its purpose? design criteria.

v As homework ask children to keep a weekly fruit and
vegetable diary and ask them to record their results in a
chart/table. If more appropriate, focus on fruit and

vegetables served in school. QD

Useful resources at www.data.org.uk
- Caribbean fruit cocktails (7-9 years but contains useful Glossal‘y
information) Hygiene - some key po inters e Fruit - plant or tree's edible seed with envelope.

Are you teaching food in Primary D&T? : « Jewellery is removed « Vegetable - plant used for food.
Super salads (7-9 years but contains useful information) « Hairis tied back e Nutrients — all the things in food that the body needs to

Chilled Food Association resources remain healthy.

Fantastic fruit « Pith — the soft white lining inside fruit such as oranges.

e Salad - a cold dish of fresh and/or cooked vegetables or
fruit.

« Sensory evaluation - subjective testing of foods where
senses are used to evaluate qualities such as appearance,

Further information from www.foodafactoflife.org.uk smell, taste, texture (mouth feel).
e Kebab - cooked and/or fresh ingredients on a skewer.

v Before you organise any food tasting in your class, you Peeler Apple Unpeeled apple Crunchy Will my fruit salad meet the Evaluating the product with the
need to check your school and local authority health needs of the user and intended user and against the

Knife Carrot Thin rings Crispy hard

* Sleeves are rolled up

* Aprons are on

* Hands are washed

¢ Cuts are covered with blue waterproof
dressing

Other useful web-based resources:

+ www.foodafactoflife.org.uk

+ hitp://www.nhs.uk/livewell/5aday/pages/5adayhome.
aspx

+ www.eatwell.gov.uk
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Year 3- Unit 1¢ Shell structures; Freestanding structures

Sequence of Lessons Prior Learning Vocabulary

Lesson T What is packaging?ro understand the different types of packaging. A Experience of using | Cuboid- a solid body with rectangular sides.
Children to look at a range of different products and how those products have diffe different joining, Edge- where two surfaces meet at an angle.
packaging. cuttingand finishing | Face-a surface of a geometric shape.

Fontl LINAYGSNRa G§SNY YSFIyiay3a GKS ai
Net - the flat or opened out shape of an object such as a box.

Prism- a solid geometric shape with ends that are similar, equal and paralle
Scoring- cutting a line or mark into sheet material to make it easier to fold.
Shell Structure; a hollow structure with a thin outer covering.

Vertex¢ used to refer to the corners of a solid geometric shape, where edgg

Lesson 2 Evaluate different products packagingls it safe? Beautiful? Strong?
Lesson 3 Introduce the desigrbrief ¢ To design a new package for Christmas
Chocolates. Look at Chocolate packaging specifically. Explain the importance of A
packaging for food items

Lesson 4 Designing different packaging ideas and testing prototypd3iscuss and
evaluate their effectiveness.

techniques with
paper and card.

A basic understandir|
of 2-D and 3D shape
in mathematics and
the physical

Lesson 5 Draw a final design and labelWhat materials and tools will you need to : meet.
create your package? properties and
Lesson 6 Finish creating final product and evaluate it. everyday uses of
materials in science.
Knowledge
Design Make Evaluate Technical Knowledge

1  Knows how to desigsuitable packaging for 1  Know how to construct a range of 3D geometri{ 1  Know how to evaluate own work and the work of ot §  Know suitable materials to be selectq

productswith key features to appeal to a specif shapes using nets based on the aesthetic of the finished product and ir| and used fofood packaging

person/ purpose 1 Knowthere arespecial features for individual comparison to the original design considering weight, compression,
1  Knows how to draw and label a design using 2 designs 1  Know how to suggest points for modification of the tension

shapes
T Knows the 3D shapes that will create the featu
1  Knows how to design a frame structure design
to support weight

Knowhow to create a range of different shaped
frame structures

Know how to make a variety of fretanding
frame structures of different shapes

Know how to select appropriate materials to by
a strong structure and for the cladding

Know how to reinfore corners to strengthen a
structure

Know how to create a design in accordance wi

plan

= ==

individual designs

Know how to evaluate structures made by the class
Know what characteristics of a design and construct
make it the most effective

Know how to identify effective and ineffective desigr|

Know wide and flat based objects arg
more stable

Know the terminology of strut, tie,
span, beam

Know the difference between frame
and shell structure

Know how to identify effective and
ineffective designs
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Assemble and evaluate 3-D shapes using standard sized card squares, ioni - i i
Years 3/4 Structures 4 : P g ST¢ q Designing, making and evaluating packaging
rectangles, equilateral triangles, isosceles triangles and hexagons, . .
e . . for a gift for a family member
Shell structures joined with masking tape.
R o An iterative process is the relationship between a pupil's ideas and how they
are communicated and clarified through activity. This is an example of how
In Stant the i_rerct_’lve dgsign _cnd make process might be experienced by an individual
I T —| [ pupil during this project:
! - —
= THOUGHT ACTION
Nets for cubes Cuboid net Hexagonal prism net What type of shell siructure
) - What will be ih?guprg?:ii \ Discussing iceas, drawing
tated sketches,

T - f h — my product? How will my 3222,21;9 Sdzsicgneérﬁeric

1ps Ior teachers product appeal to my ’

v Make a collection of boxes of various shapes and flatten infended user?
them for storage. \/ Which materials will | use to igati i

v Discuss environmental issues relating to the wastage of make itz g’;fsisgl’:;';?ecﬁgiemlumng
materials when packaging items including the three R's — Tetrahedron net Hexagonal based Square based Triangular prism net '
reducing, recycling and reusing. pyramid net pyramid net Which shape will be the best

v Visit a local shop or supermarket to investigate different N for le S'Ff’fUC*Ufe; Discussing, constructing and
types of card packaging. _ Creating the net for the product you are designing and making strengihon my siveture? gﬁiﬁ;”grgggfggi:g“-

v The _us_e of an empt_y ball point pen together with a safety without using computer aided design: fechniques.
rule is ideal for scoring. ) ‘ What graphics techniques wil Evaluating profotypes

v" The use of standard shapes as templates will help children | use to achieve a desired against success criteria.
design their own nets. visual effect and purpose?

v Ensure that the children have sufficient tabs for assembling Draw the faces and Discussing, exploring, frialing
their nefts. stick them together Wil work with someone else? and eyoluaﬁng different

v Consider the use of enlarge and reduce facilities on the How long will f fake? graphics effects.
photocopier when copying 2-D nets for the children as What order will | work in2 Negoliating, developing and
examples. . What fools, techniques and . agreeing a plan of action,

v Display technical vocabulary to encourage the children to skills will | use2 evaluating actions.
use it when discussing, designing and making their Add tabs, glue your
product. . .

L . . . . paper net onto card ) ) )

v Divide your class into teams and assign children to specific and cut out Dol need fo adjust %r:wh;:gg D'SCdL_’SS!"Q'fLW"'ég ouf and
jobs within their teams e.g. Resources Manager, ¢ modifying the design.
Sustainability Officer, Design Director, Tools Manager, Evaluating the product with
Process Controller, Graphics Director. Will my product meet the the intended user and

v The use of computer-cided design to draw nets and o ) . needs of the user? against the success criteria.
graphics for the children’s products could be practised in Stiffening and strengthening sheet materials:
computing lessons.

v" Ensure that the children have a good understanding of 2-D Laminatin lue together several Ia

. . . . - s yers
and 3-D shapes in maths before carrying out this project. of card 9-0 g Glossary
* Cuboid - a solid body with rectangular sides.
s Edge - where two surfaces meet at an angle.
Corrugating - zig-zag a piece of paper or ¢ Face - asurface of a geometric shape
Useful resources at www.data.org.uk - 9 pe.
9 card and glue in between fwo layers of « Font- a printer's term meaning the style of lettering being

- Primary Subject Leaders’ File Section 5.9
Banish broken biscuits! Box them brilliantly
Desk Tidy

Working with Materials
Packaging — with links to Maths
Nets for packaging helpsheet
Door hinges helpsheet

card

Ribbing - glue layers of straws between

layers of card

AF B

used.

+ Net- the flat or opened-out shape of an object such as a box.
e Prism - a solid geometric shape with ends that are similar,

equal and parallel.

* Scoring - cutting a line or mark into sheet material to make it

easier to fold.

s Shell structure — a hollow structure with a thin outer covering.
s Vertex—used to refer to the corners of a solid geometric

shape, where edges meet.
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Sequence of Lessons Prior Learning Vocabulary
Lesson X, Investigate a range of textile producthat have a selection of stitches, joins, fabrics A Have evaluateda | Appliqgué ¢ YSI ya Wi ddkdiibesSrRethod of stitching/glui
finishing techniques, fastenings, and purposes. Think about products from the past and wh range of textile patches onto fabric (originally to mend holes in worn clothes) to pr
changes have been made in textile production and products e.g., the invention of zips and products. decoration.
Lesson 2, Demonstrate a range of stitching techniquesid allow children to practise sewingt A Have joined fabric if Pattern/Template-a shape drawn to exact shape and size and use
small pieces of fabric together, demonstrating the use of, and need for, seam allowances. simple ways by gluir] assist cutting out.
Introduce patterns in textiles and how to cut out a pattern template to use. and stitching. Seam- a line of stitching that joins pieces of fabrics together.
Lesson ; Children to create a design briefupported by the teacher, set within a context whi¢ A Have used simple | Seam Allowanceextra fabric allowed for joining togetheusually
is authentic and meaningful. Discuss the intended user, purpose and appeal of their produc| patterns and 1.5cm.
Create a set of design criteria. Ask children to sketch and annotate a range of possible idea templates for Prototype ¢ a model that is made to test whether a design will work
constantly elwouraging creative thinking. Produce magss and prototypes of their chosen marking out. Aesthetics- the way in which the product looks with the nature and
product. expression of beauty.
Lesson £Plan the main stages of makirgg., using a flowchart or storyboard. Look at differe
fabrics and plan their final design. Label and annotate the design with useful information.
Lesson 5 Follow designs to make their purs&hink about how to work safely and carefully wit
the classroom.
Lesson 6 Share their final design with each otheEvaluate their purse against the design critg
Knowledge
Design Make Evaluate Technical Knowledge
1  Knows how to design and mak template froman| {  Knowhowto follow design criteria 1  Know how to evaluate an end product and think of | §  Know how to thread needles with
existingproductand applying individual design 1  Know how to select and cut fabrics using fab| other ways in which to create similar items greater independence
criteria scissors 1 Know how to test and evaluate an end product agaif §  Knowhow totie knots with greater
1  Knows how to write design criteria for a product,| §  Knowhot to cross stitch to join fabric the original design criteria independence
articulating decisions made 1  Know how to make and test a paper templat§ 1  Know how many of the criteria should be met forthg 1  Knowhow tocross stitch and appliqug
1  Know how to measure, mark, and cut fabric product to be considered successful 1  Know the need to count the thread o
1 Know stitch stylsto join fabric, working neatly 1 Know how to suggest modifications for improvemen piece of even weave fabric in each
sewing small, neat stitches direction to create uniform size and
1  Know how to incorporate fastening to a desig appearance
1 Know that fabrics can be layered for
affect
1 Know that there are different types of
fastenings and what they are and the
benefits and disadvantages of differe
fastening types
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= = To move children’s learning on, : : : :

Years 3/4 TeaChlng aldS = as enhancement activities, Designing, maklng and evaluatlng "
children could research into
different types of fabrics and
how they are constructed. They
could carry out tests to check

Instant CPD

Place for address

Purse for coins

Pockets for tickets,
cards, stamps etc

Tips for teachers

v Have simple patterns available for children who may
find it difficult to create their own.

v Demonstrate stitching techniques and have help
sheets showing stitch instructions for the children to
practise independently.

v Complete sewing practice in small groups. Use adult
helpers to provide additional support. Possibly set up a
rotation of activities.

v Demonstrate finishing techniques; let the children
practise on small pieces of fabric.

v Have a limited range of fasteners.

v Use recycled fabrics e.g. old clothing, ensuring they
are easy to work with.

v Use dipryl or J-cloth type fabric for prototypes.

v Have arange of products and pictures for children to
investigate. Try to use at least one product that can be
disassembled so children can see all the parts.

v Games could be made with technical vocabulary
cards e.g. pairs.

Useful resources at www.data.org.uk

Aprons
Eancy a bag?
Designing with textiles

Bendy bags (Years 1/2)
Ato Z of D&T

Working with Materials

joining techniques

Back stitch

Backwards
running stitch

Over sew stitch

Blanket stitch

B Running stitch

Cutting out techniques

Ensure template is secured to fabric to allow for
accuracy. Double sided tape can be used
instead of pins to do this.

Place pattern pieces carefully to avoid wastage.

e.g. sirength, waterproofness or
flexibility to ensure their chosen
fabric can be used to create a
product that meets the needs of
user and is fit for purpose.

Woven

Knitted
Decorative Techniques

Felted

Embroidery stitches e.g. cross-stitch

Appliqué by gluing or stitching

Possible fastenings

Velcro

Buttons

holder/purse/wallet for a friend or relative

An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an
example of how the iterative design and make process might be
experienced by an individual pupil during this project:

THOUGHT

Who is it forg What will it hold2
e.g. phone, money, plastic
cards, pencils.

ACTION

Discuss ideas; create a list of likes
and dislikes of the user Generate
design criteria

Investigate a range of

What shape will_fr)e holder > templates/patterns and choose
be? How will it fasten? the most appropriate one for
purpose Create initial design ideas
What fabric should | use? Discuss and explore different
fabrics suitable for purpose
o . Possibly test fabrics for
Which joining techniques strength/waterproofness
would beiihe best for the Discuss and test out different

fabric and paftern? joining techniques on mock ups
Evaluate these against the design
How can | make my holder criteria
aesthetically pleasing for the

usere

Test out a range of decorative
technigues and decide on the

How long wil it take to make? one/s which are appropriate

What tools will | need2 What
order should | do it in2

Create the holder following the

design

Reflection and refining What

isn't working very wellz What Make suitable adjustment during
could I improve on? " the making process Develop the

Will my holder/purse/wallet .-~ plan during the making
fulfll its function? Is it sunable\ TesouliiteprodiciMoenn
for the user? evaluation with the user against
the initial design criteria and
design ideas

Glossary

o Appliqué - means ‘applied’ - describes method of
stitching/gluing patches onto fabric (originally to mend holes
in worn clothes) to provide decoration.
Pattern/Template — a shape drawn to exact shape and size
and used fo assist cutting out.

* Seam - aline of stitching that joins pieces of fabrics
together.

« Seam Allowance - exira fabric allowed for joining together -
usually 1.5cm.

« Prototype — a model that is made to test whether a design
will work.

* Aesthetics - the way in which the product looks with the
nature and expression of beauty.

Dl FR S
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Year 4- Unit 1¢ Levers and linkagesMechanics

Sequence of Lessons

Prior Learning

Vocabulary

Lesson 1 To look at levers in different settinglike pop up books, cards etc. Children
investigate, analyse and evaluate books and, where available, other products which hay
range of lever and linkage mechanisms.

Lesson Z Introduce a design a design brigfith the childrenfor a toy. Discuss with children
the purpose of the product and who the products will be for. Children to generate a rang
ideas using their ideas fronesearch of existing products

LessorB - Draw a final design and labeM/hat materials and tools will you need to create

A Explored and used
mechanisms such as
flaps, sliders and
simple levers.

A Gained experience of
basic cutting, joining

Mechanism-a device used to create movement in a product.

Levera rigid bar which moves around a pivot. Levers are used in many
everyday products.

Linkageg the card strips joining one or more levers to produce the type
2T Y20SYSyild NBIldZANBR® ¢KS {GSNY Y
lever and linkage mechanism.

Slot¢ the hole through which a lever is placed to enable part of a picture

Know how to measure, marking, cutting and

assembling with increasing accuracy

and finishing
your package? . . move.
Lessord - Create a prototype usinglifferent lever and linkage mechanismgllow the techniques with paper Guide or bridge- a short card strip used to keep lever and linkage
children a chance to make a prototypetbéir designs and card. mechanisms in place and control movement.
Lessorb - Practical session continuing prototype making of levers and linkagéscus on Loose pivotg a paper fastener that joins card strips together.
the correct and accurate use of measuring, marking out, cutting, joining and finishing sk Fixed pivot¢ a paper fastener that joins card strips to the backing card.
and techniques. Systemg a set of related parts or components used to create an outcom
Lesson 6 Finish creating final product and evaluate it. Systems have an input, process and an output. In a lever and linkage
YSOKIFYAAYZ (KS WAyLldzi Y28SYSyiQ
AONR LI ¢KS WwW2dzi Lidzli Y 2 @bty dd tifelp@turd a
move.
Knowledge
Design Make Evaluate Technical Knowledge
1  Know how to design a toy which uses a pneumatic| §  Know how to use a pneumatic system to creat§ 1  Know how to use the views of others to improvel §  Know how pneumatic systems work
system desired motion designs T Know that mechanisms are a system of
1  Know how to develop design criteria from a design| Know how to build secure housing for a 1  Knowhowto use testing to modify the outcome, parts that work together to create motion
brief pneumatic system suggesting improvements 1  Know that pneumatic systems can be usg
1 Knows how to generate ideas using sketchesand | 1  Know how to use syringes and balloons to cred 1  Know how to evaluate the speed of a final prody as part of a mechanism
diagrams different types of pneumatic systems to make & based on: the effect of shape on speed and the| Know that pneumatic systems force air
Know that different types of drawings are used in functional and appealing pneumatic toy accuracy of workmanship on performance over a distance to create movement
design to explain ideas clearly Know how to select materials due to their 1  Know that products change and evolve
Know how to design a shape that reduces air functional and aesthetic characteristics over time
resistance Know how to manipulate materials to create 1  Know that all moving things have kinetic
different effects by cutting, creasing, folding, energy
weaving 1  Know that kinetic energy is the energy th

something (object person) has by being i
motion
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Years 3/4 Mechanisms Teaching aids to demonstrate [ e Sl Designing, making and evaluating a greetings

: added to children’s moving . = i &
Levers and linkages l:v:?: :::i linkages s i card with moving parts for family or friends

T G T T BT 80 B An iterative process is the relationship between a pupil's ideas and

O Loose pivot simple levers and sliders in how they are communicated and clarified through activity. This is an
Instant CPD KS1, it is important to focus example of how the iterative design and make process might be
. chilldren's learning during this experienced by an individual pupil during this project:
’ ~ project on levers and THOUGHT ACTION

Making a pop-up from a small section of a What sort of greetings card shall |

4 make and who will it be fore Discussing ideas, drawing
racycled box: What part will move?2 annotated sketches,

How will it appeal to the user? generating design crite

How will it move?2 Discussing ideas, model

possible lever and linka:

> Which lever and linkage mechanisms.
] 4 mechanism will work best for my
> greetings card? Discussing and evaluati

Tips for teachers

v' Give children the opportunity to make examples of
lever and linkage mechanisms though focused tasks.

v' Preparing a plentiful supply of card strips can be
useful to speed up the process.

v Card from recycled packaging is a cost-efficient
way of providing enough material for children to u

mock-ups and prototyg
What media and materials will | against design criteria.

use?

Discussing, exploring and

Who will | work with? trialing media and materials.
How long will it take?

What order will | work in2

What tools and techniques will |

use?

Negotiating, developing
and agreeing a plan of
action.

.
P

More thoughts ... appraising, <~_ _
reflecting, refining.

experiment with different arrangements and to
make mock-ups and prototypes.

v When working with thin card, a hole can be made
for the paper fastener pivot by pressing a pencil

“~~., More actions ... building,

testing, modifying.
Will the greetings card meet the

through the card on to a piece of Plasticine or Blu needs of the user and achieve its Evaluating the greetings
Tack. purpose?2 card with the intended user
v' A picture can be drawn on and cut out from 1. Cut a slice off a small box. and against design criteria.
another piece of card and glued on to the output 2. Glue two sides fo the paper.
levers 3. Stick a picture to pop up on the front.
v Windows can be cut out of the backing sheet or ’ GlOSSﬂl'Y
extra pieces added so that the picture on the Lever and linkage mechanisms * Mechanism — a device used to create movement in a product.
output lever is hidden and then revealed. usually produce oscillating or e Lever — arigid bar which moves around a pivot. Levers are used in

v' The backing sheet can be shaped fo suit the picture. reciprocating movement: many everyday products. In this project children will use card strips

v Guides/bridges can be made using strips of card s & Sl i for levers and paper fasteners for pivots.
fi),@d with masking tape e.g. white card on line . « Linkage - the card strips joining one or more levers to produce the
dl.ogroms. } type of movement required. The term ‘linkage’ is also used to

v Display fechnical vocabulary and encourage the Output Reciprocating - describe the lever and linkage mechanism as a whole.

backwards and
forwards in a straight
line e.g. a slider

children to use it when discussing mechanisms and
when designing and making.

v" Make sure the existing books children investigate
include moving pictures that are similar to the *
teaching aids.

« Slot - the hole through which a lever is placed to enable part of a
picture to move.

« Guide or bridge — a short card strip used to keep lever and linkage

Rotary - round and mechanisms in place and control movement.

round e.g. a wheel, « Loose pivot — a paper fastener that joins card strips together.
cam, pulley, gear

=

Input

Useful resources at www.data.org.uk . « Fixed pivot — a paper fastener that joins card strips to the backing
card.
e Llevers and linkages - Poster and Su, Pack
: N Oscillating - « System — a set of related parts or components used to create an
* Mechanisms with a message i
When you push the card strip (input backwards and outcome. Systems have an input, process and an output. In a lever
*  Moving history book A4 Ay forwardsinanarc e.g. | and linkage mechanism, the ‘input ' is where th
movement), the two levers move ‘ i g ism, the ‘input movement’ is where the user
a lever

(teird

pushes or pulls a card strip. The ‘output movement' is where one or
more parts of the picture move.

(output movement).
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Lesson 400d preparation techniques

Lesson Draw a final design and label. Decide on final design.
Lesson & Make their final design. Present it and eat it. Share their fin
design with each other. Evaluate their food against the design criteria.

make a product.

Sequence ofessons Prior Learning Vocabulary
Lesson Investigating food products for taste, smell, appearance and | A Know some ways to prepare Appearance- how the food looks to the eye.
texture. ingredients safely and hygienically. | Texture- how the product feels in the mouth.
Lesson Research food from farm to fork. What is food hygiene and w A  Have some basic knowledge and Sensory evaluation evaluating food products in terms of the taste, smell|
is it important? understanding about healthy eating | texture and appearance.
Lesson 3ntroduce the design brief and The eatwell plate Have used Preference test trying different foods and deciding which you like best.

some equipment and utensils and Strawberry huller- tool to remove the stalk and leaves from a strawberry!
prepared and combined ingredients { Processed food ingredients that have been changed in some way to enc

them to be eaten or used in food preparation and cooking.

Knowledge
Design Make Evaluate Technical Knowledge
1 Knows how to design a biscuit within a given 1  Know how to prepare themselves and a anw simple design criteria to help test and 1  Know how to V\.IOI’|'( with cooking equipmel
budget, drawing upon previous taste testing and workspace to cook safely in review safely and hygienically
considering the taste, texture, smell and 1  Know the basic rules to avoid food contaminati Know how to evaluate a recipe, considering: tag 1  Know how to use, store and clean a knife|
appearance 1 Knowhowto follow the instructions within a smell, texture and appearance safely
recipe Know the impact of the budget on the selection| Know the impact of the cost and
1 Knowhowto follow basic hygiene rules ingredients importance of budgeting while planning
1  Know simple ways to adapt a recipe ingredients for biscuits
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