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Expressive Arts & Design

« Explore, !lse and refine a variety of artistic

s to express their ideas and feelings.
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Expressive Arts & Design
« Safely use and explore a
variety of materials, tools an
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Threshold Concept - 1.) Master Practical Skills
Food
- L3
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Y3 & Y4 S Y5 & Y6

» Understand the importance of

correct storage and handling of ingredients
(using knowledge of micro-organisms).

» Measure accurately and calculate ratios
of ingredients;to 'scale up or down from

a recipe. By

recipes,
ts, methods, cooking
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Materials

Milestone 3
Y5 & Y6

ilestone 2
384

stone 1
Y1&Y2
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iSE ely using tools provided. » Cut materials accurately al
k out to the nearest by selecting appropriate tool
* Measure and mark out to t
nge of cutting and nearest millimetre.

(such as tearing, * Apply appropriate cutting al
urling). techniques that include cuts
ge of joining techniques perimeter of the material (su

es or combining cut outs). O
). * Select appropriate joining

« Cut materials with precision and refine

the finish with appropriate tools (such as
sanding wood after cutting or a more precise
scissor cut after roughly cutting out a shape).
« Show an understanding of the qualities

of materials to choose appropriate tools to
cut and shape (such as the nature of

fabric may require sharper scissors than
would be used to cut paper).

Textiles
)
tone 2 Milestone 3
&Y4 Y5 & Y6

¥

Ly « Create objects (such as a cushion) that employ a seam
La . » Understand the need for a allowance.
Susing templates. & . ¢ 5 e -
M ning stitch seam allowance. extiles with a combination of stitching techniques
9 9 X « Join textiles with appropria a , Ui ack stitch for seams and running stitch to

ate textiles using a - :
¢ stitching. ecoration).
es (such as dyeing,

Ring) * Select t e qualities of materials to create suitable visual
b technigues to decorate ile effects in the decoration of textiles (such as a
p Lo g ecoration for co on a cushion).

Milestone 3
. Y5&Y6
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« Create circulits using electronics kits
that employ a number of components (such
as LEDs, resistors, transistors and chips).

« Write code to control and monitor
models or products. }
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Construction
tone 1 ~ Milestone 2
& Y2 Y3 & Y4
%
d . » Choose suitable t iqu
ractise drilling, P
e ) construct products or to rep
d nailing materials to ! )
\ « Strengthen materials using
en products. . ‘
techniques.

Milestone 3
Y5 & Y6

* Develop a range of practical skills to
create products (such as cutting, drilling and
screwing, nailing, gluing, filing and sanding).

Mechanics
tone 1 MilestonJ Milestone 3
Y2 Y5 & Y6

Y3 & Y4

Y

g levers, wheels and

id
.

» Use scientific knowledge of the
transferen
mechani

winding

force\§ to choose appropriate
or a product (such as levers,
anisms, pulleys and gears).

» Convert rotary motion to li e
* Use innovative combinatio
(or computing) and mechanics in pro
designs.

Threshold Concept - 2.) Design, Make, Evaluate & Improve

ne 1

Milestone 2
& Y4

Threshold Concept - 3.) Take Inspiration from design throughout history

&

« Design with purpose by A

identifying opportunities to desig

» Make products by werking efficie

(such as by carefully selecting mat

* Refine work and techniques as wi
esses, continually evaluating

3 .

ign and

Milestone 3
Y5 & Y6

Design with the user in mind, motivated by the
ervice a product will offer (rather than simply for
profit).
Make products through stages of prototypes,
making continual refinements.
Ensure products have a high quality finish, using
rt skills where appropriate.
» Use prototypes, cross-sectional diagrams
and computer aided‘designs to represent designs.
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* Combine elements
of inspirational design
reasons for choices.
« Create innovative designs that improve

upon existing products. ), o Q@“m co.e
~ « Evaluate the design of products so as to suggea
improvements to the user experience.
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