Brimscombe C of E Primary School,

Progression of knowledge and, skills
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e Making verbal plans and material, choices: ¢ Understanding the, world: understand the effect of changing seasons on
e Deneloping a junk model the natural world, around, them
e Designing o junk model boat:
e Using knowledge from exploration to- inform design. Expressive arts and, design
. DUX1M£U%yw&m¢(mgoodldﬁyywneed&
e Designing o simple pattern withs paper. e explore, use and refine o variety of artistic effects to express their ideas
o Designing a bookmark and feelings
o Choosing from amvailable materials e return to and build on their presious learming, refining ideas and,
demeloping their ability to- represent them

e create collaboratirely, sharing ideas; resources and, skills




Identifying needs and, problems

e Thinking aboub what, others might; want,
from @ design

e Beginning to recognise how products and,
designe in the, wonld, around, us solie
certain needs:

Deameloping for as user

o Considering who they are designing for -
Wentifyjing the usen.
e Stating whab they intend to- make and, why,
- Wentifyying the purpose.
. Usmg@s&mpl@dwgnbme}ﬂﬁabouﬂmwﬂw

Generating ideas

e Talking about ideas, withs purpose and, user
v mind.

o Talking about existing products whery

e Creating ideas with desigr criteria, trv mind.

*  Referning to- specific parts of existing

Communicating ideas

KSI YI/2

Knowdedge

National Curriculwny

Identifying needs and, problems

e To know thab different; users may want,
diffeertthingofrom o design

e To know thab the 'user’ is the persory who-

e To know thab designers usually design and,
make something to- solue as problemu

Denmeloping for as user

e To know- that who they are designing for
makes a difference to- what they desigr

e To know thab the purpose is what
something is for.

e To know thab a desigr brief helps to decide
whab to- make.

e To know thab desigr criteria are the steps
for making a, product successful

Generating ideas

. Toknow»thabe pr\oductscan/"\ﬁlp/

. Toknowthabthed,esignor\{terwhdpwhm

. Tob\owthabdi(g@r\enbpﬁodud&mw
thern work

Design purposeful functional, appealing
produc’(&}ovﬂnerm»wandzoﬂwr\um
Generate, derelop, model, and, communicate




ideas:

Using labels to- explair parts of o desigry e To know thab drawings are a way to
label materials ete; including using ICT. explairy ideas:

Integrating mosing parts whery creating e To know- thab drawings can help explairy
mock-ups: how something works:

e To know thab a label explains part of o
dr\ow{ng/.




Identifying needs and, problems

e Noticing simple problems or needs irv their
everyday Uife.
e Using empathy and conducting simple

Deneloping for as user

e Creating simple design criteria that: outline

Generating ideas
o Taking part inv structured, idea~generation

SesBLoNS.
e Coming up with more ideas and, considering
classroomu

Communicating ideas

e Beginning to use 2D CAD softmare tor

e Deneloping drawing and sketching skills
withs a focus onv clarity and, simplicity.

o Deneloping designs by adding detail, and,
justifications about matenials; tools; methods.

e Beginning to recognise the benefit of a

Y3/k LKS2

Knowle,dge National, Curriculunmy
Identifying needs and, problems Desigrv
e To know-thab a problem or need is o Use research and demelop design criteria to-
something that: o designer can help to- solwe. inform the designy of innouatine, funchionals
appealing products that are it for- purpose,
e Generate, develop, model and, communicate
o To know that a targeb audience is o group their ideas through discussion, annotated,
of people that might like the idec skelches, cross-sectional; and exploded,
Generating ideas computen— aided, design.
e To know thab thinking together car help
generate ideas.
e To know-thab not emerything can be made
irv the classroomu
Communicating ideas

e To know that CAD l&OOfT\PUtEJ\—GlC[E,d/

design.
e To know that CAD carv be used to better
e To know thab extra information orv
understand, o desigr or idea
e To know that thumbnail sketches are less
e Toknow that o cross-sectional, diagram
shows the inside of a produch:




i shows
- e To know thab arn exploded diagram
communicalte

sectional,diagram, thumbnail, sketches b togethen
howﬂwepu&&o&@px@d@ﬁz '
xplod.edd. dmg;\am& | e . TOMM@PI@W‘P@WWI@WO’
| ) ' model that helps o user
c ' mbemal&w&ﬂm
Cr\eahngszvt@pe&umg/

will work,




° De»elopmg/rrw{\emdeper\dmww
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Communicating ideas

e Using 3D CAD software to communicate
¢ Beginning to use more complex annotated,
sketches, such as cross—sectional and,

UKS2 Y5/6

Knowledge National Curriculunmy
Identifying needs and, problems Desigrv
e To know- thab problems can be large and, e Use research and demelop design criterias to-
e To know-thab markeb research is a way of appealing products that: are fit: for purpose,
needs: e Generdate, demelop, model and, communicate
e To know that a constraint i a limik o~ their ideas through discussion, annotated,
condition when making a produc: skeliches, cross-sectional and exploded,
Deameloping for a user computer- aided desigru
e Toknow that erwironmental impach s how
affect the erwironment.
e To know-thab different; matenials hare
different; costs:
Generating ideas

e To know thab original and innosatisve ideas
befor,

Communicating ideas

e Toknow that drawings and diagrams carv
be communicated irv 3D.
e To know that annotations are detailed




exp{lodeddiagmm&mdpaﬁermpimlm
e Using a senies of prototypes to refine and

To know that, improasing, onv prototypes carv




