Howden C of E Infant and Junior School
Sequence of Learning: D & T

Caring and Sharing

Design and technolcgg is an inspiring, rigorous and prvactico.[ subject. Us'mg creativ"d:g and 'me,g'mation, puplls design and make

prvod.u.cts that solve real and relevant pr*cblems within a variety o]( contexts, ccmsi.d.ervlng their own and others’ needs, wants and

values. Theg acquire a broad range of subject kncwledge and draw on discipl'mes such as mathematics, science, engineering,

ccmpu.t'LrLg and art. Pu.p'L[s learn how to take risks, beccmlng r*esou.rvcefu.[, innovative, enterpr%s'mg and co.po.ble citizens. Thrvou.gh the

evaluation of past and present design and technolcgg, theg develop a critical under*sto.nd.mg of its impact on d.o.'LlH ['Lfe and the wider

world. H'Lgh-qu,alitg design and technologg education makes an essential contribution to the creo.tiv"d:g, culture, wealth and well-be'mg

of the nation.

Design and Technology: Age Related Statutory Coverage

Development Matters Children age 3 -
n

Earlylearning Goal

Key Stage One

Key Stage Two

Create closed shapes with continuous
lines and begin to use these shapes to
represent objects. Draw with
increasing ccmplexi.tg and detail,
such as Pepr*esentlng a chce with a
circle and including details.

Use drawing to represent ideas like
movement or loud noises. Show
different emotions in their drawings
and paintings, like ho.pp'mess,
sadness, fear, etc. Explore colour and
colour mixing.

Expressive Arts and
Materials

Safely use and explore a
variety of materials, tools
and technlques,
experimenting with
colour, deslgn, texture,
forvm and fu.nct'um.
Share their creations,
explaining the process
theg have used.
Physical Development:
Fine Motor

When deslgntng and make,
pu.p'L[s should be to.u.ght to:

Design

Des’Lgn. purvpcseful, fu.nctlcm.o.l,
appea['mg products ](orv
themselves and other users

based on d.es'tgn criteria.

Generate, develcp, model and
communicate their ideas
thhough to.Ha'Lng, d.r*o.wlng,
templates, mccla-ups and, where
appropriate, Lnfcrmo.tlcn. and
communication technolcgg.

Make

When design'mg and mak‘mg,
PU.Pi.I.S should be to,u.ght to:

Design

Use research and develop
design criteria to inform the
deslgn of innovative,
fu.ncticn.o.l, o.ppeo.l'mg prvod.u.cts
that are f'Lt fch purpose, aimed

at po.rvti.cu.[arv individuals or
groups.

Generate, de\relcp, model and
communicate their ideas

thhough discussion, annctated
sketches, cross-sectional and




Show dlﬁervent emotions in their
drawlngs - happ'mess, sadness, feo.r*,

etc

Use one-handed tools and equ.ipment,
fcr* example, mo.k’.'mg snips in paper
with scissors.

Use a range of small tools
including scissors and
paint brushes.

Begin to show accuracy

and care When d.l"‘d.Wi.l’Lg.

Select from and use a range of
tools and equipment to perform
prvo,ctlcal tasks (e.g. cu,tti.ng,
shaping, joining and finishing).
Select from and use a wide
range of materials and
compcnents, anlud'mg
construction materials, textiles
and Lngr*ed_ients, o.cccrr*d'mg to

their characteristics.
Evaluate

EXPI.OI’“Q and ev-a[uate a Pange

of existing pr*cd.ucts.

Evaluate their ideas and
prwd.u.cts against deslgn.
criteria.

Technical knowledge

Build structures, explcrvln.g how
theg can be made strvcn.gern
stiffer and more stable.

Explore and use mechanisms
(e.g. levers, sliders, wheels and

axles) in their products.

exp[oded d.'Lo.grvo,ms, prvototgpes,
pattehn pleces and ccmputeh—

aided deslgn.
Make

Select from and use a wider
range of tools and equipment to
perform practical tasks (for
example, cu.tt'mg, shaplng,
jcin.'mg and fi.ni.sh'mg),
accurately.

Select from and use a wider
range of materials and
ccmponents, 'an[ud'mg
construction materials, textiles
and ingredlents, accohding to
their fu.nctlcrn.o,[ properties and

aesthetic qualltles.

Evaluate

Investigate and analyse a
range cf exist'mg prvoducts.

Evaluate their ideas and
products against their own
d.es'LgrL criteria and consider
the views of others to improve

their work.

Understand how key events
and individuals in design and
technology have helped shape
the world.




Technical knowledge

Apply their understanding of
how to strvengthen, stiﬁen and
reinforce more complex
structures.

Understand and use
mechanical systems in their
products (for example, gears,
pu.llegs, cams, levers and
|.'Ln.|?.o.9es).

Understand and use electrical
systems in their pr“cducts (fcr*
exam.ple, series circuits
incorporating switches, bulbs,
buzzers and motors).

Applg their understanding of
ccmput’mg to program, monitor

and control their prvoducts.




STRUCTURES

Skills

Knowledge

Design

Make

Evaluate

EYFS
(Reception)

Boats

. Des’Lgn’Lng a J'u.nla

model boat.

. Usi.ng k.n.owled.ge

fhom explcratlon to

i.nfor*m. des i.gn.

. Mo.la'mg a boat
that floats and is
Wo.’ter*pr*oof,
ccmsi.d.eﬂn.g

material choices.

. Making pr“ed'Lct’Lons
about, and evaluati.ng
dlﬁerent materials to
see if they are
wc.ter*pr*oof.

. Mo.laing prvedlctlcms
about, and evaluatlng
existing boats to see
which flcats best.

. Testi.ng their deslgn
and rveflecti.ng on what
could have been done
d.'Lﬁer‘entle.

« Investigating the how
the shapes and
structure of a boat

o.ﬁect the way it moves.

« To know that
'Watehphoof'
materials are
those which do not

absorb water.

« To know that
some objects float
and others sink.

« To know the
di.ﬁemnt parts oj: a
boat.

Year 1
(Mechanisms)

Wheels and
Axles

* Designing a
vehicle that
includes wheels,
axles and axle
holders, that when
combined, will
allow the wheels to
move.

+ Creating clearly

labelled drawings

« Adapting
mechanisms, when:
e they do not work
as they should.

. tofi.t their vehicle
design.

e to improve how
they work after
testing their
vehicle.

« Testing wheel and
axle mechanisms,
identifying what stops
the wheels from
tuhning, and
recognising that a
wheel needs an axle in
order to move.

« To know that
wheels need to be
round to rotate
and move.

« To understand
that for a wheel to
move it must be
attached to a
rotating axle. « To
know that an axle

« To know some
real-life items that
use wheels such as
wheelbarrows,
hamster wheels

and vehicles




that illustrate
movement.

moves within an
axle holder which
is fixed to the
vehicle or tog.

« To know that the
frame of a vehicle
(chassis) needs to

be balanced.

Year 2

Baby bear

. Gen.er*atlng and
com.m.u.n'Lco.t'Lng
ideas using
sketching and
modelling.

. Mo.la'mg a
structure
according to design
criteria.

+ Creating joints
and structures
frvom po.perv/co.rvd
and tape.

. Bulldlng a strong
and stlff structure
by folding paper.

. Testtng the str*ength
o]( own structure.

« Identifying the
weakest part of a
structure.

« Evaluating the
stren.gth, stlﬁness and
sto.b'Ll'Ltg o]( own

structure

« To know that
materials can be
manipulated to
improve strength
and stiffness.

« To know that a
structure is
somethlng which
has been formed or
made frvom. po.r‘{s.

« To know that a
‘stable’ structure is
one which is firmly
fixed and unlikely
to change or move.
« To know that a
'str*cng' structure
is one which does
not break easily.

« To know that a
‘stiff structure or
material is one
which does not
bend easily.

Year 3

Castles

+ Designing a castle
with laeg feo.tu.rves
to appeo.l toa

+ Constructing a

Pange Of 3D

« Evaluating own work
and the work of others
based on the aesthetic

« To understand
that wide and flu.t

« To know the
fcllcwlng featuhes

a castle: flags,
of flag




specific
pehscn/purpcse. .
Dr*o.w'Ln.g and
labelli.ng a castle
design using 2D
shapes, labelling: -
the 3D shapes that
will create the
features -
materials needed
and colours.

. Des'Lgn.'Lng and/or
decor*a.ti.ng a castle
tower on CAD
software.

geometric shapes
using nets.

. CPea.’ci.ng speci.o.l
features for*
individual designs.
+ Making facades
from a range of
recycled materials.

of the finished product
and in comparison, to
the original desi.gn.
. Su.ggestln.g pci.nts fcr
modification of the
individual designs.

based objects are
more stable.

« To understand
the importance of
strength and
stiffness in
structures.

towers, battlements,
turrets, curtain
walls, moat,
drawbrldge and
gatehouse - and
their purpose.

« To know that a
fagade is the front
of a structure.

« To understand
that a castle
needed to be sthong
and stable to
withstand enemy
attack.

« To know that a
paper net is a flat
2D sho.pe that can
become a 3D shape
once assembled.

« To know that a
design specification
is a list of success
criteria for a

pr“crd.u.ct.

Year b

Pavilions

* Designing a
stable pavilion
structure that is
aesthetically
pleasing and
selecting materials
to create a desired
effect.

+ Building frame

structures

+ Creating a range
of different shaped
frame structures.
+ Making a variety
of free-standing
frame structures of
different shapes
and sizes.

« Selecting
appropriate
materials to build

- Evaluating structures
made by the class.

« Describing what
characteristics of a
design and
construction made it
the most effective. «
Considering effective

and ineffective designs.

« To understand
what a frame
structure is.

« To know that a
free-standing
structure is one
which can stand
on its own.

« To know that a
pavilion is a
decorative building
or structure for
leisure activities.

« To know that
cladding can be
applied to

structures for

different effects.




designed to support
weight.

a strong structure
and cladding.

. Relnforclng
corners to
strengthen a
structure.

+ Creating a design
in accordance with
a plan.

. Lec.r“n'Lng to create
d.i.ﬁervent textural
effects with

materials.

« To know that
aesthetics are how
a produ.ct looks.

« To know that a
product’s function
means its purpose.
« To understand
that the target
audience means the
person or group of
people a Phcduct is
d.eslgned. fcr*.

« To know that
architects consider
light, shadow and
patterns when

designing.

Year5

Bridges

. Des’Lgn’Lng a
stable structure
that is able to
support weight.

+ Creating a frame
structure with a
focus on

tr%o.ngulo.tlcn

. Mo.la'mg a range of
different shaped
beam bridges.

« Using triangles to
create truss
bridges that span a
given distance and
support a load. -
Building a wooden
bridge structure.

« Independently
measuring and
marking wood
accurately.

« Selecting
appropriate tools
and equipment for
particular tasks.

. Ada.ptln.g and
improving own bridge
structure by
identifying points of
weakness and
reinforcing them as
necessary. + Suggesting
points foP
improvements for own
bridges and those
designed by others.

- To understand
some different
ways to reinforce
structures.

« To understand
how triangles can
be used to
r“e'LrLfcrvce bridges.
« To know that
properties are
words that
describe the form
and function of
materials.

« To understand
why material
selection is
important based on
properties.

« To understand
the difference
between arch,
beam, truss and
suspension bridges.
« To understand
how to carry and

use a saw SG.]CQI.H.




+ Using the correct
techniques to saws
safely.

. Id.entlfgln.g where
a structure needs
reinforcement and
using card corners
for support.

« Explaining why
se[ectlng
apphophlatlng
materials is an
important part of
the d.es'Lgn process.
+ Understanding
basic wood
functional

prope rties.

« To understand
the material
(functional and
aesthetic)
properties of wood

Year 6

Playgrounds

* Designing a
playground
featuring a variety
of different
structures,
ccnsldehlng how
the structures will
be used,
considering
effective and
ineffective designs.

+ Building a range
of play apparatus
structures d.rvqw'mg
upon new and
prior knowledge of
structures.

. Meo.surV'Lng,
marking and
cutting wood to
create a range of
structures.

+ Using a range of
materials to
reinforce and add
decoration to

structures.

« Improving a design
plan based on peer
evaluation. « Testing
and adapting a design
to improve it as it is
developed.

. Identtfging what
makes a successful
structure.

« To know that
structures can be
strengthened by
manipulating
materials and

sh.o.pes.

« To understand
what a footprint
plan’ is.

« To understand
that in the real
wcrld, deslgn, can
impact users in
positive and
negative ways.

« To know that a
prototype is a
cheap model to test
a design idea.




FOOD

Skills

Knowledge

Design

Make

Evaluate

EYFS
(Reception)

Food soup

* Designing a
fruit or
vegetable soup
and suitable

packaging.

+ Chopping
fruit and
vegetables
safely to make
a soup.

. Iden.t'Lfg'Ln.g i.f
a fcad is a
fhult or a
vegetable.

« Exploring the
differences
between fr“u.'Lt

and \regeto.bles.

+ Tasting and
evaluating
different food
combinations.

. Descr“'Lb'Lng
appearance, smell
and taste.

. Explcrve the inside
and outside of a
pumpkin and use 5
senses to describe
it.

+ Understanding the difference between fruits and vegetables.
+ To understand that some foods typically known as
vegetables are actually fruits (e.q. cucumber).

« To know that a blender is a machine which mixes
LngPedLents together* into a smooth [Lquid..

+ To know how to use a knife safely.

« To know the d.i.ﬁervent tgpes o:f packaglng available and
Whg this mi.ght be ben.eflclal e.g. rvecyclab[e, [Lghtwelght.

Year1

Fruit and

Veg

+ Designing
smoothie
carton
packaging by-
hand or on

ICT softwo.r*e.

+ Chopping
fruit and
vegetables
safely to make
a smocthie.

. Identlfgln.g 'Lf
a fcod is a
fruit or a
vegetable.

+ Learning
where and how
fruits and
vegetables

9I’"0'W.

« Tasting and
evaluating
different food
combinations.

+ Describing
appearance, smell
and taste.

+ Suggesting
information to be
included on

packaging

+ Understanding the difference between fruits and vegetables.
+ To understand that some foods typically known as
vegetables are actually fruits (e.q. cucumber).

« To know that a blender is a machine which mixes
ingredients together into a smooth liquid.

« To know that a fr“u.'Lt has seeds and a \regetu.b[e does not. -
To know that ](Pults grow on trees or vines.

+ To know that vegetables can grow either above or below
ground.

+ To know that vegetables can come from different parts of
the plant (e.g. roots: potatoes, leaves: lettuce, fruit:
cucumber).

Year 2

A
balanced
diet

* Designing a
healthg wrap

bG.SEd. on a

food

+ Slicing food
so.fel.g us'Lng
the br%dge or

claw 9r“i.P.

+ Describing the

taste, texture and
smell offr*ult and

\regetables.

+ To know that ‘diet’ means the food and drink that a
person or animal usually eats.

« To understand what makes a balanced diet.




combination
which works

well together

« Constructing
a wrap that

meets a deslgn.

b Plef.

« Taste testing food
combinations and
f'Ln.al produ.cts.

. Descrtblng the
information that
should be included
on a label.

+ Evaluating which
grip was most
effect'LV'e.

+ To know where to find the nutritional information on
packaging.

« To know that the f'we main food. groups are:
Carbohgdr*c.tes, fr*u.i.ts and vegetc.bles, pro{ei.n, d.o.'LrvB and
foods high in fat and sugar-

+ To understand that I should eat a range of different foods
from each food group, and roughly how much of each food
group.

« To know that nutrients are substances in food that all
l'L\r'Lng th'mgs need to make enerqgy, grow and d.evelop.

« To know that "Ln.grvedlents' means the items in a mixture or
Peche.

« To know that I should cnlg have a maximum cffi.\re
teaspoon.s o]c sugar a dag to stag hea[thg.

+ To know that many foods and drinks we do not expect to
contain sugar do; we call these ‘hidden sugars.

Year 3

Eating

seasonally

. Crveo.ting a
healthg and
nutritious
recipe for a
savoury tart
using seasonal
ingredients,
ccnsLdePLng
the taste,
texture, smell
and
appearance of

the dish

. Knowing how
to prepare
themselves and
a work space
to cook safely
in, learning
the basic rules
to avoid fccd.
contamination.
« Following the
instructions
within a
recipe.

. Establlshlng and
u.s'Lng d.es'Lgn
criteria to help
test and review
dishes. « Describing
the benefits of
seasonal fruits
and V'egeto.bles and
the impact on the
environment.

+ Suggesting points
for improvement
when making a
seasonal tart.

« To know that not all fPults and \regeto.bles can be grown in
the UK.

+ To know that climate affects food growth.

+ To know that vegetables and fruit grow in certain seasons.
« To know that cooking instructions are known as a ‘recipe’.
+ To know that imported food is food which has been brought
into the country.

« To know that expcrvted fccd is fcrcd which has been sent to
anocther country.

+ To understand that imported foods travel from far away
and this can negatively impact the environment.

« To know that each fruit and vegetable gives us nutritional
benefits because they contain vitamins, minerals and fibre.

+ To understand that vitamins, minerals and fibre are
important for energy, growth and maintaining health.

« To know safety rules for using, storing and cleaning a
knife safely.

« To know that similar coloured fruits and vegetables often
have similar nutritional benefits




Year

Adapting

a Peclpe

* Designing a
biscuit within
a g'wen.
bu.dget,
drawing upon
previous taste
testing
judgements.

« Following a
baking recipe,
fhom start to
f'Ln.'Lsh,
including the
preparation of
ingredients. -
Cooking safely,
following basic
hgglene rules.
. /'\d.o.ptlng a
recipe to
improve it or
change it to
meet new
criteria (e.g.
from savoury

to sweet).

« Evaluating a

Pecipe, ccnstderv'mgz

taste, smell,
texture and
appearance.

+ Describing the
impact of the
budget on the
selection of
'Lngr*ed.ients.

. E\ro.[u.atlng and
comparing a range
o]cfccd. produ.cts.

. Suggesti.ng
modifications to a
recipe (e.g. This
biscuit has too
many raisins, and
it is fo.lllng o.pa.rvt,
so next time I will

use less raisins).

+ To know that the amount of an ingredient in a recipe is
known as the ‘quantity.’

« To know that it is 'mecrvtan.t to use oven 9|.o\res when
removing hot food from an oven.

+ To know the following cooking techniques: sieving,
creaming, rubbing method, cooling.

+ To understand the importance of budgeting while planning
ingredients for biscuits.

Year5

What
could be
healthier?

+ Adapting a
traditional
Peclpe,
u.nd.er“sto.ndlng
that the
nutritional
value of a
recipe alters if
you remove,
substitute or
add
additional
ingredients.

+ Writing an
amended

« Cutting and
prveparvmg
\regeto.bl.es
so.fe[g.

« Using
equipment
safely,
including
knives, hot

pans and hobs.

+ Knowing how
to avoid cross-
contamination.
« Following a

step by step

« Identifying the
nutritional
dlﬁemnces between
dlﬁervent prvcrd.u,cts
and recipes.

« Identifying and
describing healthy
benefits of food

9r~0ups.

+ To understand where meat comes from - learning that beef
is from cattle and how beef is reared and processed,
'anlu,d.'Ln.g laeg we[fu.rve issues.

« To know that I can o.do.pt a recipe to make it healthier bg
substituting ingredients. « To know that I can use a
nutritional calculator to see how healthy a food option is.

« To understand that ‘cross-contamination’ means bacteria
and germs have been passed onto ready-to-eat foods and it
happens when these foods mix with raw meat or unclean
objects.




method for a
recipe to
incorporate
the relevant
changes to

method
carefully to

make a recipe

ingredients.
+ Designing
appealing
packaging to
Peflect a
Pecipe.
Year 6 Come Dine | * Writing a « Following a « Evaluating a + To know that flavour' is how a food or drink tastes.
. recipe, recipe, recipe, considering: | « To know that many countries have national dishes” which
with Me explaining the | including taste, smell, are recipes associated with that country.

keg steps, using the texture and origin « To know that 'prvocessed food' means fccd that has been put
method and correct o]( the fccd group. - thhcugh mu.lt'Lple cho.nges in a fo.ctorvg.
'Lngrvedlents. quantities of Taste testing and « To understand that it is important to wash fhult and

. Inclu.d.ing
facts and
drawings from
research
undertaken

each
ingredient.

+ Adapting a
recipe based on
research.

« Working to a
given timescale.
. Wchklng
safely and
hygienically
with
independence.

scohlng f'ma.l
products.

+ Suggesting and
writing up points
of improvements
when scoring
others’ dishes, and
when e\ro.luc.tlng
their own
throughout the
planning,
preparation and
cooking process.

« Evaluating health
and safety in
production to
minimise cross

contamination.

vegeta.bles befor“e eo.t'Ln.g to remove any dirt and insecticides.
+ To understand what happens to a certain food before it
appears on the supermarket shelf (Farm to Fork).




TEXTILES

Skills

Knowledge

Design

Make

Evaluate

EYFS
(Reception)

Boockmarks

. Di.scussi.n.g
what a good
design needs.
* Designing a
simple

pattern with
paper-.

. Deslgn'mg a

. Deve[opi.ng fi.ne
motor/cutting
skills with
scissors.

« Exploring fine
motch/thrveading
and wea.\r'Ln.g

(u.nd.er*, aver-

. Reﬂ.ectlng on a
finished product
and comparing to
their design.

« To know that a d.es'Lgn. is a way of p[a.n.n.'Ln.g our idea
before we start.

+ To know that threading is putting one material through
an object.

bookmark. technlque) with
. Choosi.ng a \rarvi.etg of
fhcm. materials.
available + Using a
materials. prepared needle
and wool to
practise
thrvea.dlng.
Year | PU.PPetS + Using a « Cutting fabric | « Reflecting on a « To know that fjoining technique’ means connecting two

template to
create a
design for a

puppet.

neatly with
scissors.

« Using joining
methods to
decorate a
puppet.

+ Sequencing
steps for
construction.

finished product,
explaining likes

and dislikes.

pieces of material together.

+ To know that there are variocus temporary methods of
joining fabric by using staples. glue or pins.

« To understand that dlﬁervent technlques ch joining
materials can be used for different purposes.

+ To understand that a template (or fabric pattern) is used
to cut out the same shape multiple times.

+ To know that drawing a design idea is useful to see how
an idea will lock.

Year 2

Pouches

* Designing a

PO’LLCI’\..

+ Selecting and
cuttlng fo.brV'Lcs

fch sewing.

+ Troubleshooting
scenarios posed by

teacher.

+ To know that sewing is a method of joining fabric.

« To know that dlffervent stitches can be used when sewing.

« To understand the importance of tying a knot afterv sewing
the f'Ln.o.l stitch.




+ Decorating a
pouch using
fG.bI’"i.C 9|.u.e or
running stitch.
+ Threading a
needle.

+ Sewing
running stitch,
with evenly
spo.ced, neat,
even stitches to
Jo’m fabr%c.

. Neatlg pinning
and cutting
fabric using a
template.

+ Evaluating the
quality of the
st'Ltch'Ln.g on others’
work.

+ Discussing as a
class, the success
of their stitching
against the success
criteria.

. IdenthgLng
o.spects of their
peehs' work that
theg pa.r“clcu.lar*l.g
like and whg.

+ To know that a thimble can be used to protect my fingers
when sewing.

Year 3

Cross
stitch

applique -

Cushions

. Deslgnlng
and making
a template
from an
existing
cushion and
applying
individual
deslgn

criteria

. Fcllowing
des'Lgn. criteria
to create a
cushion or
Egyptian collar.
« Selecting and
cutting fabrics
with ease using
fo.br%c scissors.
+ Threading
needles with
greater
independence.

« Tying knots
with greater
independence.

« Sewing cross
stitch to join
fabric. «

Decorating

. Evo.[u.o.ting an
end pr*odu.ct and
thinking of other
ways in which to
create similar
items.

«To know that o.ppllque is a way o:f men.d.'Ln.g or deccrvu.ting a
textile bg o.pp[ging smaller pieces offabhlc to |.c:.rvgerv pileces.
«To know that when two edges of fabric have been joined
together it is called a seam.

+ To know that it is important to leave space on the fabric
for the seam.

+ To understand that some products are turned inside out
c.fterv sewing so the st'Ltch'Lng is hidden.




fabric using
appliqué.

. Comp[eti.ng
deslgn. ideas
with stuffing
and sewing the

edges (Cushions)

Year bt

Fastenings

. WPLthg
d.es’Lgn
criteria forv
a product,
articulating
decisions
made.

. Deslgnlng a
per*scno.llsed

bO‘O‘k_ S lee\re.

. Maklng and
test'Ln.g a paper
template with
accuracy and
in keeping with
the design
criteria.

. Meo.su,r“ing,
ma.r“k'mg and
cutting fo.br“Lc
u.s'Lng a paper
template.

« Selecting a
stitch style to
join fabric,
working neatly

bg sewlng smu.ll,

strvo.'Lght
stitches.

+ Incorporating
fastening to a

design

. Testing and
eva[u.atlng an end
pr*cdu.ct o.gc.'mst
the original design
criteria.

+ Deciding how
many of the
criteria should be
met ](crv the pr“cdu.ct
to be considered
successfu.l.

+ Suggesting
modifications for
improvement.

« Articulating the
advantages and
d.'Lsu.dV'o.nto.ges of
dlffervent fo.sten'mg

tgpes.

« To know that a fastening is somethtng which holds two
pieces of material tcrgetherv ](crrv example a zipper, toggle,
button, press stud and velcro.

+ To know that different fastening types are useful for
different purposes.

+ To know that creating a mock up (prototype) of their
design is useful for checking ideas and proportions.

Year5

N/A

Year 6

N/A




