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	WORKSHOP C - Developing Ideas

	

	WORKSHOP OBJECTIVES

This workshop investigates ways in which inspectors, advisors and consultants can support teachers through encouraging effective practical teaching strategies to enable pupils to communicate their thinking and design ideas.

	

	SESSION PROGRAMME

5-Introduction

10-Important to Develop Ideas 

10-Missed opportunities

10-Strategies for improvement

20-Example activities

10-Conclusion/summary

10-Questions


	OBJECTIVES

· To examine the nature of pupil tasks as devised by teachers to provide effective opportunities for ideas to be developed.

· To consider strategies for developing communication skills and techniques.

· To identify and acknowledge legitimate design ideas.

· To support the role and function of the teacher during pupil design activities.



	

	WHAT ‘Developing Ideas’ MEANS TO PUPILS

· Thinking of different ideas – often six alternatives – selecting the one idea they like best!!

· Paper work – the boring part of lessons in D&T.

· Coming-up with ideas the teacher says cannot be realised.

· Working out how to make their ideas.
· Producing a working drawing and cutting list.



	WAYS INTO ‘Developing Ideas’ WITH PUPILS

In Key Stage 1 and 2

· Provide learning opportunities by encouraging experimentation.

· Use team/group work to extend range of possible developments.

· Establish the need for pupils to provide reasoned answers.

· Place projects within the experience of pupils.

In Key Stage 3 and 4

· Providing well-focussed activities that allow for realistic and managed opportunities to be taken.

· Use of exemplar material to establish analytical skills.

· Developing high quality graphic communication techniques.

· Utilise strengths of ICT and 3D modelling.



	MAKING ‘Developing Ideas’ ACCESSIBLE TO:

Pupils who are gifted or talented

In Key Stage 1 and 2

· by encouraging pupils to apply knowledge and understanding in a range of contexts

In Key Stage 3 and 4

· by developing activities that provide a broad range of interrelated issues to be resolved

Pupils who find the task difficult

In Key Stage 1 and 2

· by developing activities that promote learning and success whilst not depending on traditional academic skills 

In Key Stage 3 and 4
· by developing activities that foster creativity, imagination and capability through practical activity




Clearly the range of materials that pupils can design and make with in D&T is varied. In most cases the way in which they ‘DEVELOP THEIR IDEAS will be generic. However in a few specific instances it may vary from material to material. This grid exemplifies any differences that there might be for this design sub skill.

	
	Resistant Materials
	Food
	Textiles
	Control
	Graphic Products

	KS 1
	Experiment with permanent and temporary jointing methods


	Consider the changes to taste and nutrition by combining materials.
	Consider the effects of colour, texture and pattern on a design proposal
	Examine existing products

Use construction kits
	Study the importance of corporate identity and product image.

	KS 2
	Develop annotated drawing techniques to explain and communicate thinking


	Use taste tests to inform ideas and proposals
	Consider the properties of materials to meet the needs of the product
	Model ideas in order to develop working solutions
	Consider design implications of marketing, packaging and sale of product

	KS 3
	Consideration of finishing techniques


	Explore diversity in one food product
	Examination and impact on design of different fabrics
	Consider implications on design ideas of circuit layout and product casing 
	Impact on design ideas of mass production

	KS 4


	Generate ideas through computer simulation


	Consider cost restraints on design ideas
	Seek detailed opinions from potential users to inform ideas
	Develop ideas for temporary product closures
	Use CD ROMs and Internet to gather data to inform ideas


Additional A4 sheets may supplement this booklet
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