
Design and Technology KS2

	Activity
	Designing Skills
	Making Skills
	Knowledge and Understanding

	TASK:
 Design and make a bridge.

Research into Products
 Research into bridges, videos, books. Research suitable materials for making a specific bridge. 
TASKS/PRACTICAL SKILLS
· Experiment with materials of different strengths. 
· Discuss and explain structures. 

· Show and explain how to measure, cut, mark, join, finish different materials. 
· Make the bridge
· Evaluate the bridge
Materials
framework, material sheet 

	1. clarify the requirements of the task in hand, e.g.write a short checklist (specification) for a product

2. use information sources to generate ideas for products, e.g. books, magazines, CDs
3. consider appearance, function, safety and reliability when developing ideas for products,

e.g. consider how use or misuse of the product might cause hurt or damage

4. develop and communicate aspects of their design

ideas in a variety of ways, using ICT where

appropriate, e.g. sketching, accurate drawings, graphics packages

5. evaluate their design ideas as these develop, bearing in mind how the product is to be used,

e.g. check against initial checklist. 

	1. plan the making of their product, e.g. produce a

simple list or annotated sketch

2. select appropriate materials, equipment, tools and techniques

3. measure, mark out, cut, shape and join a range of

materials, using appropriate tools, equipment and techniques

4. find alternative ways of making if the first attempt

fails

5. apply appropriate finishes, 
discuss their products, and evaluate their work.
	1.to design and make products using a range of materials and components, matching the working characteristics of the materials to their tasks.
2. how simple mechanisms can be used to produce different types of movement, e.g. reciprocating (to
and fro) and rotary

3. how electrical circuits, including those with simple

switches, can be used to achieve functional results, e.g. using a range of electrical components to make simple circuits for torches
and models

4. to create, test, modify and store instructions to control events, e.g, enter and store instructions in a programmable toy, use ITC to control lighting in a class exhibition or model
5. how structures can fail when loaded, and techniques for reinforcing and strengthening them, e.g. testing model bridges and arches to explore strengths and weaknesses.


Design and Technology KS2

	Activity
	Designing Skills
	Making Skills
	Knowledge and Understanding

	TASK:
 Design and make a bridge  that opens/closes/ and/or lights up.

Research into Products
Research into bridges, video, books. Research suitable materials for making a specific bridge..

TASKS/PRACTICAL SKILLS
· Experiment with materials of different strengths. 
· Discuss and explain structures. 

· Explain mechanisms for opening/closing bridges.

· Discuss electrical requirements for the bridge 

· Show and explain how to measure, cut, mark, join, finish resistant materials.

· Make the bridge
· Evaluate the bridge
Materials
framework, material sheet,  mechanisms.

	1.clarify the requirements of the task in hand, , e.g.write a short checklist (specification) for a product
2. use information sources to generate ideas for

products, e.g. books, magazines, CDs

3. consider appearance, function, safety and reliability when developing ideas for products,

e.g. consider how use or misuse of the product might cause hurt or damage

4. develop and communicate aspects of their design ideas in a variety of ways, using ICT where

appropriate, e.g. sketching, accurate drawings, graphics packages

5. evaluate their design ideas as these develop, bearing in mind how the product is to be used,

e.g. check against initial checklist
	1. plan the making of their product, e.g. produce a

simple list or annotated sketch

2. select appropriate materials, equipment, tools and

techniques

3. measure, mark out, cut, shape and join a range of

materials, using appropriate tools, equipment and

techniques

4. find alternative ways of making if the first attempt

fails

5. apply appropriate finishes,  discuss their products, and evaluate their work.
	1. to design and make products using a range of materials and components, matching the working characteristics of the materials to their tasks. 
2. how simple mechanisms can be used to produce different types of movement, e.g. reciprocating (to
and fro) and rotary

3. how electrical circuits, including those with simple

switches, can be used to achieve functional results, e.g. using a range of electrical components to make simple circuits for torches
and models

4. to create, test, modify and store instructions to control events, e.g, enter and store instructions in a programmable toy use ITC to control lighting in a class exhibition or model
5. how structures can fail when loaded, and techniques for reinforcing and strengthening them, e.g. testing model bridges and arches to
explore strengths and weaknesses.











