Years 1/2 Mechanisms
Sliders and levers

-

Tips for teachers

Using books and prepared examples of simple
mechanisms, ask children to explain how the sliders and
levers work,

v Prepare plenty of pre-cut strips of card for making the
levers and slhiders.

v To make a small hole for the pivet, a pencil can be used
by placing the thin card over a piece of Plasticine or Blu
Tack and pressing the pencil through.

v Guides/bridges can be made wsing sfrips of card fixed
with masking tape.

v Display technical vaecabulary and encourage the
children to use it when discussing mechanisms and when
designing and making.

v Make sure the existing books children invesfigate include
maoving piciures that are similar to the teaching aids.

¥ Mechanisms are operated directly by the children e.g.
the slider s pushed and a snail appears from behind a
stone.

v The mechanisms that children use are found in everyday
products in the classroom or the school grounds. For
example, levers are used to make door handles and
shiders are used fo make chilkdren's frays.

v Think about directional language e.g. sliders move ina
straight line and levers move in a curve.

v Children may need exira support when they are
attaching paper fasteners to levers.

Useful resources at www.data.org.uk
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Focus on Mechanisms

Teaching aids to demonstrate
sliders and levers

K31 = Simple slider K51 = Simple lever
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Guide/bridge on Paper

back of picture fastener pivot

Sliders move from side to side and up and
down

Use a single hole punch to make a hole then cut a slot
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Tape or staple car
onto card srip
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Sticky fixers on A card strip could be used instead
back of card of cutting slots to allow movement
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Masking tape Rabbit moves up and down

Levers can be used with or without a slot
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Paper
fastener

A card strip is used as a lever. The fish and boat are
glved to the lever which is used as a handle.
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Simple mechanisms
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in a curve

Designing, making and evaluating a
moving storyboard to retell a fairy tale

to the class

An iterative process is the relationship between a pupil's ideas and
hew they are communicated and clarfied throwgh activity. This is an
axample of how the iterative design and make proces might be
expeienced by an individeal pupil dwing this project:

THOUGHT ACTION
Who i the storyboord for?
Hover will we use it? What will Using falk to generate initial ideas,
make it successful? developing simple design criteria

‘What wil be in each scena?
What could move? What

copfions will we use? Developing and communicating
ideos through tolk

Should we use aleverora

sdider for each scane? Trying out and evaluating ideas for

How wil | drow and finish the mechanisms and pictures using
picturesg inexpensive card and papar

Am | working on my own or

with ofhers§ Creafing maving pictures for each

what is the first thing Ifwe scene of the fairy tale

need fo dof

How weell am | doing # o .
Are fhe mechanisms working _M"‘:‘"V_"E- odapfing and
in the storyboard? L~ Improving

Evaluating, reflecting. «.':_
questioning “*-., More ocfions. ..

More thoughis...
Evaluating the final product
against design criteria, when
retelling the fairy tole
Glossary

# Mechanism - a device used to create movement in a
product,

¢ Lever - a rigid bar which moves around a pivot. Levers are
used in many everyday products. In this project children wil
use card strips for levers and paper fasteners for pivots.

s Slider - a rigid bar which moves backwards and forwards
along a straight line. Unlike a lever, a slider does not have a
pivot point.

# Slot - the hole through which a lever or slider is placed to
enable part of a picture to move.

s Guide or bridge - o short card stip used to keep sliders in
place and conirol movement.




Years1/2  Structures
Freestanding structures

Instant CPD
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Tips for teachers
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Techniques for assembling freestanding
structures o Pipe

leaner Slide
joint w Half of card
tube

Swing

Matchsticks
Straws b 4
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Plasticine @ Straws

Show children how to join sheet materials and reclaimed boxes together
using different tapes and glues.

P
Masking
fape

Technical knowledge and understanding
Build walls with these different pattems. Tap away the centre brick in the
bottom row of each wall in turn. What happens2 Which wall is the
strongest?

Cutand
glved

Tap here Tap here

Centre of
gravity

As a freestanding structure becomes
taler its centre of gravity rises. Stabiity
in o structure con generally be
increased by making the base wider,
making the base heavier or adding

butiresses.

Ask the children o build and explore a
variety of freestanding structures
through focused tasks. Use a range of
construction kits.

Wider bases and
buttresses for stability

Designing, making and evaluating a

strong chair for Baby Bear

An iterative process is the relationship between a pupidl's ideas and
how they are communicated and clarified through activity. This is an
example of how the iterative design and make process migh! be
experienced by an individual pupil during this project:

THOUGHT ACTION
What sort of chair shall |
make? Choose an appeopriate soft toy
Who & it for ond what & it for? Generating ideas through talking
ond drawing based on own
How con | make sure it is expenences.
strong. stiff ond stable?
Developing ideas using
Which joining techriques will construction kits to create
work best for the chair? mock-ups.
What media, materials and Exploring and evaluating joining
Kits will | use? techniques.
What shal | do first? Exploring and evaluating
1 fools ond . construction kits, new and
wha N e e reclaimed materials.

What materials shall | use?
Selecting from a range of tools,

N e .+ techniques and materials
More thoughts... judging. _-* bing chioloes
pianning, QOMQW\QMM ~ Explaining choic

> More actions... making, testing.
Will the choir meet the needs modifying.
of the user and achieve its

purpose? Evaluating the chair with a soft toy
and ogainst design criteria.

Glossary

o Freestanding structure - o structure that stands on its own
foundation or base without attachment to anything else.

o Frame structure - a structure made from thin components
e.g. tent frame.

o Shell structure - a hollow structure with a thin outer covering.

o Stability - in relation to a freestanding structure, the extent to
which it is likely to fall over if a force is applied.

o Butiress - a structure added to a wall, tower or framework to
make it more stable and/or reinforce it.

o Brick bonding - aranging bricks in a wall to improve the
performance of the structure or improve its appearance.

® Mock-up - 3-D representation of a product.




Years1/2  Food
Preparing fruit and vegetables

Instant CPD

Tips for teachers
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Useful resources at www.data.org.uk

7-9 ut tains useful

information)
{7-9 vears byt contains useful information)

Other useful web-based resources:

Teaching aids to demonstrate food
processing skills

Peeling

4

Cufting

Grating Squeezing
Food Processing Equipment
Food Effect Movuth feel
Orange Makes juice Liquid
Apple Unpeeled apple Crunchy
Carrot Thin rings Crispy hard

Designing, making and evaluating a fruit

snack for a class picnic

An iterative process is the relationship between a pupi's ideas and
how they are communicated and ckarified through activity. This is an
example of how the iterative design and make process migh! be
experienced by an individual pupil during this project:

THOUGHT

What sort of fruit product shall
| maoke?

Who will it be for?

Which fruit will | put into my
salod? Will my product
oppeal to my intended user?

ACTION

Talking. drawing. writing lists,
generating design criteria.

Using different tools and practsing
using different food-processing
skils, e.g. cutting, slicing, grating.

How will | process my fruit?

How wil different food
processes crecte different Discussing and comparing
effects? different effects.
Trying them out and evaluating.

What tools and food

processing skils will | use? N e .
What order will | work in? How ;7 Negolaing. developing and

; /. ogreeing a plon of oction,
will | present my fruit snock? 2 evaluating actions.

Do I need to adjust or change ¢
anything?
Refining and reflecting.

Discussing. frying out ond
modifying the design.

-~

Will my fruit salod meet the
needs of the user and
ochieve its purpose?

Evaluating the product with the
intended user ond ogoinst the
design criteria.

Hygiene - some key pointers
* Jewellery is removed

Hair is tied back

Sleeves are rolled up

Aprons are on

Hands are washed L

Cuts are covered with blue waterproof

dressing

Further information from www foodafactofiife.org.uk

Glossary

« Fruit - plant or tree’s edible seed with envelope.

* Vegetable - plant used for food.

* Nutrents - all the things in food that the body needs to
remain healthy.

« Pith - the soft white lining inside fruit such as oranges.
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« Sensory evaluation - subjective testing of foods where
senses are used to evaluate qualities such as appearance,
smell, taste, texture (mouth feel).

* Kebab - cooked and/or fresh ingredients on a skewer.




