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	Year Group
5
	Term
Autumn 2
	Unit of Learning
Structure/Design  - Earth and Space  

	About the unit
Children will learn about the Mars Curiosity Rover and what the aim of sending it to Mars was. Children will learn about the terrain on Mars and discuss what their rover will need in order to be successful on Mars. 

	Design Brief:
NASA have asked us to design a new model for the Mars Curiosity. It needs a new name, must be able to survive on Mars and be able to move using an electrical circuit. 

	Prior Learning
In KS1, design products for themselves and others, generate and develop ideas, select from and use a range of materials, explore and evaluate existing products and evaluate their own ideas against design criteria. 
	Vocabulary
Mars, NASA, Rover, buggy, chassis, axle, axle holder, circuit 
	Resources
Dowling
Saws
Card
Straw
Electrical circuit components 

	Assessment (By the end of this unit the children will be able to…) 

Key stage 2
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment]. 
When designing and making, pupils should be taught to:

Design- use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups. Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
Make- select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately. Select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities
Evaluate- investigate and analyse a range of existing products. Evaluate their ideas and products against their own design criteria and consider the views of others to improve their work. Understand how key events and individuals in design and technology have helped shape the world.

Technical knowledge: apply their understanding of how to strengthen, stiffen and reinforce more complex structures, understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages], understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors], apply their understanding of computing to program, monitor and control their products.
Cooking and nutrition: As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. Pupils should be taught to:
Key stage 2: understand and apply the principles of a healthy and varied diet, prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques, understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed.

Be able to design and create a motorised model of the Mars rover. 






	Learning Objective
	Possible teaching Activities
	Learning Outcomes

	
To research the Mars Curiosity Rover.  
	Children explore the Mars Curiosity Rover and explore why was it built. Children learn information about it, its aim and the terrain on Mars. Children should research the rover itself and what they can find out about Mars. 
	· Can children identify what the Mars Rover is? 
· Can children explain what the aim of it was? 
· Can children explain what the terrain is like on Mars?
· Can children research the rover and Mars? 

	To explore the design of the rover. 
	Children explore and think about what the engineers would have had to think about when they designed it in order for it to achieve its goals. E.g. it must have a long power source or make its own energy; it must be able to drive on rough terrain etc. Children draw their own design and label the key parts needed on the rover and explain why. 
	· can children identify what is needed on a rover? 
· Can children draw their own diagram of a rover and label it with what it needs? 

	To explore what a chassis is. 
	Children learn and discuss what a chassis is and why it needs to be strong. Discuss the construction of a chassis, axles and axle holders. 
Children should design their own chassis on paper using measurements.  
	· can children design their own chassis? 
· Can children identify what axle and axle holders are for? 
· Can children design their own chassis using measurements?

	To create a chassis. 
	Children create their own chassis for their own Mars rover model using the support sheet. 
They must use their designs and measurements to complete it. 
	· Can children use their designs to build their own chassis? 
· Does it include axle and axle holders?
· Can they make it to size from their designs? 
· Is it strong enough to stand on its own?

	To use a motor and electrical circuit. 
	Children discuss what they know about electrical circuits and how to make a successful one. They recap the names of the components and decide what they might need to make their rover move. Children add their electrical circuit to their chassis to make their rover move.  
	· Can children build a working electrical circuit?
· Can children attach this circuit to their chassis? 

	To evaluate their final product
	Children evaluate the effectiveness of their design and how well it worked in their booklets. 
	· Can children evaluate their own designs?
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	Year Group
5
	Term
Spring 2
	Unit of Learning
Food – Burgers   

	About the unit
Children will learn about the design, texture, appearance, nutritional value and taste of burgers and their accompanying side dishes, before having a go at designing and creating their own. 

	Design Brief:
A famous fast food restaurant chain has asked us to design them a new burger. Their previous burgers are becoming boring, and people have commented that they are tasteless. You must trial recipes and accompanying dishes before designing a burger that will suit everyone’s needs. 

	Prior Learning
In KS1, design products for themselves and others, generate and develop ideas, select from and use a range of materials, explore and evaluate existing products and evaluate their own ideas against design criteria. 
	[bookmark: _heading=h.m0af0yfg4xj8]Vocabulary
Healthy & Varied Diet
Mixing
Sustainability
Cooking methods
Weighing/measuring
	Resources
Burger recipes 
Burger ingredients 
Bread rolls 
Dietary substitutions

	Assessment (By the end of this unit the children will be able to…) 

Key stage 2
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment]. 
When designing and making, pupils should be taught to:

Design- use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups. Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
Make- select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately. Select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities
Evaluate- investigate and analyse a range of existing products. Evaluate their ideas and products against their own design criteria and consider the views of others to improve their work. Understand how key events and individuals in design and technology have helped shape the world.

Technical knowledge: apply their understanding of how to strengthen, stiffen and reinforce more complex structures, understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages], understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors], apply their understanding of computing to program, monitor and control their products.
Cooking and nutrition: As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. Pupils should be taught to:
Key stage 2: understand and apply the principles of a healthy and varied diet, prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques, understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed.

Be able to design and create a burger. 






	Learning Objective
	Possible teaching Activities
	Learning Outcomes

	
To explore different types of burgers and their nutrition facts. 
	Children to explore and discuss different burgers, restaurants and their preferences. They will analyse different nutrition facts and find out how to check the nutrition fact labels. 
	· Can children explain why nutrition facts are important to read?
· Do children know that making better food choices can make us healthier? 
· Can children read tables and interpret the information to answer questions? 

	To explore how to make burger patties. 
	Children to explore different burger patties including different methods for cooking them. They will then create and taste three different burger patties before tasting and evaluating the recipes. 
	Can children follow a recipe to prepare and cook patties?
Can children measure and mix ingredients correctly?
Can children explain the cooking skills required when preparing burger patties? 

	To explore sauces and side dishes for burgers. 
	Children to explore and discuss the additional ingredients that may be found in burgers, such as vegetables and sauces, as well as accompanying side dishes. They will make and taste three different burger sauces. 
	· Can children make a simple sauce to go with a burger?
· Do children recognise sauces can be matched to different burger patties?
· Can children decide on sides to match a particular burger flavour?

	To explore burger buns and their suitability. 
	Children to explore and discuss a range of burger buns and their suitability. They will taste and analyse different bread buns, thinking about their flavour, texture, appearance, shape and suitability for holding a burger together. 
	· Can children make informed decisions about the type of ingredients to use?
· Can children record information from tests they carried out?
· Can children investigate different products and evaluate them?

	To be able to plan and design a burger to make. 
	Children to use the skills and knowledge they have acquired to plan and design their own burger. 
	· Can children write a recipe for a burger?
· Can children choose appropriate ingredients to make burgers?
· Can children list the equipment and method needed to cook burgers?

	To be able to make a burger and evaluate the process. 
	Children to use their previous designs to create their burgers. They will need to collect their ingredients and equipment carefully and consider food safety and hygiene when making their burgers. Once completed, they can get into groups to taste their burgers and evaluate the process. 
	· Can children follow a plan to make a burger?
· Can children use cooking utensils and equipment correctly?
· Can children evaluate a cooking sessions and their own skills? 
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Subject Medium-term Plan (Year 5 - Summer term)

	Year Group
5
	Term
Summer 2
	Unit of Learning
Textiles – Funky Furnishings    

	About the unit
Children will learn about the origin of cushions and analyse existing products. Children will learn about sewing skills and different types of stitches, whilst learning how to knot their first and last stitch to secure it. They will follow a design brief to contribute a patch to a class cushion cover. 

	Design Brief:
To design and make one funky furnishing.

	Prior Learning
In KS1, design products for themselves and others, generate and develop ideas, select from and use a range of materials, explore and evaluate existing products and evaluate their own ideas against design criteria. 
	Vocabulary
Applique
Textile
Fabric pens
Embroidery
Synthetic
aesthetics
	Resources
Fabric
Needles
Thread
Embellishments 


	Assessment (By the end of this unit the children will be able to…) 

Key stage 2
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment]. 
When designing and making, pupils should be taught to:

Design- use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups. Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
Make- select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately. Select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities
Evaluate- investigate and analyse a range of existing products. Evaluate their ideas and products against their own design criteria and consider the views of others to improve their work. Understand how key events and individuals in design and technology have helped shape the world.

Technical knowledge: apply their understanding of how to strengthen, stiffen and reinforce more complex structures, understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages], understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors], apply their understanding of computing to program, monitor and control their products.
Cooking and nutrition: As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. Pupils should be taught to:
Key stage 2: understand and apply the principles of a healthy and varied diet, prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques, understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed.

Be able to design and create a patch for a class cushion cover. 






	Learning Objective
	Possible teaching Activities
	Learning Outcomes

	
To investigate and analyse different types of cushions.  
	In the first lesson, children will learn more about the history of the product that they will be making in this unit. As a class they will begin to analyse a range of cushions based on their functional and aesthetic features. In their independent activities, children will either further analyse a cushion, or match up different products to people, depending on the user’s needs. 
	· Do children understand the terms ‘functional’ and ‘aesthetic’?
· Can children analyse an existing product in detail?
· Can children compare and contrast existing products?

	To explore different ways to join fabric using sewing skills. 
	Children will investigate how to join two pieces of fabric together. They will learn about the right and wrong sides of fabric, and how to secure their first and last stitches with a knot. In their independent activities, children will explore a range of either hidden or visible stitches, and discuss which would be the most suitable when making their cushion cover. 
	· Do children know how to sew different stitches?
· Can children join two pieces of fabric together using their sewing skills? 
· Can children explain which stitch is best for a particular purpose?

	To explore different ways to decorate fabric using sewing skills. 
	Children will recap on the meaning of ‘aesthetic features’, and then discuss the different ways in which cushions can be made visually appealing. They will explore how the use of adornments and the skills of embroidery and applique can be used to decorate a cushion cover in the independent activity. 
	· Can children use stitching for decorative purposes?
· Can children sew a button/bead/ribbon onto fabric accurately? 
· Can children see how to combine these skills to create a design for a product?

	To explore different ways to create fastenings. 
	In this lesson, children will explore the different fastenings that could be used for cushion covers, and discuss them in terms of secureness, durability and aesthetics. They will explore how to create some of these fastenings in their independent activities. 
	· Can children talk about the advantages and disadvantages of the different types of fastenings?
· Can children use their sewing skills to create a secure fastening? 
· Can children assess which fastening would be the most suitable for a particular product?

	To design a cushion cover. 
	Children will use their knowledge of joining techniques, decorative sewing skills and fastenings to design their own cushion cover. They will be encouraged to think through the different steps of the making process, and plan ahead for any of the aspects that they might find challenging. Alternatively, each child could design an individual patch for a class patchwork cushion. 
	· Can children create a design according to specific criteria?
· Can children explain their design and the techniques they will use?
· Can children explain the process they will need to undertake to make their product?

	To make a cushion cover. 
	In this lesson, children will make their cushion cover. They will be encouraged to regularly check their design, and make changes to it if necessary. 
	· Can children follow a design to create a finished product?
· Can children successfully use a range of sewing technique?

	To evaluate their finished product. 
	Children will evaluate their finished product by answering a range of questions. 
	· Can children evaluate theirs and others’ finished products?
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