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MILL HILL PRIMARY ACADEMY

Design

Early years

e Begin to use the language of designing and making, e.g. join, build and shape.
e Learning about planning and

adapting initial ideas to make

them better.

¢ To learn to construct with a purpose in mind.
 Selects tools and techniques needed to shape, assemble and join materials.

Skills ¢ Begin to talk about changes made during the making process, e.g. making a decision to use a different joining
method.
¢ To learn how to use a range of tools, e.g. scissors, hole punch, stapler, woodworking tools, rolling pins, pastry
Technical cutters. _ _ o
¢ Learn how everyday objects work by dismantling things
Knowledge
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Skills

Year 1

¢ Designing smoothie carton packaging by-
hand or on ICT software.

e Chopping fruit and vegetables safely to
make a smoothie.

¢ |dentifying if a food is a fruit or a vegetable.
e Learning where and how fruits and
vegetables grow.

Knowledge
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Cooking

and
Nutrition

¢ Tasting and evaluating different food
combinations.

¢ Describing appearance, smell and taste.
¢ Suggesting information to be included on
packaging.

Skills

Year 2

¢ Generating and communicating ideas using
sketching and modelling.

¢ Learning about different types of structures,
found in the natural world and in everyday
objects.

¢ Making a structure according to design
criteria.

¢ Creating joints and structures from
paper/card and tape.

¢ Building a strong and stiff structure by folding

paper

¢ Understanding the difference between
fruits and vegetables.

¢ To understand that some foods typically
known as vegetables are actually

fruits (e.g. cucumber).

¢ To know that a blender is a machine which
mixes ingredients together into a

smooth liquid.

¢ To know that a fruit has seeds and a
vegetable does not.

¢ To know that fruits grow on trees or vines.
¢ To know that vegetables can grow either
above or below ground.

Knowledge

Technical

e Exploring the features of structures.

e Comparing the stability of different shapes.

¢ Testing the strength of own structures.

¢ |dentifying the weakest part of a structure.

e Evaluating the strength, stiffness and stability
of own structure

¢ To know that shapes and structures with
wide, flat bases or legs are the most stable.

¢ To understand that the shape of a structure
affects its strength.

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

* To know that a structure is something which
has been formed or made from parts.

¢ To know that a ‘stable’ structure is one which
is firmly fixed and unlikely to change or move.
¢ To know that a ‘strong’ structure is one which
does not break easily.
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¢ To know that vegetables can come from
different parts of the plant (e.g.

roots: potatoes, leaves: lettuce, fruit:
cucumber).

Additional

Year 3

Skills

* Designing a castle with key features to
appeal to a specific person/purpose.

¢ Drawing and labelling a castle design using
2D shapes, labelling: -the 3D

shapes that will create the features -
materials needed and colours.

¢ Designing and/or decorating a castle tower
on CAD software.

¢ Constructing a range of 3D geometric
shapes using nets.

e Creating special features for individual
designs.

e Making facades from a range of recycled
materials

e Evaluating own work and the work of
others based on the aesthetic of the
finished product and in comparison to the
original design.

Skills

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

¢ To know that natural structures are those
found in nature.

¢ To know that man-made structures are those
made by people.

Year 4

¢ Designing a torch, giving consideration to the
target audience and creating both design and
success criteria focusing on features of
individual design ideas.

¢ Making a torch with a working electrical
circuit and switch. e Using appropriate
equipment to cut and attach materials. ®
Assembling a torch according to the design and
success criteria.

e Evaluating electrical products. e Testing and
evaluating the success of a final product
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Technical

Knowledge WYrTED

© Kapow Primary™

¢ Suggesting points for modification of the
individual designs.

¢ To understand that wide and flat based
objects are more stable.

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

¢ To know the following features of a castle:
flags, towers, battlements, turrets,

curtain walls, moat, drawbridge and
gatehouse - and their purpose.

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

¢ To understand that a castle needed to be
strong and stable to withstand

enemy attack.

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

¢ To know that a design specification is a list
of success criteria for a product.

Knowledge

Technical

Additional

Year 5

¢ Designing a pop-up book which uses a
mixture of structures and

mechanisms.

e Naming each mechanism, input and output
accurately.

e Storyboarding ideas for a book.

¢ To know that an electrical circuit must be
complete for electricity to flow.

¢ To know that a switch can be used to
complete and break an electrical circuit.

¢ To know the features of a torch: case,
contacts, batteries, switch, reflector, lamp,
lens.

¢ To know facts from the history and invention
of the electric light bulb(s) - by Sir Joseph Swan
and Thomas Edison.

Year 6

¢ Designing a steady hand game - identifying
and naming the components required.

¢ Drawing a design from three different
perspectives.

¢ Generating ideas through sketching and
discussion.

¢ Modelling ideas through prototypes.
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Skills

¢ Following a design brief to make a pop up
book, neatly and with focus on

accuracy.

¢ Making mechanisms and/or structures
using sliders, pivots and folds to

produce movement.

¢ Using layers and spacers to hide the
workings of mechanical parts for an
aesthetically pleasing result.

Knowledge

N/A

Skills

¢ Constructing a stable base for a game.

¢ Accurately cutting, folding and assembling a
net.

¢ Decorating the base of the game to a high
quality finish.

¢ Making and testing a circuit.

e Incorporating a circuit into a base

¢ Testing own and others finished games,
identifying what went well and making
suggestions for improvement.

Technical

¢ To know that mechanisms control
movement.

¢ To understand that mechanisms can be
used to change one kind of motion

into another.

¢ To understand how to use sliders, pivots
and folds to create paper-based
mechanisms.

Additional
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* To know that a design brief is a description
of what | am going to design and

make.

¢ To know that designers often want to hide
mechanisms to make a product

more aesthetically pleasing.

Technical

Knowledge

¢ To know that batteries contain acid, which
can be dangerous if they leak.

¢ To know the names of the components in a
basic series circuit, including a buzzer.

Additional

¢ To understand the diagram perspectives 'top
view', 'side view' and 'back’.




