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Subject 1

Mty | At Design & Technology

Linked Curriculum Areas
Subject 2

Subject 3

National curriculum statements
Britain During World War |

e Develop a chronologically secure knowledge and
understanding of British history

e Understand how knowledge of the past is constructed
from sources

e Address historically valid questions about change and
significance

e Understand historical concepts such as continuity and
change, cause and consequence, similarity, difference
and significance

e Discern how and why contrasting arguments and
interpretations of the past have been constructed

e Deuvise historically valid questions
Understand different sources and recognise bias
Key skills that the class need to focus on (taken from

progression of skills documents, focusing on stage

National curriculum statements
Wartime Propaganda (Drawing)
e Improve mastery of art and design techniques

e Learn about artists and designers in history
(Abram Games)

e Evaluate and analyse creative works using
artistic vocabulary Create sketch books to
develop and revisit ideas

Key skills that the class need to focus on
(taken from progression of skills documents,

National curriculum statements
Anderson Shelters

e Strengthen, stiffen and reinforce more complex
structures

Air Raid Sirens - Electrical Systems

e Understand and use electrical systems in
products (including programmed products like
buzzers / motors).

e Generate and communicate innovative ideas
(taking inspiration from key inventors: Hedy
Lamarr)

e Evaluate products against design criteria

Key skills that the class need to focus on (taken
from progression of skills documents, focusing

not age)
History:
e Use dates and terms to describe events.

¢ Use appropriate historical vocabulary to communicate,
including:
dates, time period, era, change

focusing on stage not age)
Art:
e Compare their work to others, methods,
techniques, colours etc.
e Adapt their work after discussion
e Annotate ideas

on stage not age)
Design & Technology
Choose suitable techniques to construct products or
to repair items.
¢ Use scientific knowledge of the transference of
forces to choose appropriate mechanisms for a
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product (such as levers, winding mechanisms, pulleys

and gears.)
How will children show their learning? (Enactive — How will children show their learning? How will children show their learning? (Enactive
drama / oracy opportunities; Iconic — drawing / (Enactive — drama / oracy opportunities; — drama / oracy opportunities; Iconic — drawing
making activities; Symbolic — written tasks, including  Iconic — drawing / making activities; Symbolic / making activities; Symbolic — written tasks,
use of technology; quizzes) — written tasks, including use of technology; including use of technology; quizzes)
quizzes)
Enactive — Use of drama through mantle of the Enactive — Use of drama through mantle of Enactive — Use of drama through mantle of the
expert (trial period) the expert expert
Oracy opportunities throughout each lesson Symbolic - Technology to research and assess | Symbolic - Technology to research and assess
Iconic — Drawing: Wartime propaganda Iconic — Making activities: Anderson Shelters

Teaching approaches used (e.g. Mantle of the Expert, use of technology etc)

Mantle of the expert to teach core history, art and design and technology.
Use of technology throughout the research and assess.

Critical pathway

Key learning event 1 Key learning event 2 Key learning event 3 Key learning event 4 Key learning event 5 Key learning event 6
1. The Museum 3. Source Detectives 5. Surviving the Blitz 7. Sound the Alarm! 9. Whose War? 11. Museum Opening
Commission How do we know what How could engineers Electrical Systems Did everyone Can we help future
What can sources tell us wartime life was really protect families? How can electricity warn experience WWIl in the | generations understand
about Britain during like? people of danger? same way? wartime Britain?
WWII? Understand how Understand cause and Understand and use Understand similarity
Develop chronologically | knowledge is constructed | consequence. Strengthen, electrical systems in and difference. Discern | Communicate historically
secure knowledge. from sources. Understand | stiffen and reinforce more products, including contrasting valid conclusions.
Devise historically valid different sources and complex structures. programmed products such interpretations. Demonstrate and explain
questions. Understand recognise bias. Discern Research products and as buzzers/motors. Evaluate | Understand sources and design solutions.
that knowledge of the contrasting develop design criteria. against design criteria. bias. Address questions Evaluate products and
past is constructed from interpretations. of change and creative outcomes.
sources. Understand similarity and Examine shelter Explore the function of air- significance.
difference. photos/plans. Identify raid warnings and recap
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Launch the museum
commission. Explore
mystery sources such as
ration books,
evacuation labels,
photographs,
propaganda and identity
cards. Record | notice / |
infer / | wonder.
Generate enquiry
guestions and begin a
1939-45 timeline and
curator notebook.

Distinguish observation,
inference and question.
Generate historical
guestions from
evidence. Sequence
events. Recognise
different source types.

chronology; source;
evidence; primary;
secondary; inference;
enquiry; artefact;
curator

2. Britain Goes to War
Why did life in Britain
change?

Model: Who created this?
When? Why? For whom?

What can we infer? What
can’t we know? Groups

investigate
evacuation/Blitz source
sets and compare
contrasting accounts.

Examine provenance,
purpose and audience.
Infer cautiously. Evaluate
usefulness in relation to a
question. Corroborate
evidence. Compare
contrasting accounts.
Recognise that bias does
not mean useless.

provenance; purpose;

audience; bias; reliability;
usefulness; corroborate;
interpretation; testimony

4. Persuasion &
Propaganda: Abram
Games
Can we trust a wartime
poster?

problem -> solution -
design features. Test flat vs
corrugated card, joins and
bracing. Set an engineering
brief and produce
measurable design criteria
and annotated plans.

Investigate existing
products. Identify
structural features.
Understand strengthening,
stiffening, reinforcement,
bracing, corrugation and
load distribution. Establish
measurable criteria.

Blitz; Anderson shelter;
structure; reinforce;
strengthen; stiffen; brace;
corrugation; load; stability;
criteria

6. Anderson Shelter
Engineering Challenge
Can we engineer a stronger
shelter?

Strengthen, stiffen and
reinforce complex
structures. Evaluate

circuits. Investigate
components. Design and
build an interactive museum
warning system activated by
a visitor. Use programmable
control where equipment
permits.

Design an electrical product.
Draw circuit diagrams. Select
components. Construct,
diagnose and improve
circuits. Understand input -
process/control - output.

circuit; component; cell;
battery; switch; buzzer;
motor; LED; input; output;
control; program

8. Inventors & Innovators:
Hedy Lamarr
How can wartime problems
lead to innovation?

Generate and communicate
innovative ideas, taking
inspiration from key
inventors including Hedy
Lamarr. Understand
significance.

Groups investigate
contrasting collections.
Create comparison
matrices. Discuss: There
was no single
experience of wartime
Britain. Decide which
voices the museum
should include and
justify selections.

Compare experiences
without
overgeneralising.
Corroborate sources.
Identify
represented/absent
perspectives. Explain
differing interpretations.
Make curatorial
selections.

perspective;

interpretation;
experience; similarity;

difference;
representation;

evidence;
corroboration;

significance

Open museum to
another class/families.
Rotate roles: curator,
historical interpreter,
design engineer and
guide. Demonstrate
shelter/electrical system.
Visitors give feedback
and attempt a source-
detective challenge.

Historical explanation
and oracy. Respond to
guestions using
evidence. Explain
engineering decisions.
Gather user feedback.

interpretation; evidence;
curator; exhibit;
engineer; evaluation;
audience; feedback

12. Curators’ Review &
Final Assessment
What story of wartime
Britain have we told?

Address valid questions
about change and
significance. Apply
continuity/change,
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Understand cause and
consequence, continuity
and change, and
significance. Develop
chronologically secure
knowledge. Address
questions about change.

Establish context using
map/timeline. Sort
cause - event >
consequence cards.
Compare civilian life
before/during war.
Complete Changed /
Stayed Similar / Why?
chart. Add significant
events to timeline.

Construct causal
explanations.
Distinguish change from
continuity. Make
preliminary judgements
about significance.

cause; consequence;
continuity; change;
significance;
declaration; invasion;

Recognise bias and
interpretations. Improve
mastery of art/design
techniques. Learn about
Abram Games. Evaluate
creative works using
artistic vocabulary. Use
sketchbooks to develop
and revisit ideas.

Analyse wartime posters
and sort their purposes.
Study Abram Games.
Annotate examples in
sketchbooks; experiment
with lettering, imagery
and composition;
produce thumbnail
designs; peer critique and
refine a museum/public-
information poster.

Analyse source
purpose/bias. Analyse
composition. Explore

drawing, typography, line,
shape, tone and
symbolism. Generate,
annotate, critique and
refine sketchbook ideas.

products against design
criteria.

Construct model shelters
within constraints. Conduct
progressive load test;
record results and locate
failure points. Make one
evidence-led structural
modification and retest.
Compare performance.

Structural success depends
on materials, shape, joins
and reinforcement.
Engineers test prototypes
and use failure as evidence
for redesign.

prototype; specification;
fair test; load;
compression;
reinforcement;
modification; evaluation;
failure point

Introduce Lamarr through
mystery evidence. Explain
frequency hopping
conceptually. Discuss
significance. Pupils select a
wartime problem, generate
several possible inventions
and pitch their strongest idea
using annotated diagrams.

Judge historical significance.
Identify
user/problem/purpose.
Generate multiple solutions.
Communicate ideas through
annotated sketches,
diagrams and explanation.

inventor; innovation; patent;
communication; frequency
hopping; significance;
prototype; constraint;
solution

10. Designing the
Exhibition
What story should our
museum tell?

Consolidate chronology,
sources, interpretations
and significance. Master
art techniques and
revisit sketchbook ideas.
Generate/communicate
designs and evaluate
against criteria.

Allocate museum zones.
Select and justify
sources. Write labels:
What is it? What does it
reveal? What are its
limitations? Refine
Games-inspired
artwork. Integrate
shelters/electrical
exhibits. Peer-review
accuracy and visitor
experience.

Curate rather than
merely display. Select
evidence for a purpose.
Write accurate
interpretations. Refine

cause/consequence,
similarity/difference and
significance. Analyse
sources/interpretations.
Evaluate products against
design criteria.

Return to Lesson 1
guestions. Complete
unseen-source
assessment. Extended
enquiry: How did WWII
change life in Britain, and
how can we know?
Complete engineering
evaluation using original
criteria/visitor feedback.
Reflect: What should
future generations
remember?

Synthesise evidence into
an argument. Analyse an
unfamiliar source
independently. Judge
significance. Evaluate
products against criteria
and user feedback.

synthesis; judgement;
significance;
consequence; continuity;
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Allies; Axis; Home Front;
mobilisation

propaganda; persuasion;
slogan; typography;
composition; contrast;
symbolism; focal point;
tone; audience

artwork. Apply
exhibition-design and
accessibility principles.

curation; interpretation;
exhibit; caption;
provenance; narrative;
audience; accessibility;
layout

interpretation;
provenance; evaluation;
evidence




