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	WORKSHOP E - Planning

	

	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

· min

· -

· -

· -

· -

· -

· -

· 75/90.00 min
	OBJECTIVES
· to consider strategies for teaching planning skills and techniques

· to explore the role of planning as a sub skill within designing and making

· to promote an awareness of the need for teachers to highlight the development of designing skills in D&T

· to support the application of planning skills




	DESIGNING SUBSKILL DEFINITION– Planning

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

“Planning involves pupils in working out what needs to be done in advance of doing it. It is a necessary part of both designing and making. Pupils will need to consider, as part of the ongoing designing and making process:

· the overall use of their time and their progress through an activity

· deciding the next step

· what tools, materials and equipment they require

· what construction processes will be used

· whether knowledge from other subjects is required

· the cost implications of their proposals

· the technical and other constraints within which they are working.”


	WHAT ‘Planning’ MEANS TO PUPILS

· thinking ahead/ thinking things through

· organising resources  -  egs. time, tools, equipment, materials, tasks, people and processes

· turning ideas into actions  -  a way of getting things done

· decision-making  -  deciding what to do, how and when

· after the event  -  did it go according to plan?
· taking a systems approach  -  strategic thinking, sequencing
Unfortunately, pupils often do not see planning as a creative, practical part of the process, but as:

· a boring necessity as part of designing and making!
· a stage that teachers ‘make them do’ before they are allowed to get on with the main business of making.
Of course, the challenge is to: 

· help teachers and pupils appreciate planning as an essential and integral part of an entirely practical process 

· encourage teachers to develop strategies for planning that bear this out


	WAYS INTO ‘Planning’ WITH PUPILS

In Key Stage 1 and 2

· making lists, jotting down notes to help them think things through

· posing key questions to be worked out as a group, egs. what is the next step? What equipment is needed? What order will you do it in?  Who will do what, where and when?

· showing them how someone else went about it (a ‘for instance’)

· using flow charts and step-by-step diagrams and sketches  

· modelling, eg cutting and moving about, so that they can visualise processes and systems

In Key Stage 3 and 4

· using ICT to save time to produce a flow diagram to follow during making  - editing it in the light of trialling it for real

· discussing possible options and making decisions as a group

· pairing pupils with a partner as a ‘sounding board’ for ideas to talk through and check out their planning 

· modelling or doing a practice run to work out timings, costs and materials needed

· using ready made planning tools to organise work, eg Gantt charts

· set pupils challenges egs designing and making with efficiency targets to work to so that they have to keep layout, sequencing and resource management in mind to be successful




	MAKING ‘Planning’ ACCESSIBLE TO:

Pupils who are gifted or talented

In Key Stage 1 and 2

· using the computer to plan, organise and sequence on screen (modelling) and produce systems diagrams and plan for their control

In Key Stage 3 and 4

· putting pupils in the role of superviser or manager, where they are required to lead others through the planning process

Pupils who find the task difficult

In Key Stage 1 and 2

· allow pupils to plan retrospectively  -  record what they did after the event (more concrete), then help them to project forwards with the next project

· start pupils off with their planning by providing some of the points for them which they then finish off

In Key Stage 3 and 4

· provide pupils with templates to use for planning, ie. they are given the structure to fill in  -   a judgment can be made later about when to remove the support, once they have gained confidence in the procedures

· get individuals or groups to evaluate one another’s planning so that they can learn from examples of how to do it and what works




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 ‘PLAN’ 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
	Explore products with electrical and mechanical components and develop a clear idea of how they can be planned into products that they design and make
	Follow verbal instructions for  safe and hygienic working practice
	Use ready made templates
	Plan for electrical circuits and simple switches to achieve functional results
	Show plans and proposals through drawings, writing and labels

	KS 2
	Consider safety of themselves and others when planning systems and activities
	That timing is critical when cooking/baking food products and needs to be precision controlled
	Produce templates for pattern layouts
	Use output devices and sensors
	Discuss, draw and model ideas in 2D and 3D

	KS 3
	Understand how to plan and carry out standard test procedures 

Use CAD/CAM equipment to simulate


	Use ICT for dietary analysis as part of planning, selection and appropriate use of materials

Consider and plan for implications of batch and volume production, egs. scaling up, ratios and proportions
	Use ICT including CAD/CAM packages to assist planning and production

Apply test procedures and criteria to help in planning fabric selection and choice of processing techniques used
	Use CAD packages to produce circuit layouts

Use CNC equipment to support making and control production

Explore and evaluate the working of a range of electronically controlled devices
	Learn that 3D modelling can create realistic representations of finished products

Use 2D draw/paint software to produce accurate drawings and high quality images

Present ideas as dimensioned plans 

	KS 4


	Understand systems and control application, eg use simulation software to evaluate systems (mechanical, pneumatic, electrical, electronic) and interconnecting sub-systems


	HACCP (an industry standard risk assessment and management system) is specific to food production and manufacture  -  planning and managing risk

Planning unit operations and whole product runs
	Understand and apply knowledge of industrial practices  -  layout, cutting, production, costing, quality assurance
	Combine circuit and product design to design products suitable for volume manufacture

Design and make PCBs for control purposes and to interconnect mechanisms to achieve different kinds of movement and control
	Understand how marketing techniques, social and cultural trends influence consumer need

Planning a product launch, advertising and marketing materials

Use CAD/CAM to achieve quality and precision


The following supplementary sheets exemplify some of the strategies and practices outlined in the workshop.

	Monitoring the development of designing skills and sub-skills
	Y7
	Y8
	Y9
	Y10
	Y11

	Investigation

Experimenting

materials

techniques

processes 

Researching

internet

software

books/journals

expert sources
	
	
	
	
	

	Analysis 

Understanding

Interpreting

Specifying

information

contexts

tasks

briefs

systems

markets

consumers

statistics/data

behaviour & attitudes

issues
	
	
	
	
	

	Evaluation

Setting and using criteria Justifying/reasoning Reflecting and reviewing Products & services

performance 

user & situation

against specifications

quality assurance

quality control 

Self & own learning

Progress through a project

Quality of own work

Quality of others’ work, ideas, etc

Quality of design 

Quality of manufacture
	
	
	
	
	


	Monitoring the development of designing skills and sub-skills
	Y7
	Y8
	Y9
	Y10
	Y11

	Planning

Strategic thinking Considering constraints, eg technical

Prioritising

Reconciling

Resource management

time

costs 

materials

tools/equipment

production (scale, processes, procedures)
Planning techniques

listing

note making

rough working drawing

labelling

flow charts

storyboards

Gantt charts

systems diagrams
	
	
	
	
	

	Generating ideas

Discussing

Sketching

Modelling

Evolving

Diversifying

Proposing
	
	
	
	
	

	Developing ideas

Decision making

Problem solving

Exploring

Clarifying

Detailing

Refining

Specifying 

Discussing 

Drawing

Modelling

Trialling

Simulation

CAD
	
	
	
	
	

	Communicating

Communicating 

intentions

ideas

proposals

plans

views
Discussing

Describing/explaining

Drawing

Modelling

Computer mediated

Presenting


	
	
	
	
	


( Ali Farrell

A student’s guide to planning research
In D&T you will often need to carry out research, or gather information.  This may help you learn more about the task, context, user or market that you are designing for.  It is a good idea to make a plan of action for your research.  This will help you to carry out any research in a well thought out and systematic way.  
It also gives you a plan to evaluate against to make sure that you are keeping your original purpose in mind and keeping on track with it.
Follow the following steps for a systematic approach
1. Decide on your purpose.  Write a statement that explains what you are setting out to do or find out.
2. What information do you need to gather?  Produce a list of things to find out or questions that need to be answered.
3. Which of these things do you already know?  Underline, circle or highlight them.
4. Look at those remaining.  Note down what you still need to find out, the source of information and the research method you will use.  Remember to use primary as well as secondary sources.
5. Draw up a table, like the one below, as a record of your research activity. 
6. The final column of the table will prompt you to think about how the information gathered will be used.
	What I need to know/find out

	Source of information
	Research method used

	How I will use the research/How will his help me with the original task

	
	
	
	

	
	
	
	


7.
Once you have decided what research is necessary you will need to 

decide how you will go about it  -  a plan of action.  If you are working in a team you will also need to plan who will do what.  Follow your research plan, making any necessary changes as you go along.  
8. 
There are number of ways to set out your plans.  Some of these are used in business and industry during design, development or manufacture. They are used because things there are done on a large scale and so need to be precision planned.  Planning involves breaking down the whole process into stages, and putting the stages in a logical order or sequence.
Plans can be produced by the use of:
Flow charts are sequence diagrams that you use to plan out the order in which things happens.  They help you to think through the steps or stages in a logical way.
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Story boards are used in a similar way to flow-charts, but use pictures to show the stages and steps involved.
Gantt charts are a way of planning that takes account of time.  This is particularly useful when more than one thing is happening at once.  It helps you to plan and manage your time as well as production or development.  The following example of a Gantt chart (see example below) shows the sequencing of a product development process.
Using ICT  -  planning can sometimes be carried out more quickly and effectively by using a computer, for example:
· clicking on AutoShapes on the menu bar in Word will provide you with the symbols needed for producing flow charts
· spreadsheets can be used to produce a Gantt chart 
· images and photos can be imported to produce a story board
	Stages
	Week 1
	Week 2
	Week 3
	Week 4

	Market research
	
	
	
	

	Opportunity assessment/viability
	
	
	
	

	Analysis of research
	
	
	
	

	Ideas generation
	
	
	
	

	Testing materials
	
	
	
	

	Modelling ideas
	
	
	
	

	Marketing planning
	
	
	
	

	Packaging/labelling
	
	
	
	

	Trial run
	
	
	
	

	Production planning
	
	
	
	

	Promotional materials
	
	
	
	


Making effective use of your research
Research should not just be collected for its own sake.  It should be used for the original purpose you had in mind.  Completing the above research log will help you to make good use of your research.

( Ali Farrell
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