Canterbury Road Primary School — Design and Technology

Design and Technology Progression Document for EYFS

Terms 1 & 2

Terms 3 & 4

Terms 5 & 6

Year R Development Matters
statements applicable to D&T
Curriculum

Skills

eTo select various construction
materials with confidence

eTo independently represent their own
ideas, thoughts and feelings through

eTo express and communicate ideas,
thoughts and feelings in a variety of
ways through art, design and the

necessary.

eBegin to use a fork and knife to hold
food and attempt to cut it.

eTo cut foods with a knife use a fork to
deliver food to my mouth.

¢ |eCreates simple representations of design.
%” people or objects using pens, pencils creative processes.
a or paint.
¢To Join construction pieces together |[eCreate simple representations of e To select tools and techniques
to build and balance events, people and objects selecting needed to shape, assemble and join
eTo construct with a purpose in mind, | from a range of suitable media. materials.
using a variety of resources. ¢To use materials for a purpose and e Create collaboratively, sharing ideas,
eTo explore form in 3D. create an observational representation resources and skills.
eTo begin to achieve small scale of an object using construction, junk eTo construct purposefully using a
fiddly finger tasks (threading, modelling and arts and craft. range of tool and materials.
snipping, pegging). « Selects appropriate resources and «To use a variety of tools, materials and
e Uses simple tools to effect changes tools, and adapt work where necessary imagination to create images and
to materials such as scissors for to create a finished end product or constructions, including models and
cutting _ piece. constructions, from known events including
eUse a fork to plck. up p're-cut fpod «Create collaborative pieces of art those in familiar stories and from the world
o and atFempt to slice with a knife and/or design work, sharing ideas, around us. .
s ?;ﬁ;g:&i tools to effect changes resources and skills and evaluate what ’;ge"‘(’;‘;rg shape, space, form and texture in
= has been created. Adapt where and 30.

e Use a range of small tools and cutlery with
developing skill, including painting with
brushes, cutting with scissors and using a
knife and fork with some success to eat food.

e Use large scale blocks and
equipment to build, balance and
climb; demonstrating core body
strength and control as well as an
awareness of space, form and
design.

Physical Development:
Progress towards a more fluent style of

moving, with developing control and
grace.

Develop their small motor skills so that they
can use a range of tools competently, safely
and confidently.

Use their core muscle strength to achieve a
good posture when sitting at a table or sitting
on the floor

Expressive Arts and Design:

Explore use and refine a variety of artistic
effects to express their ideas and feelings. ¢
Return to and build on their previous learning
refining ideas and developing their ability to
represent them. ¢ Create collaboratively,
sharing ideas, resources and skills.

Early Learning Goals

applicable to D&T Curriculum

Physical Development - Fine Motor

Skills:
¢ Use a range of small tools, including
scissors, paintbrushes and cutlery.

Expressive Arts and Design - Creating

with Materials:

e Safely use and explore a variety of
materials, tools and techniques,
experimenting with colour, design,
texture, form and function.
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Evaluate

Begin to combine media to create different
effects

Return to previous constructions, art and
design products to add more to them

e Return to previous constructions, art and

design products to develop, refine and improve
them. Create collaborative pieces of art and/or
design work, sharing ideas, resources and skills
and evaluate what has been created. Adapt
where necessary

e Return to and build on their previous
learning designs and art work, refining
ideas anddeveloping their ability to
represent them.

Knowledge

. To explore what happens when we
mix colours

. To understand that different media
can be combined to achieve new
effects.

¢ Understand that tools
have to be used safely
and with control

e  Shows understanding of the
need for safety when
tackling new challenges,
and considers and manages
some risks

. To develop fine motor control,
using tools to cut, thread, mark,
form and join.

. Begin to show an understanding of
how to transport and store
equipment safely.

. Understands that different media can
be combined to create new effects.

o Practices some appropriate safety
measures without direct supervision.

. Shows understanding of how to
transport and store equipment safely.

. To show an understanding of the need
for safety when tackling new
challenges and using new tools and
equipment. Considering the need for
safety.

. Begin to know and understand some
good practices with regard to health,
safety and wellbeing such as eating a
healthy diet.

e To use what they have learnt about media
and materials in original ways, thinking
about uses and purpose.

Share their creations, explaining the
process they have used.
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Design and Technology Progression Document for Aspect: Cooking and Nutrition

Progression of Skills and Knowledge within the Units for: Food

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Fruit and vegetables

A balanced diet

Eating seasonally

Adapting a recipe

What could be
healthier?

Come dine with me

Skills

Design

® Designingsmoothiecarton
packaging by-handoronICT
software.

® Designingahealthywrap based
onafoodcombinationwhich
works well together.

® (Creating a healthy and
nutritious recipe for a savoury
tart using seasonal ingredients,
consideringthetaste, texture,
smellandappearance ofthedish.

® Designingabiscuitwithina
givenbudget, drawingupon
previoustastetesting
judgements.

® Adaptingatraditional recipe,
understanding that the
nutritional value of a recipe alters
if you remove, substitute or add
additional ingredients.
® Writinganamended method
forarecipe toincorporate the
relevant changes to ingredients.
® Designingappealing packagingto
reflectarecipe.

® Writingarecipe, explainingthe
keysteps, methodand
ingredients.

® |Including facts and drawings from
research undertaken.

Make

® Choppingfruitand vegetables
safely to make asmoothie.

® |dentifyingifafoodisafruitora
vegetable.

® Learning where and how fruits
andvegetablesgrow.

® Slicing food safely using the bridge
orclawgrip.

® Constructingawrapthatmeetsa
design brief.

® Knowinghowtoprepare
themselvesandaworkspaceto
cooksafelyin, learning the basic
rules to avoid food
contamination.

® Following the instructions within
a recipe.

® Followingabakingrecipe,
from starttofinish, including the
preparation of ingredients.

® Cookingsafely, followingbasic
hygienerules.
® Adaptingarecipetoimprove
itorchangeitto meetnew criteria
(e.g.fromsavoury tosweet).

® Cuttingand preparing vegetables
safely.

® Using equipment safely, including
knives, hot pansand hobs.

® Knowing how to avoid cross-
contamination.

® Followingastep bystep method
carefully tomake a recipe.

® Followingarecipe,including using
thecorrect quantities ofeach
ingredient.

® Adaptingarecipe basedon
research.

® \Working toagiven timescale.

® \Working safely and hygienically
with independence.

Evaluate

® Tasting and evaluating different
food combinations.

® Describing appearance, smelland
taste.

® Suggestinginformationtobe
included on packaging.

® Describingthetaste, textureand
smell of fruitand vegetables.

® Tastetestingfood combinations
andfinalproducts.

® Describing the information that
should beincluded on a label.

® Evaluating which grip was most
effective.

® Establishing and using design
criteriatohelp testandreview
dishes.
® Describingthe benefits of
seasonalfruitsand vegetablesand
theimpacton theenvironment.

® Suggesting points for
improvement when making a
seasonal tart.

® Evaluating a recipe, considering:
taste, smell, texture and
appearance.

® Describingtheimpact of the
budgetonthe selection of
ingredients.

® Evaluatingandcomparingarange
offood products.
® Suggestingmodificationstoa
recipe (e.g. This biscuithastoo
manyraisins, anditis falling apart,
so next time | will use less
raisins).

® |dentifying the nutritional
differences between different
products and recipes.

® |dentifyingand describing healthy
benefits of food groups.

® Evaluatingarecipe, considering:
taste, smell, texture and origin of
thefoodgroup.

® Taste testing and scoring final
products.
® Suggesting and writing up
points of improvements when
scoring others’ dishes, and when
evaluating their own throughout
the planning, preparation and
cooking process.

® Evaluating health and safetyin
production to minimise cross

contamination.
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Knowledge

Cooking
and
Nutrition

® Understanding the difference

between fruits and vegetables.

® Tounderstandthatsomefoods

typically known asvegetablesare

actually fruits (e.g. cucumber).

® Toknowthatablenderisa

machine which mixesingredients

togetherintoa smoothliquid.

® Toknow thatafruit has seedsand
avegetable does not.

® Toknow that fruits grow ontrees
orvines.

® Toknowthatvegetablescangrow
eitherabove orbelow ground.
® Toknowthatvegetablescan
comefromdifferentpartsofthe
plant(e.g. roots: potatoes,
leaves: lettuce, fruit: cucumber).

® Toknowthat ‘diet’ meansthe
foodanddrinkthatapersonor
animalusually eats.

® Tounderstand whatmakesa
balanceddiet.

® To know whereto find the
nutritional information on
packaging.
® Toknowthatthefivemain
foodgroupsare: Carbohydrates,
fruitsandvegetables, protein,
dairy and foods high in fat and
sugar.
® Tounderstandthatlshould
eatarangeofdifferentfoodsfrom
eachfoodgroup, and roughly
how much of each food group.
® Toknowthatnutrientsare
substancesinfoodthatallliving
things need to make energy, grow|
and develop.

® Toknowthat ‘ingredients’ means
theitemsinamixture orrecipe.
® Toknowthatlshouldonly
have amaximum offiveteaspoons|
ofsugaradayto stayhealthy.
® Toknowthatmanyfoodand
drinkswedonotexpecttocontain
sugardo;wecall these ‘hidden
sugars’.

® Toknowthatnotallfruitsand

vegetablescanbegrowninthe UK|

® Toknow thatclimate affects food
growth.

® Toknowthatvegetablesandfruit
growin certain seasons.

® Toknow thatcookinginstructions
areknownasa ‘recipe’.

® Toknowthatimported foodis
food which hasbeen broughtinto
the country.

® Toknowthatexportedfoodis
food whichhasbeensentto
another country..
® Tounderstand thatimported
foodstravel from farawayandthis
can negatively impact the
environment.
® Toknowthateachfruitand
vegetable gives us nutritional
benefits because they contain
vitamins, minerals and fibre.
® Tounderstandthatvitamins,
mineralsand fibreareimportant
forenergy, growth and
maintaining health.

® Toknowsafetyrulesforusing,
storing andcleaning aknife
safely.
® Toknowthatsimilarcoloured
fruitsand vegetables often have
similar nutritional benefits.

® Toknowthattheamountofan
ingredientinarecipeisknownas
the ‘quantity.’
® Toknowthatitisimportantto
useoven gloves whenremoving
hotfood froman oven.
® Toknow the following cooking|
techniques: sieving, creaming,
rubbing method, cooling.
®Tounderstandtheimportance of
budgeting while planning
ingredients for biscuits.

® Tounderstandwhere meat
comesfrom-learningthatbeefis
from cattleand how beef is
reared and processed, including
key welfare issues.

® Toknowthatlcanadapta
recipetomakeithealthier by
substituting ingredients.

® Toknowthatlcanusea
nutritional calculator to see how
healthyafood optionis.

® Tounderstand that ‘cross-
contamination’ means bacteria
and germs have been passed onto
ready-to-eatfoods and it happens|
when these foods mix with raw
meat or unclean objects.

® Toknowthat ‘flavour’ishowa
food ordrink tastes.
® Toknowthatmanycountries
have ‘national dishes’ whichare
recipesassociated with that
country.
® Toknowthat ‘processed
food” meansfood thathasbeen
putthrough multiple changes in a
factory.
® Tounderstandthatitis
importanttowashfruitand
vegetables before eating to
remove any dirt and insecticides.
® Tounderstandwhathappens
toacertainfood beforeitappears
onthe supermarket shelf (Farm
to Fork).
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Food Curriculum Learning Objectives

Year 1 Fruit and vegetables
e  Toidentify if a food is a fruit or a vegetable

e  Toidentify where plants grow and which parts we eat
e  To taste and compare fruit and vegetables
e  To make a fruit and vegetable smoothie

Term 2

Year 2 A balanced diet
e  To know what makes a balanced diet

e  To taste test food combinations
e  To design a healthy wrap
e  To make a healthy wrap

Term 2

Year 3 Eating seasonally
e To know that climate affects food growth

e  Tounderstand the advantages of eating seasonal foods grown in the UK
e  Tocreate a recipe that is healthy and nutritious using seasonal vegetables
e  To safely follow a recipe when cooking

Term 2

Year 4 Adapting a recipe
e To follow a baking recipe

Term 5 e  To make and test a prototype
e  To design a biscuit to a given budget.
e To make a biscuit that meets a given design brief.

Year 5 What could be healthier

e  Tounderstand where food comes from
Term 4 e  Tounderstand the term ‘healthy’

e  To adapt a traditional recipe

e Tocomplete a food product

Year 6 Come dine with me
e  Toresearch and design a three-course meal
Term 3 e  To prepare a starter meal using a recipe; To understand where their food comes from; To write up a recipe

e  To prepare a main meal using a recipe; To understand where their food comes from; To write up a recipe*

e  To prepare a dessert meal using a recipe; To understand where their food comes from; To write up a recipe
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Core Vocabulary Progression for Cooking and Nutrition:

Year 1:
fruit
vegetable
seed
leaf

root
stem
smoothie
healthy
carton
design
flavour
peel

slice

Year 2:
balanced diet
balance
carbohydrate
dairy

fruit
ingredients
oils

sugar
protein
vegetable
design criteria

Year 3:
Climate

Dry

climate
Exported
Imported
Mediterranean climate
Nationality
Nutrients
Polar climate
Recipe
Seasonal food
Seasons

Temperate climate
Tropical climate

Year 4:
Adapt
Budget
Coolingrack
Creaming
Equipment
Evaluation
Flavour
Ingredients
Method
Net
Packaging
Prototype
Quantity
Recipe
Rubbing
Sieving
Targetaudience

Unit of measurement

Utilities

Year 5:

Beef
Cross-contamination Diet
Ethical issues
Farm Healthy
Ingredients
Method
Nutrients
Packaging
Reared
Recipe
Research
Substitute
Supermarket
Vegan
Vegetarian

Welfare

Year 6:

Accompaniment
Collaboration
Cookbook

Cross-contamination
Equipment

Farm

Flavour

Illustration
Imperative-verb

Ingredients
Method
Nationality
Preparation
Processed
Reared

Recipe
Research
Storyboard
Targetaudience
Toptips

Unit of measurement
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Design and Technology Progression Document for Aspect: Mechanical systems

Progression of Skills and Knowledge within the Units for: Mechanisms and Mechanical Systems

Year 1

Year 2

Year 3

Year 4

Year 5

Year 6

Moving story
book

Wheels and axles

Fairground
wheel

Moving monster

Pneumatic toys

Making a
slingshot car

Making a pop-
up book

Automata toys

Skills

Design

® Explaining how to adapt
mechanisms, using
bridges or guides to
control the movement.

e Designingamoving
storybookfora given
audience.

e Designingavehiclethat
includeswheels, axles and
axle holders, that when
combined, will allow the
wheels to move.

e Creating clearlylabelled
drawings that illustrate
movement.

® Selectingasuitable
linkage systemto produce|
the desired motion.

e Designing a wheel.

e Creatingaclassdesign
criteriafora moving
monster.

® Designing a moving
monster for a specific
audienceinaccordance
with a design criteria.

® Designingatoywhich
usesapneumaticsystem.
® Developingdesign
criteriafroma design brief.
® Generatingideasusing
thumbnail sketchesand
explodeddiagrams.

® |earningthatdifferent
typesofdrawingsareused
indesigntoexplainideas
clearly.

® Designingashapethat
reducesairresistance.

® Drawinganettocreate
astructure from.

® Choosingshapesthat
increase ordecrease
speedasaresult ofair
resistance.

® Personalising adesign.

® Designingapop-up booH
which usesamixture of
structuresand
mechanisms.

® Naming each
mechanism, inputand
outputaccurately.

® Storyboardingideas for
abook.

eExperimentingwitha
rangeofcams, creatinga
designforanautomatatoy
based on a choice of cam
to create a desired
movement.

® Understandinghow
linkages changethe
direction of aforce.

® Makingthings moveat
thesametime.

® Understandingand
drawing cross-sectional
diagramstoshowthe
inner-workings of my
design.

Make

e Followingadesignto
createmoving models
that use levers and
sliders.

e Adapting mechanisms,
when:

e theydonotworkasthey
should.

o to fit their vehicle
design.

e toimprove how they
workafter testing their
vehicle.

e Selectingmaterials
accordingtotheir
characteristics.

e Followingadesign brief.

e Makinglinkages using
cardforleversand split
pins for pivots.

® Experimenting with
linkages adjusting the
widths, lengthsand
thicknessesof card used.
e Cuttingandassembling
components neatly.

® Creatingapneumatic
systemto create adesired
motion.

® Buildingsecure housing
forapneumaticsystem.

® Usingsyringesand
balloonsto create different
types of pneumatic systemsg
to make a functional and
appealing pneumatic toy.
® Selecting materials due
to their functionaland
aestheticcharacteristics.
® Manipulating materials
tocreate different effects
by cutting, creasing, folding
and weaving.

® Measuring, marking,
cuttingandassembling
withincreasingaccuracy.
® Makingamodelbased
onachosendesign.

® Followingadesign brief
tomakeapop upbook,
neatlyand withfocuson
accuracy.

® Making mechanisms
and/orstructures using
sliders, pivots and folds to
produce movement.

® Usinglayersandspacers|
to hide the workings of
mechanical parts foran
aesthetically pleasing
result.

® Measuring, markingand
checkingtheaccuracyof
thejelutonganddowel
pieces required.

® Measuring, markingand
cuttingcomponents
accuratelyusingaruler
and scissors.

® Assembling
componentsaccuratelyto
make astable frame.

® Understanding that for
the frameto function
effectively the
components must be cut
accurately and the joints
of the frame secured at
right angles.

® Selectingappropriate
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materialsbased onthe
materials beingjoinedand
thespeed at which the
glue needs to dry/set.

Evaluate

® Testing a finished
product, seeing whether
itmovesasplannedandif
not, explainingwhyand
howitcan befixed.

® Reviewingthesuccesso
aproductby testing it
with its intended
audience.

e Testingwheeland axle
mechanisms, identifying
what stops the wheels
from turning, and
recognising that a wheel
needs an axle in order to
move.

® Evaluating different
designs.

e Testingandadaptinga
design.

e Evaluating own designs
against design criteria.

e Using peerfeedbackto
modifyafinal design.

® Using theviews of others
toimprove designs.

® Testing and modifying the|
outcome, suggesting
improvements.

® Understandingthe
purposeofexploded-
diagramsthroughtheeyes
ofa designer and their
client.

® Evaluatingthespeed off
afinalproductbasedon:
theeffectofshapeon
speedand the accuracy
of workmanship on
performance.

N/A

® Evaluating the work of
othersand receiving
feedbackon ownwork.
® Applying points of
improvement to their
toys.

® Describing changesthey]
would make/doifthey
weretodotheproject
again.

Knowledge

Technical

e Toknowthata
mechanismisthe parts of
an object that move
together.

e To know that a slider
mechanism moves an
object from side to side.
e Toknowthataslider
mechanism hasa slider,
slots, guides and an
object.

e Toknowthatbridges
andguidesare bits of card
that purposefully restrict
the movement of the
slider.

e Toknowthatwheels
needtoberoundto rotate
and move.

e Tounderstandthatfora
wheeltomoveit must be
attached to a rotating
axle.

e Toknowthatanaxle
moves withinanaxle
holder which is fixed to
the vehicle or toy.

e Toknowthattheframe
ofavehicle (chassis)
needs to be balanced.

e Toknowthatdifferent
materials have different
properties and are
therefore suitable for
different uses.

e To know that
mechanisms are a
collection of moving parts
that work together as a
machine to produce
movement.

e Toknowthatthereis
alwaysaninputand
output in a mechanism.
e Toknowthataninputis
theenergythat is used to
start something working.
e Toknowthatanoutput
isthe movement that
happens as a result of the|
input.

e Toknowthataleveris
somethingthat turnson a
pivot.

e Toknow thatalinkage
mechanism is made up of
a series of levers.

® Tounderstand how
pneumatic systems work.
® Tounderstand that
pneumaticsystemscanbe
usedaspartofa
mechanism.

® Toknowthatpneumatic
systemsoperate by drawing
in, releasingand
compressingair.

® Toknowthatair
resistanceisthelevel of
dragonanobjectasitis
forcedthrough theair.

® Tounderstandthatthe
shape ofamovingobject
willaffect how it moves
duetoair resistance..

® Toknowthat
mechanisms control
movement.

® Tounderstandthat
mechanisms canbeused
tochangeonekind of
motion intoanother.

® Tounderstand howto
usesliders, pivotsand
foldstocreate paper-
based mechanisms.

® Tounderstandthatthe
mechanisminanautomata
usesasystem of cams,
axles andfollowers.

® Tounderstandthat
differentshaped cams
produce different outputs

Additional

e Toknowthatin Design
andtechnology we call a
plan a ‘design’.

e To know some real-lifg
items that use wheels such
as wheelbarrows, hamstel
wheels and vehicles.

e To know the features of|
aferris wheel includethe
wheel, frame, pods, abase
an axle and an axle
holder.

® To know that it is
important to test my
designaslgoalongsothatl
cansolveany problems
that may occur.

e Toknowsomereal-life
objectsthat contain
mechanisms.

® Tounderstand how
sketches, drawingsand
diagramscanbe usedto
communicate design ideas
® Toknow thatexploded-
diagramsare used toshow
howdifferentpartsofa
product fit together.

® Toknowthatthumbnail
sketchesaresmalldrawings
togetideasdownon paper
quickly.

® Toknowthat
aestheticsmeanshowan
objectorproductlooksin
designand technology.
® Toknowthata
templateisastencilyou
canusetohelpyoudraw
thesameshape
accurately.

® Toknow thata birds-
eyeview meansaview
fromahighangle (asifa

birdin flight).

® Toknowthatadesign
briefisadescription of
whatlamgoingtodesign
and make.

® Toknowthatdesigners
oftenwanttohide
mechanismstomakea
product more
aesthetically pleasing.

® Toknowthatan
automataisahand
powered mechanical toy.
® Toknowthatacross-
sectional diagramshows
theinnerworkingsofa
product.

® Tounderstand how to
use a bench hook and saw
safely.

® Toknowthataset
squarecanbeusedtohelp
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® Toknowthatgraphics mark90°angles.
areimageswhichare
designedtoexplainor
advertise something.

® To know that it is
important to assess and
evaluate design ideas
and models against a list|
of design criteria.
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Mechanical Systems Learning Objectives

Year 1 Moving Story Book
e  To explore making mechanisms

Term 4 e  To design a moving story book
e  To construct a moving picture

e  To evaluate my finished product

Wheels and Axles
e Tounderstand how wheels move
e  Toidentify what stops wheels from turning
e  To design a moving vehicle

e  To build a moving vehicle

Year 2 Fairground Wheels
e  To explore wheel mechanisms and design a wheel

Term 2 e  To select appropriate materials
e  To build and test a moving wheel

e  To make and evaluate a structure with a rotating wheel

Moving Monsters
e Tolook at objects and understand how they move
e To look at objects and understand how they move
e To explore different design options

e  To make a moving monster

year 3 Pneumatic toys
e  Tounderstand how pneumatic systems work

Term 4 e Todesign a toy that uses a pneumatic system
e  Tocreate a pneumatic system

e  To test and finalise ideas against design criteria

Year 4 Making a slingshot car
e  To build a car chassis

Term 5 e  Todesign a shape that reduces air resistance
e  To make a model based on a chosen design

e Toassemble and test my completed product

Year 5 Making a pop-up book
e Todesign a pop-up book
Term 2 e  To follow my design brief to make my pop up book

e To use layers and spacers to cover the working of mechanisms

e To create a high-quality product suitable for a target user

year. 6 Automata toys

e  To prepare wood for assembly by measuring, marking and cutting each piece

Term 5 e  Toassemble the automata frame components and supports with the help of an exploded-diagram

e  To apply the housing and finishing touches to the automata frame

e  To explore the relationship between cam profiles and follower movement, to inform a design decision
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Core Vocabulary Progression for Mechanical Systems:

Year 1:
Assemble

Design
Evaluation
Mechanism
Model

Sliders

Stencil
Targetaudience
Template

Test

Year 1:

Axle

Axle holder Chassis
Design Evaluation
Fix Mechanic
Mechanism Model
Test

Wheel

Year 2:
Evaluation

Input

Lever

Linear motion Linkage
Mechanical
Mechanism Motion
Oscillating motion
Output

Pivot
Reciprocatingmotion Rotary

motion Survey

Year 2:
Axle

Decorate
Evaluation

Ferris wheel
Mechanism
Stable

Strong

Test

Waterproof Weak

Year 3:
Exploded-diagram
Function

Input

Lever

Linkage
Mechanism
Motion

Net

Output

Pivot

Pneumatic system

Thumbnail sketch

Year 5:
Aesthetic
Computer-aided design (CAD)
Caption

Design

Design brief
Design criteria
Exploded-diagram
Function

Input

Linkage
Mechanism
Motion

Output

Pivot

Prototype

Slider

Structure
Template
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Design and Technology Progression Document for Aspect: Textiles

Progression of Skills and Knowledge within the Units for: Textiles

Year 1

Year 2

Year 3

Year 4

Puppets

Pouches

Cross stitch and appliqué
Cushions or Egyptian collars

Fastenings

Skills

® Usingatemplatetocreateadesignforapuppet.

® Designingapouch.

® Designingandmakinga

® \Writing design criteria for a product, articulating

Design templatefromanexisting cushion decisions made.
andapplying individual design ® Designingapersonalised booksleeve.
criteria.
® Cutting fabric neatly with scissors. ® Selecting and cutting fabrics for sewing. ® Following design criteriato createa ® Makingandtesting a papertemplate withaccuracy
Make ® Usingjoiningmethodsto decoratea puppet. ® Decoratingapouchusingfabricglue cushion or Egyptian collar. andinkeepingwiththe design criteria.
® Sequencingsteps for construction. orrunning stitch. ® Selectingand cutting fabrics with ease ® Measuring, marking and cutting fabric using a paper
® Threadinganeedle. usingfabricscissors. template.
® Sewing running stitch, with evenly ® Threading needles with greater ® Selectingastitchstyletojoinfabric, working
spaced, neat, even stitches to join independence. neatly by sewing small, straight stitches.
fabric. ® Tyingknotswith greaterindependence. ® Incorporating fasteningtoadesign.
® Neatlypinningandcutting ® Sewing cross stitch tojoin fabric.
fabricusinga template. ® Decorating fabric using appliqué.
® Completing design ideas with stuffing and
sewing the edges (Cushions) or
embellishing the collars based on design
ideas (Egyptian collars).
® Reflectingonafinished product, ® Troubleshootingscenarios posed by ® Evaluatinganend productand ® Testing and evaluating an end product against the original
explaininglikesand dislikes. teacher. thinking of other waysinwhich to design criteria.
Evaluate ® Evaluating the quality of the create similaritems. ® Deciding how many of the criteria should be met for

stitching on others’ work.

® Discussingasaclass, thesuccessof
theirstitching against the success
criteria.

® |dentifyingaspects of their peers’
workthatthey particularly like and
why.

the product to be considered successful.

® Suggesting modifications forimprovement.

® Articulatingthe advantagesand disadvantages of
different fastening types.
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Knowledge

® Toknowthat ‘joiningtechnique’ means
connectingtwo pieces of material together.
® Toknowthattherearevarious
temporary methods of joining fabric by
using staples. glue or pins.

® Tounderstand that different

techniques forjoining materials can be
used for different purposes.

® Tounderstandthatatemplate (orfabric
pattern)isused to cut out the same shape
multiple times.

® Toknowthatdrawingadesignideais
usefultoseehow an idea will look.

® Toknowthatsewingisamethod of
joiningfabric.

® Toknowthatdifferentstitchescanbe

usedwhen sewing.

® Tounderstandtheimportance of

tyingaknot after sewing the final

stitch.

® Toknowthatathimblecanbeusedto

protectmy fingers when sewing.

®To know that applique is a way of

mending or decorating a textile by

applying smaller pieces of fabric to

larger pieces.

®To know that when two edges of fabric

have been joined togetheritis called a

seam.

e Toknowthatitisimportanttoleave space
onthefabricfortheseam.

e Tounderstandthatsome products

areturnedinside outaftersewingso

the stitching is hidden.

® Toknowthatafasteningis something which holdstwo

pieces of material together for example a zipper,

toggle, button, press stud and velcro.

® Toknow that different fastening types are useful for
different purposes.

® Toknowthatcreatingamockup (prototype) of their

designisuseful for checking ideas and proportions.
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Textiles Curriculum

Year 1 Puppets

e  To evaluate my finished product
Term 6 e  To use a template to create my design

e  To join two fabrics together accurately

e  To embellish my design using joining methods
Year 2 Pouches

e  To sew a running stitch

e  To sew a running stitch
Term 6 e Tojoin fabrics using a running stitch

e  To decorate a pouch using fabric glue or stitching
Year 3 Cross Stitch and Applique Cushions:

e Tolearn how to sew cross-stitch and appliqué
Term 6 e  Todesign a product and its template

e  To decorate fabric using appliqué and cross stitch

e  Toassemble your cushion
Year 4 Fastenings

e  Toidentify and evaluate different types of fastenings
Term 1 e  To design a product to meet design criteria

To make and test a paper template
To assemble a book jacket

y
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Core Vocabulary Progression for Textiles:

Year 1:
Decorate

Design
Fabric

Glue

Model

Hand puppet
Safety pin
Staple
Stencil

Template

Year 2:
Accurate

Fabric

Knot

Pouch
Running-stitch
Sew

Shape
Stencil
Template

Thimble

Year 3:
Accurate

Applique
Cross-stitch
Cushion Decorate Detail
Fabric

Patch
Running-stitch
Seam

Stencil

Stuffing
Targetaudience
Target customer

Template

Year 4:
Aesthetic

Assemble

Book sleeve

Design criteria
Evaluation

Fabric

Fastening

Mock-up

Net

Running-stitch Stencil

Targetaudience
Target customer

Template
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Design and Technology Progression Document for Aspect: Electrical Systems (KS2 only)

Progression of Skills and Knowledge within the Units for Electrical Systems:
Year 4 Year 5 Year 6
Torches Doodlers Steady hand game
. ® Designingatorch, giving consideration tothe target ® |dentifying factors that could be changed on existing ® Designing a steady hand game - identifying and naming the
Design audienceand creating both design and success criteria products and explaininghow these would alter the form components required.
focusing on features of individual design ideas. andfunction of the product. ® Drawinga design from three different perspectives.
® Developingdesign criteria based on findings from ® Generatingideas through sketching and discussion.
investigating existing products. ® Modelling ideas through prototypes.
® Developing design criteria that clarifies the target user.
® Making a torch with a working electrical circuit and switch. ® Altering a product’s form and function by tinkering with its ® Constructingastable base foragame.
2 Make ® Using appropriate equipmentto cutand attach materials. configuration. ® Accurately cutting, foldingand assemblinga net.
¥ ® Assemblingatorch according to the design and success criteria. ® Making a functional series circuit, incorporating a motor. ® Decorating the base of thegametoahigh quality finish.
0 ® Constructing a product with consideration for the design criteria. ® Making and testing a circuit.
® |ncorporatinga circuitinto a base.
® Evaluating electrical products. ® Carryoutaproductanalysistolookatthe purpose of a ® Testingownand othersfinished games, identifyingwhat
® Testing and evaluating the success of a final product. product along with its strengths and weaknesses. wentwelland making suggestions for improvement.
Evaluate ® Determining which parts of a product affect its function
and which parts affect its form.
® Analysing whether changes in configuration positively or
negatively affect an existing product.
® To know that an electrical circuit must be complete for ® To know that series circuits only have one direction for ® Toknowthatbatteries containacid, which can be dangerousif
electricity to flow. the electricity to flow. theyleak.
® Toknowthataswitch canbe usedtocompleteandbreakan ® Toknowwhenthereisabreakinaseriescircuit, allcomponents ® Toknowthenamesofthe componentsinabasicseries circuit,
electrical circuit. turn off. includingabuzzer.
g Technical .OTo knovythatan electric motorconverts elec’tricalenergy
- into rotational movement, causing the motor’s axle to
9 spin.
S ® Toknowamotorised productis one which usesamotorto
g function.
X
® To know the features of a torch: case, contacts, batteries, ® Toknowthatproductanalysisis critiquing the strengthsand ® Tounderstand the diagram perspectives 'top view', 'side view'
Additional switch, reflector, lamp, lens. weaknessesofa product. and 'back'.
® Toknowfactsfromthe historyandinvention of the ® Toknow that ‘configuration’ means how the parts ofa productare
electriclightbulb(s) - by Sir Joseph Swan and Thomas arranged.
Edison.
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Electrical Systems Curriculum

Year 4 Torches
e  Tolearn about electrical items and how they work

Term 1 e  Toanalyse and evaluate electrical products
e Todesign a product to fit a set of specific user needs
e  To make and evaluate a torch

Year 5 Doodlers
e  Tounderstand how motors are used in electrical products.

Term 2 e Toinvestigate an existing product to determine the factors that affect the product's form and function.
e  To put findings from research into practice to develop an improved product.
e Todevelop a DIY kit for another individual to assemble their product.

Year 6 Steady hand game
e  Toresearch and analyse a range of children's toys

Term 2 e  To design a steady hand game
e  Toconstruct a stable base
e Toassemble electronics and complete an electronic game
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Core Vocabulary Progression for Electrical Systems:

Year 4:
Battery

Bulb

Buzzer

Cell
Component
Conductor
Copper
Design criteria
Electricalitem
Electricity
Electronicitem
Function
Insulator
Series circuit
Switch

Test

Torch Wire

Year 5:

Circuit component
Configuration
Current
Develop

DIY

Investigate
Motor
Motorised
Problem solve
Productanalysis
Series circuit
Stable
Targetuser

Year 6:
Assemble
Battery
Battery pack
Benefit

Bulb

Bulb holder
Buzzer

Circuit

Circuit symbol
Component
Conductor
Copper

Design

Design criteria
Evaluation

Fine motor skills
Fit for purpose
Form

Function

Gross motor skills Insulator LED

User
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Design and Technology Progression Document for Aspect: Structures

Progression of Skills and Knowledge within the Units for Structures:

Year 1 Year 2 Year 3 Year 4 Year 5 Year 6
Constructing Baby bear's chair Constructing a castle Pavilions Bridges Playgrounds
windmills

Skills

® Learningtheimportanceofa

® Generating and

® Designingacastle withkey

® Designingastable

® Designingastable structure

® Designinga playgroundfeaturinga

Design cleardesign criteria. communicating ideas using features toappeal to a specific pavilionstructure thatis thatis able to support variety of different structures, giving
e Includingindividual sketching and modelling. person/purpose. aesthetically pleasing weight. careful consideration to how the
preferencesand e Drawingand labellinga castle andselecting materials e Creatinga framestructure structyres wil! be use.d, cons.idering
requirementsinadesign. design using 2D shapes, to create a desired witha focuson effective and ineffective designs.
labelling:-the 3D shapes that effecF. triangulation.
will create the features - © Building frame
materials needed and structures designed to
colours. support weight.
® Designing and/or decorating a
castle tower on CAD software.
® Making stable structures e Making astructure e Constructingarangeof 3D e Creatingarange of e Makingarangeofdifferent | ® Buildingarangeofplayapparatus
Make from card, tape and glue. according to design geometricshapesusingnets. differentshapedframe shaped beam bridges. structuresdrawing uponnew and prior
® Learning how to turn 2D nets criteria. e Creating special features for structures. e Usingtrianglestocreate knowledge of structures.
into 3D structures. e Creatingjointsand individual designs. © Makingavariety of free trussbridgesthatspana * Measuring, marking and cutting wood to
e Following instructions to cut structures from ® Makingfacades fromarange of standing frame structures givendistanceand support createa range of structures.
and assemble the supporting paper/card and tape. recycled materials. of different shapesand aload. * Usingarange of materials toreinforce and

structure of a windmill.

e Makingfunctioning turbines
andaxleswhichare
assembledintoamain
supportingstructure.

® Building a strong and stiff
structure by folding paper.

sizes.
® Selecting appropriate
materials to build a strong
structure and cladding.
e Reinforcing cornersto
strengthenastructure.
e Creatingadesignin
accordance withaplan.
® Learning to create
different textural effects
with materials.

@ Buildingawooden bridge
structure.

e Independently measuring
and marking wood
accurately.

® Selecting appropriate tools
and equipment for
particular tasks.

® Usingthe correct
techniques to saws safely.

e |dentifyingwherea
structure needs
reinforcementand using
card corners forsupport.

® Explaining why selecting
appropriating materialsis
animportantpartofthe
designprocess.

e Understanding basic wood
functional properties.

adddecorationtostructures.
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personlamdesigningfor.

e Toknowthatdesign criteria
isalistof pointstoensure
the product meets the
clients needs and wants.

® Toknow thatawindmill
harnessesthe power of
windforapurposelike
grinding grain, pumping
water or generating
electricity.

® Toknow that windmill
turbinesusewindtoturn
and make the machines
insidework.

e Toknowthatawindmillisa
structure with sailsthatare
moved by the wind.

® Toknow thethree main

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

e Toknowthatafacadeisthe
frontofastructure.

® Tounderstandthatacastle
neededtobestrongand
stabletowithstand enemy
attack.

e Toknowthatapapernetisa
flat2Dshapethatcanbecome
a3Dshapeonce assembled.

e Toknowthatadesign
specificationisalist of success
criteriafora product.

aadecorative building or
structure for leisure
activities.

e Toknowthatcladding
canbeappliedto
structures for different
effects.

e Toknowthat aesthetics
arehow a product looks.

e Toknowthataproduct’s
function meansits
purpose.

e Tounderstandthatthe
targetaudiencemeans
thepersonorgroup of
peoplea product is
designed for.

e Toknowthatarchitects

beam, trussand
suspension bridges.

e Tounderstand how to carry
and use a saw safely.

® ® Testingthestrength of ® Evaluatingownworkandthe ® Evaluatingstructures e Adaptingand improving ® Improving a design plan based on peer
ownstructure. workof othersbased on the made by the class. own bridge structure by evaluation.
Evaluate  |dentifying the weakest aestheticofthe finished ® Describingwhat identifying points of e Testing and adapting a design to improve
partofastructure. product and in comparison characteristics ofa weakness and reinforcing itasitis developed.
) to the original design. design and construction them as necessary. o
® Evaluatingthe strength, o Sugzesting points for ' o Sugeesting points for e |dentifying what makes a successful
stiffness and stability of g8 Ep madeitthe most &8 &b structure
own structure modification of the individual effective. improvementsforown '
. designs. e Considering effective brld.gesandthose
and ineffective designs. designedby others.
® Tounderstandthatthe ® Toknow that materials ® Tounderstand thatwideand ® Tounderstand whata ® Tounderstand some ® Toknowthatstructurescanbe
shapeofmaterialscanbe canbemanipulatedto flat based objectsare more framestructureis. differentwaysto reinforce strengthened by manipulating materials
changedto |mprovethe improvestrengthand stable. e Toknowthata ‘free- structures. and shapes.
s:rentgth and stiffness of stiffness. ® Tounderstandthe standing’ structureisone ® Tounderstand how
structures. . ) . : -
: e Toknowthatastructureis importance of strengthand whichcanstandonits trianglescanbeused to
Technical | e Tounderstandthat
cylindersareastrongtype of something whichhasbeen stiffnessin structures. own. reinforce bridges.
structure (e.g.themain formedormadefrom * Toknow that properFles
shape used for windmills parts. are wordsthatdesc.:rlbe
and lighthouses). e Toknowthata ‘stable’ theform and function of
e Tounderstandthataxlesare structureisonewhichis materials.
usedinstructuresand ﬁrmlyﬁxed and unlikelyto hd Tounderstandwhy
mechanismstomake parts change ormove. material selectionis
turn in a circle. e Toknowthata‘strong’ importantbasedon
® To begin to understand that structureis one which properties.
differentstructuresare doesnotbreak easily. ® Tounderstand the
used for different purposes. | e Toknowthata ‘stiff material (functionaland
) e To kno:tha:]a s;ructt)urels structure or material is aesthetic) properties of
.g’ Son;et |r;gt tatt astheen onewhich doesnotbend wood.
madeand puttogether.
9 puttog easily.
% e Toknowthataclientisthe *N/A ® Toknowthefollowing e Toknowthata pavilionis ® Tounderstandthe ® Tounderstand whata 'footprint plan'is.
§ Additional featuresofacastle:flags, difference betweenarch, e Tounderstandthatintherealworld,

design, canimpactusersin positiveand
negative ways.

e Toknowthata prototypeisacheap
modeltotestadesignidea.
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partsofawindmillarethe
turbine, axleand structure.

consider light, shadow
and patternswhen

designing.

Structures Curriculum

Year 1 Constructing windmills
e  Toinclude individual preferences and requirements in my design
Term 4 e  To make a stable structure.
e  Toassemble the components of my structure.
e  To evaluate my project and adapt my design.
Year 2 Baby Bear’s chair
e  To explore the concept and features of structures and the stability of different shapes
Term 6 e  Tounderstand that the shape of the structure affects its strength
e  To make a structure according to design criteria
e  To produce a finished structure and evaluate its strength, stiffness and stability
Year 3 Constructing a castle
e Torecognise how multiple shapes (2D and 3D) are combined to form a strong and stable structure
Term 4 e  Todesign a castle
e  To construct 3D nets
e  Toconstruct and evaluate my final product
Year 4 Pavilions
e  To make and evaluate a torch
Term 3 e  Todesign a structure
e  To build a frame structure
e  To add cladding to a frame structure
Year 5 Bridges
e  To explore how to reinforce a beam (structure) to improve its strength
Term 6 e  To build a spaghetti truss bridge

To build a wooden truss bridge

To complete, reinforce and evaluate my truss bridge
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Year 6

Term 2

Playgrounds
e  To design a playground with a variety of structures
e  To build a range of structures
e  Toimprove and add detail to structures

e  To create the surrounding landscape

Core Vocabulary Progression for Structures:

Year 1:

Client
Design
Evaluation
Net

Stable
Strong
Test

Weak
Windmill

Year 2: Year 3:
Function 2D shapes
Man-made 3D shapes Castle
Mould Design criteria Evaluate
Natural Facade
Stable Feature
Stiff Flag Net
Strong Recyclable Scoring
Structure Stable
Test Strong Structure
Weak Tab

Weak

Year 4:

Aesthetic Cladding
Design criteria
Evaluation
Framesstructure Function
Inspiration Pavilion
Reinforce

Stable

Structure
Targetaudience
Target customer
Texture Theme

Year 5:
Abutment
Accurate Arched
bridge Beam
bridge Coping
saw Evaluation
File

Mark out

Material properties
Measure

Predict

Reinforce
Research
Sandpaper
Setsquare
Suspension bridge Tenon
saw

Test

Truss bridge Wood

Year 6:
Adapt
Apparatus
Bench hook
Cladding
Copingsaw
Design
Dowel
Evaluation
Feedback
Idea
Jelutong
Landscape
Mark out
Measure
Modify
Natural materials
Plan view
Playground
Prototype
Reinforce
Sketch
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Strong
Structure
Tenonsaw
Texture
User

Vice
Weak

Design and Technology Progression Document for Aspect: Digital World

Progression of Skills and Knowledge within the Units for: Digital World (KS2 only)

Year 3

Year 5

Year 6

Electronic charm

Monitoring devices

Navigating the world

Skills

) L] Problem solving by suggesting potential ® Researching (books, internet) for a particular (user’s) ® \Writing a design brief from information submitted by a client.
Design features onaMicro: bitand justifying my ideas. animal’s needs. ® Developing design criteria to fulfil the client’s request.
® Developing designideasforatechnology pouch. ® Developing design criteria based on research. ® Considering and suggesting additional functions for my navigation
. Drawingand manipulating 2D shapes, using ® Generatingmultiple housingideas using building bricks. tool.
computer-aided design, to produce a point of sale badge. L] Understanding whatavirtual modelisand ® Developing a productidea through annotated sketches.
the prosand cons of traditional and CAD modelling. @ Placing and maneuvering 3D objects, using CAD.
@ Placing and maneuvering 3D objects, using CAD. ® Changingthe properties of, or combining one or more 3D objects,
® Changingthe properties of, orcombining oneormore using CAD.
3D objects, using CAD.
® Usingatemplate when cuttingandassembling the pouch. ® Understanding the functional and aesthetic properties L] Considering materials and their functional
Make ® Followingalist of design requirements. of plastics. properties, especially those that are sustainable and
o Selectingand usingthe appropriatetoolsandequipment . Programmingto monitor theambient recyclable (for example, cork and bamboo).
for cutting, joining, shaping and decorating a foam pouch. temperatureand codingan (audible or visual) ® Explaining material choicesand why they were chosen as partofa
 Applying functional featuressuch as using foam to create soft alertwhenthetemperaturerisesaboveorfalls productconcept.
buttons. below aspecifiedrange. ® ProgramminganN,E, S, W cardinal compass.
® Analysing and evaluating an existing product. ® Statingan event or fact from the last 100 years of plastic L] Explaining how my program fits the design criteriaand how
® |dentifyingthe key featuresofapouch. history. it would be usefulas part of a navigation tool.
Evaluate . Explaining how plasticisaffecting planet ® Developinganawarenessof sustainable design.

Earthandsuggesting waystomake more
sustainable choices.

e |dentifying key industries that utilise 3D CAD modelling and
explaining why.
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® Explaining key functions in my program (audible alert,
visuals).

L] Explaining how my product would

be usefulforananimal carerincluding

programmed features.

L] Describing how the product concept fits the client’s
requestand how it will benefit the customers.
® Explainingthe key functionsinmy program, including anyadditions.

L] Explaining how my program fits the design criteriaand how
itwould be useful as part of a navigation tool.
L] Explaining the key functions and features of my navigation

tooltotheclientas partofa product concept pitch.
® Demonstrating afunctional program as partof a product concept
pitch.

Knowledge

Technical

® Tounderstand that, in programming, a ‘loop’ is code that repeats
something again and again until stopped.
® Toknow thata Micro:bitisapocket-sized, codeable computer.

® Toknow thata ‘device’ means equipmentcreated for
acertain purposeorjoband that monitoring devices
observe and record.

® Toknowthatasensorisatool ordevice thatis
designedtomonitor, detectand respond to

changes for a purpose.

® To understand that conditional statements (and, or,
if booleans) in programming are a set of rules which
are followed if certain conditions are met.

® Toknow thataccelerometers can detect movement.
L] Tounderstand thatsensors canbe usefulin products
astheymeanthe product can function without human input.

Additional

® To know what the ‘Digital Revolution’ is and features of some of
the products that have evolved as a result.
@ To know that in Design and technology the term ‘smart’ means a
programmed product.
e Toknowthedifference betweenanalogue and digital technologies.
e Tounderstandwhatismeantby ‘pointof sale display.’
e To know that CAD stands for ‘Computer-aided design’.

® Tounderstand keydevelopmentsinthermometer
history.

® Toknow events or facts thattook place over the

last 100 yearsin the history of plastic, and how this

is changing our outlook on the future.

® Toknow the 6Rs of sustainability.

® Tounderstand whatavirtual modelisandthe

prosand cons of traditional vs CAD modelling.

® Toknow thatdesignerswrite design briefsand develop design

criteriato enable them to fulfil a client’s request.

® Toknow that ‘multifunctional’ means an object or producthas more
thanone function.

® Toknowthatmagnetometersare devicesthat measurethe Earth’s
magneticfieldto determine which direction you are facing.
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Digital World Curriculum

Year 3

Term 6

Electronic Charm
e  To understand the impact of the digital revolution in the world of (D&T) product design.
e  To write a program to initiate a flashing LED panel after button press and/or automatically initiate using the Micro:bit light sensing, as part of an eCharm
e  To create and decorate a foam pouch for the eCharm, using a template

e  Todesign a display badge and/or stand using CAD (computer-aided design) software for an eCharm product

Year 5

Term 6

Monitoring devices
e  To carry out research to develop design criteria
e  To write a program to monitor the ambient temperature including an alert
e  To generate creative and unique micro:bit case, stand and/or housing ideas

e  Tolearn about and practise 3D CAD skills

Year 6

Term 4

Navigating the World
e  To write a design brief and criteria based on a client request
e  To write a program to include multiple functions as part of a navigation device
e Todevelop a sustainable product concept

e Todevelop 3D CAD skills to produce a virtual model

e To present a pitch to ‘sell’ the product to a specified client
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Core Vocabulary Progression for Digital World:

Year 3:

Analogue

Badge

CAD

Control

Design Requirements
Develop

Digital

Digital revolution
Digital World
Display

Electronic
Electronic products
Fasten

Feature

Function

Initiate

Key Features
Layers

Loops

Year 5:

Alert
Ambient
Boolean
Consumables
Decompose
Development
Device
Duplicate
Durable
Electronic
Inventor
Lightweight
Man-made
Manipulate
Manoeuvre
Microplastics

Model

Year 6:

3D CAD
Application (apps)
Biodegradable
Boolean

Cardinal compass
Client

Compass
Concept
Convince
Corrode
Duplicate
Environmentally friendly
Equipment
Feature

Finite

Function
Functional

GPS tracker

If Statement
Infinite

Investment
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Micro:bit
Monitor

Net

Point of sale
Product
Product design
Program
Sense
Simulator
Smart wearables
Stand
Technology
Template
Test

User

Monitor
Monitoring device
Moulded

Plastic
Plastic pollution

Programming comment
Programming loop

Reformed
Replica
Research
Sensor

Strong
Sustainability
Synthetic
Thermometer
Thermoscope
Value
Variable
Versatile
Water-resistant

Workplane

Lightweight
Loop
Manufacture

Materials (wood, metal, plastic etc.)
Mouldable

Navigation
Non-recyclable
Product lifecycle
Product lifespan
Program
Recyclable

Smart
Sustainable
Sustainable design

Unsustainable design
Variable

Workplane




