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Teaching aids - fasteners
Children may want to use a fastener which
should be appropriate for the purpose for
the product.

Zip Velcro

3 Buftons
Toggles Ties O @
Press studs
Stitches
Stem sfitch
-
Vo
Chain stitch ('.
Lozy daisy

stitch

Using stitches as a finish for

the product.

The children could design their
finish for their product using a
variety of appropriate stitches.
They could draw enlarged
examples of e.g. insects, flowers,
animals and then decide which
stitch would be best for each
part. Use square paper for a grid
to ensure the stitches are in the
right place and are the right size.

Appliqué

Embroidery

Tie Dye
Children could decorate their

fabric before they make up their
product by tie dyeing.

The key to success is to tie the
fabric very tightly with e.g. rubber
bands or string so that the dye is
prevented from reaching that
part of the fabric.

Designing, making and evaluating a belt for

garden tools

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

THOUGHT
What are the features of a
successful product?
What features do | need to

ACTION

Researching, investigating,
disassembiing and evaluating

include in a functional, existing products and consuting
innovative and authentic ‘red ife' designers.
product? - sy <
Investigating and practising using
What knowladge and skils do range of methods to join fabrics
| need to be able to design together and making judgments
and make a gocd quaity about the strength and
product? approprateness of each

technique.

Pracfising finishing technigues and.,
if possible, leaming to use a sewing
machine.

How do | make a poper
pattern for the product | want
to produce?

Creafing a 2-D paper pattern with

What design decisions do |
a seam alowance.

need to moke?

How can | communicate my
ideas for my product in an
effective way?

Developing ideas through
research, working drawings,
computer-aided design, discussion,
How will | show innovation? paper mock-ups and modelling.
Who will be the user of my
product and what are ther
needs, wants and values?
what will be the purposa of
my product?

Thinking about the user and
purpose and developing
specifications for products.
Formulating a clear plan of work
and allocating tasks if appropriate.
More thoughts... appraising,

reflecting, refining. <. Constantly self-evaluating and
“~... making changes if the product is
Does my product meat the '_,-" not fulfiling the specification.
needs and wants of the user? -~ ’ :
lsifoppec‘."gcmdcﬂ:‘esﬁ\Iesnngﬁﬂclpfocmctswvhthe
fulfil @ purpose? ks it intended user and making an
innovative? evaluation of how successful they

are.

Glossary
Mock up - quick 3-D modeliing using easy to work and
cheaper materials and temporary joints. Useful for checking
proportions and scale.

« Pattern or template - a shape drawn to exact shape and
size, used to assist in cutting out.

« Seam allowance - exira fabric allowed for joining together -
15mm for domestic patterns.
Specification - describes what a product has to do.
Tacking - large running stitches to hold pieces of fabric
together temporarity.
Working drawing - detailed drawing contains all information
needed to make a product but is updated as changes are
made.
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Tips for teachers

v When rubbing in flour and fat, keep ingredients

ana

red by family and f

e children

0 grow

Other useful web-based resources:

Possible products

Biscuirs

Savoury scones

Savoury mumins

Possible techniques that children could use

Mixing to combine
ingredients if
making savoury
muffins or scones

Rubbing in to mix
fat and flour it

making a yeast-
based product

Kneading a bread
dough

Sensory evaluation

When canying out sensory evaluations of products and/or separate
ingredients, begin with a whole class activity then use group work to

develop ideas.

Example of a recording table:
Type of Appecrance | Smell Texture Taste
culturd/seasenal
foed preduct .
Savoury scone Golden/rough | Fresh/baked | Crumbly Cheesy

Children can also use simple ranking and rating tables as well as star

diagrams.

Use packaging and/or the internet to find out about the nutritional
content of the food products and the ingredients. Link this to the principles

of a healthy and varied diet.

Edible plants grown in the school grounds can also be evaluated and
considered as potential ingredients for products the children will later
design, make and evaluate. The benefits/difficulties of selecting seasonal,
organic and/or locally sourced ingredients can be discussed here.

Designing, making and evaluating a yeast-
based snack for parents and children
participating in the school sports day

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

THOUGHT
Who am | making the snack
for?2 What is it for?

How can | make it appealing
for the range of users?

ACTION

Discussing ideas, researching
existing products, drawing

What kind of snack shall | annotated sketches, generating o
make? smple design specification.
What ingredients could it
contain?

How could it be innovative?

Where will the snack be

served/eaten? Discussing ideas and how the type

of snack and way it is eaten will
affect the design.

What techniques will | use and
what equipment do | need? Listing the ingredients and

equipment required.
What order will | work in? How
long will it take? Planning the order of the activity

and timascale.

More thoughts... appraising,
reflecting and refining.

» Preparing. cooking and finishing
.+” Make changes throughout as
Has the snock met the needs .-~ appropriate.
of the user and achieved its
purpose? Evaluating the snack against the
onginal design specification.

Glossary

« Finishing - related to the appearance of the product -
shape, decoration and colour.

* Rubbing in - rubbing the dry ingredients together with the
fat, lifting to put air into the mixture, so that it resembles fine
breadcrumbs.

« Knead - pulling and squeezing dough to make it smooth.

« Bran - the hard, protective shell of a grain of wheat.

« Dough - a mixture of flour, yeast and water before it is
cooked.

« Endosperm - the store of food inside a seed.

. frGctm-pt:rtonheseedwherelherc>otc:m<.'£shootsgrcvw

om.

* Yeast - a tiny plant which makes bubbles of carbon dioxide
when mixed with flour and warm water.

« Unleavened bread - flat bread where yeast has not been
added.
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Mechanical systems
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Pulleys or Gears

Instant CPD

ombinations

<. If you do not have

ulleys and gears to

figote ¢ ) ' C valu

30 of photegraphic diaries that help develop or

Useful resources at www.data.org.uk
levers and linkages
Developing Handmade Swilches
Hondmade Switches Helpsheet

Gears and Pulleys
Fairgrounds

Developing understanding of gears and pulleys

Using construction kits, ask
chiidren fo explore gear
ratio using combinations of
two gears e.g.

No. teeth Ratio
8,16 2:1
8, 40 51
8,24 3
40, 40 11

Building gears or
pulleys into children’s products

Designing, making and evaluating a new toy
vehicle for children in a particular age range
An iterative process is the relationship between a pupil's ideas and
how they are communicated and clarified through activity. This is an

exampie of how the iterative design and make process might be
experienced by an individual pupil during this project:

THOUGHT

What type of toy vehicle
shal | moke?

What will be its purpose?
Who will use it

What electrical and
mechanical components
shall | use?

Which materiak will | use fo
make it?

How will | make fit for
purpose?

How will | make the body
shel for my toy vehicle?

What tools and materials
will | need?

What order will | work in?
What constraints am |
working to?

Do | need to change

ACTION

Discussing ideas, drawing
annotated sketches or
expioded diagrams.
Generating a simple design
specificafion.

Discussing, modeliing and
evaluating different systems
using mechanical and
electrical components.

Investigating and trialing
possible materials and
components.

Discussing, exploning and
evaluating prototypes.
Negotiating, developing

and ogreeing a step-by-
step-plon.

Discussing, testing and

anything? ~>=* modifying the design.
Will my product meet the _.—"‘ Evaluating the product with
needs, wants and inferests “————____ the intended user group
of the user group? and ogainst the orniginal
design specificatfion.
Glossary
« Pulley - a grooved wheel over which a drive belt can run.

Gear - a wheel with teeth around ifs crcumference.
Drive belt - the belt which connects and fransfers movement

between two pulleys.

Gearing up or down - changing the rotational speed of a product

by the use of pulleys or gears. When a small pulley or gear s used to

drive a larger one the rotafional speed is reduced and the product

has been geared down.

« Mechanical system - a set of related parts or components used to
create movement.

« Driver - the gear or pulley that provides the input movement to the
system.

« Follower - the gear or pulley that provides the output movement to
the system.

* Mesh - the point where two gears join fogether and fransfer
movement.

* Mofor spindle - the rod on the end of the motor onto which a gear

or pulley is attached.
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