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Topic

Textiles — Fastenings
With an Egyptian design

Electrical systems — Torches

Digital world - Mindful moments timer
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Designer/Archi
tect/Engineer

Bill Gates /Edith Clarke

Substantive knowledge

Technical

¢ To know that a fastening is something which
holds two pieces of material together for
example a zipper, toggle, button, press stud
and velcro.

* To know that different fastening types are
useful for different purposes.

* To know that creating a mock up (prototype)
of their design is useful for checking ideas and
proportions.

¢ To understand that electrical conductors are
materials which electricity can pass through.
¢ To understand that electrical insulators are

materials which electricity cannot pass through.

¢ To know that a battery contains stored
electricity that can be used to power products.
¢ To know that an electrical circuit must be
complete for electricity to flow.

¢ To understand what variables are in
programming.

e To know some of the features of a
Micro:bit.

¢ To know that an algorithm is a set of
instructions to be followed by the
computer.

¢ To know that it is important to check my

code for errors (bugs).
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e Toknov. .~ sitch can be used to complete
and break an electrical circuit.

* To know that a simulator can be used as
a way of checking your code works before
installing it onto an electronic device.

* To know the features of a torch: case, contacts,

¢To understand the terms 'ergonomic’

Additional batteries, switch, reflector, lamp, lens. and 'aesthetic'.
¢ To know facts from the history and invention *To know that a prototype is a 3D model
of the electric light bulb(s) - by Sir Joseph Swan made out of cheap materials, that allows
and Thomas Edison. us to test design ideas and make better
decisions about size, shape and materials.
Skills
* Writing design criteria for a product, ¢ Designing a torch, giving consideration to e Writing design criteria for a
Design articulating decisions made. the target audience and creating both design | programmed timer (Micro:bit).
¢ Designing a personalised book sleeve. and success criteria focusing on features of e Exploring different mindfulness
individual design ideas. strategies.
e Applying the results of my research to
further inform my design criteria.
¢ Developing a prototype case for my
mindful moment timer.
¢ Using and manipulating shapes and
clipart by using computer-aided design
(CAD), to produce a logo.
e Following a list of design requirements.
* Making and testing a paper template with ¢ Making a torch with a working electrical * Developing a prototype case for my
accuracy and in keeping with the design criteria. | circuit and switch. mindful moment timer.
Make ¢ Measuring, marking and cutting fabric usinga | ¢ Using appropriate equipment to cut and e Creating a 3D structure using a net.

paper template.

¢ Selecting a stitch style to join fabric.

¢ Working neatly by sewing small, straight
stitches.

¢ Incorporating a fastening to a design.

attach materials.
¢ Assembling a torch according to the design
and success criteria.

® Programming a micro:bit in the
Microsoft micro:bit editor, to time a set
number of seconds/minutes upon button
press.
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Evaluate

¢ Testing and evaluating an end product against
the original design criteria.
¢ Deciding how many of the criteria should be

met for the product to be considered successful.

¢ Suggesting modifications for improvement.
e Articulating the advantages and disadvantages
of different fastening types.

e Eval _ _ _ _ctrical products.
¢ Testing and evaluating the success of a final
product

e Investigating and analysing a range of
timers by identifying and comparing their
advantages and disadvantages.

e Evaluating my Micro:bit program
against points on my design criteria and
amending them to include any changes |
made.

* Documenting and evaluating my
project. « Understanding what a logo is
and why they are important in the world
of design and business.

e Testing my program for bugs (errors in
the code).

e Finding and fixing the bugs (debug) in
my code.

New
Vocabulary

Aesthetic, assemble, book sleeve, design
criteria, evaluation, fabric, fastening, mock-up,
net, running-stitch, stencil, target audience,
target customer, template.

Battery, bulb, buzzer, cell, component,
conductor, copper, design criteria, electrical
item, electricity, electronic item, function,
insulator, series circuit, switch, test, torch,
wire.

2D, advantage, assemble, block, brand
identity, branding, bug, CAD, cheap,
clipart. Coding, criteria, debug, design,
develop, disadvantage, ergonomic,
evaluate, form, function, instructions,
join, logo, loop, mindfulness, model, net,
pause, process, program, prototype,
research, sketchpad, template, test,
timer, user, variable




