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	WORKSHOP B - Generating 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

· What is meant by ‘Generating Ideas’ (10 mins)

· From ideas to proposals

      (15 mins)

· Characteristic of good practice (20 mins)

· Helping pupils to investigate, make decisions and resolve conflicts (10 mins)

· Links to the QCA Schemes of Work (15 mins)

· Plenary (10 mins)


	OBJECTIVES

· To provide a framework in which teachers and pupils can build upon their expertise 

· To illustrate the range of strategies available to teachers and pupils, with a focus upon `thinking skills’

· To identify the characteristics of good practice across the key stages, ensuring progression and development

· Reflect upon the role and contribution of ‘Generating Idea’ within the QCA Schemes of Work. 



	

	DESIGNING SUBSKILL DEFINITION– Generating Ideas

Definition of this sub skill from NAAIDT’s publication ‘Quality Through Progression’ is:

“Pupils must be taught to use the information gained from clarifying the task and design criteria to analyse the task further and suggest what might be made. The exploration of products designed by others will help to stimulate ideas. Teachers may employ knowledge that pupils have gained elsewhere in the curriculum, or pupils may carry out guided research to support their work. Techniques such as brainstorming are useful to initiate a diversity of ideas which are then developed through drawing and modelling.”




	WHAT ‘Generating Ideas’ MEANS TO PUPILS

· Key Stage 1: “think of lots of different ways of making something” – Jonathan Smith (aged 6)

      “looking at ‘things’ and seeing how I can use them” – Paul Byrne (aged 7)

· Key Stage 2: “thinking of various ways of creating a solution” – Danielle Armstrong (aged 8)

“ drawing different ideas, remembering the brief” – Emma Bargery (aged 9)

· Key Stage 3: “trying to find as many ideas as possible and then trying to produce some kind of solution” – Ryan Fisher (aged 12)

· Key Stage 4: “considering others, those you are designing for. Carrying out research and trying to produce sometime imaginative with creative ideas. Considering the specifications” – Joanne Hirst (aged 15)




	WAYS INTO ‘Generating Ideas’ WITH PUPILS

In Key Stage 1 and 2

· Use of Focused Practical Tasks to investigate existing products

· Visiting speakers, the use of story telling and displays

· Investigation, disassembly and evaluation activities 

· Review and development of an existing product, for instance form and colour

· Resource boards including 3d stimulus and resource stimulus for instance photographs, magazine articles and example of the product

In Key Stage 3 and 4

· 2 and 3 dimensional model making and the use of prototypes

· Needs analysis, interviews, questionnaires and user trips

· Internet, CDRoms, conferencing, news groups

· Museum, field trips and artefact libraries – use of experts and links with business and commerce

· Working with other designers

· Discussion with users




	MAKING ‘Generating Ideas’ ACCESSIBLE TO:

Pupils who are gifted or talented

In Key Stage 1 and 2

· Introduction of alternative sources and forms of information, constraints and conflicts for instance flexible brief and increased sophistication

· Use of internet and independent research, for instance internet, books, CD ROMs

In Key Stage 3 and 4

· Modelling and ICT to generate ideas, seeking the detailed opinions of users and those affected to consider issues of form, function, production and waste

· Individualise briefs and continued research
· Group work, brainstorms and other analysis techniques
Pupils who find the task difficult

In Key Stage 1 and 2

· Working with the pupil the teacher through support, reviews and priorities, focusing upon a narrow range of criteria, specification as well as sources of investigation. Through scaffolding and frameworks.
· Using a ‘recipe for success’ and building on concrete possibilities
In Key Stage 3 and 4
· Use of peer evaluation, group work and discussion. 

· Focused short-term tasks, for instance week plans in consultation with the teacher. 

· Guidance through illustration, writing frames and structured design sheets
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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 ‘GENERATE 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
	FPTs & IDEAs of existing solutions, possible joining methods, shapes, materials

Product analysis and application 


	Use of meal menus

Packaging analysis

Classification of food and sources
	Story telling eg Joseph technicolour

Handling materials, investigating colour and texture

Describing properties of textiles
	Teaching aids eg cams and levers

Collections of objects and systems

Group work / activities, discussion and observation

Review of simple system eg pneumatics
	Experimentation with visual elements e.g. pattern, colour and shape

Use of story books and scenarios 

Use of planning books

	KS 2
	Display and resource boards

FPT and reflective activities

Sketch modelling – cutting out shapes


	Investigation and evaluation of foodstuff

Review of recipes 

Use of databases

Taste analysis – texture, smell and appearance
	Matching fabrics to purpose

Investigation into techniques eg decoration

Material testing eg absorption, joining, insulation
	ICT based control and monitoring eg crystal rainforest

Use of flow charts, controlling simple devices

Brainstorming and discuss of constraints
	Use of CAD / CAM, drawing package to model ideas

Review of familiar and less familiar products and designs

Modelling using reclaimed materials


KS 3 and 4 overleaf
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	KS 3
	Induction of specialist machinery, tools and techniques

Use of product timelines

Product development

Use of Architecture (inspiration for design)

Classification of properties
	Contexts – cultures and lifestyles

Sensory testing

Concept of balanced diet (use of spreadsheets)

Customer analysis
	Initial visual stimulation e.g. mood boards

Fashion and interior design

Discussion of trends and fashion

Environmental impact e.g. recycling 

Development of exist solution


	Construction kits

Parametric and simulation software

Use of partly completed circuits / systems 

Use of videos
	Modelling / prototypes

3 dimensional sketching

Analysis of media and advertising

Seek opinions of potential users

	KS 4


	Artefact library

Use of multimedia

Investigation of designers and design periods

Visits, external speakers

Investigation of smart materials

User trips, Winners and losers


	Market analysis

Nutritional and dietary needs

Manufacturing specifications

Links with manufactures and retailers

Qualitative and quantitative testing and research

Cross curricular links
	Cultural and geographical influences e.g. Popular and contemporary culture

Analysis of themes as a stimulus

Alternative materials e.g. recycled materials

Analysis of

fashion week 

Attribute analysis
	Links to existing scenarios

Adaptation, improvement and addition of new / routine activities

New Technologies

Science fiction

Investigative observation

Case studies


	Advanced graphical techniques

Advanced use of CAD e.g. ProDesktop

Investigation of designers and design periods

Drawing on a varied range of media e.g. TV, Adverts and websites

Use of advanced thinking skills


Additional A4 sheets may supplement this booklet
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