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What the National Curriculum says children should learn:

Know about great artists, craft makers and designers, and understand the historical and 
cultural development of their art forms. (art)

Key stage 1 (5-7 year olds):
• explore and evaluate a range of existing products (DT)
• learn about the work of a range of artists, craft makers and designers, describing 

the differences and similarities between different practices and disciplines, and 
making links to their own work (art)

Key stage 2 (7-11 year olds):
• investigate and analyse a range of existing products (DT)
• understand how key events and individuals in design and technology have helped 

shape the world (DT)
• To learn about great artists, architects and designers in history, describing the 

differences and similarities between different practices and disciplines, and 
making links to their own work (art)

Key stage 1 (5-7 year olds):
• design purposeful, functional, appealing products for themselves and other users based on 

design criteria (DT)
• generate, develop, model and communicate their ideas through talking, drawing, templates, 

mock-ups and, where appropriate, information and communication technology (DT)
• to use a range of materials creatively to design and make products (art)

Key stage 2 (7-11 year olds):
• 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 (DT)
• generate, develop, model and communicate their ideas through discussion, annotated 

sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-
aided design (DT)

Key stage 1 (5-7 year olds):
• design purposeful, functional, appealing products for themselves and other users based on 

design criteria (DT)
• generate, develop, model and communicate their ideas through talking, drawing, templates, 

mock-ups and, where appropriate, information and communication technology (DT)
• to use a range of materials creatively to design and make products (art)

Key stage 2 (7-11 year olds):
• 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 (DT)
• generate, develop, model and communicate their ideas through discussion, annotated 

sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-
aided design (DT)

Evaluate and analyse creative works using the language of art, craft and design (art)

Key stage 1 (5-7 year olds):
• evaluate their ideas and products against design criteria (DT)

Key stage 2 (7-11 year olds):
• evaluate their ideas and products against their own design criteria and consider the views of 

others to improve their work (DT)

Explore

Evaluate

Make

Design

Key stage 1 (5-7 year olds):
• describe the simple physical properties of a variety of everyday materials

Key stage 2 (7-11 year olds):
• identify and compare the suitability of a variety of everyday materials, including wood, metal, 

plastic, glass, brick, rock, paper and cardboard for particular uses

• find out how the shapes of solid objects made from some materials can be changed by 
squashing, bending, twisting and stretching.

Science



Key information and aims
Keywords – make sure you know what 
these words mean. Use a dictionary, the 
internet or an adult to help you.

Camouflage Flammable
Safe House Fortification
Bunker Exterior/Interior
Section/Plan/Elevation Drawings

Materials – what you will need to collect 
to do this project.

Things from the recycling bin – make sure they are clean!
Tape or glue
Scissors
2 pieces of paper
Pencils, colouring pencils, felt tips

Skills - what you should know how to do 
by the end of the project. Can you show 
someone else how to?

I can design and pitch with a client in mind
I can use my knowledge of materials to propose solutions to problems
I can communicate my ideas by drawing and speaking about them
I can create 3D models of my ideas

Knowledge – what you should know by 
the end of the project. Can you tell 
someone else about it?

I know about the stages of architecture design
I know about defensive architecture
I know about how the properties of materials can influence design

Extension activities – other things you can 
do to build on your learning.

Do a scientific experiment which explores the strongest 3D 
shapes https://www.teachengineering.org/activities/view/cub_intro_lesson01
_activity1

https://www.teachengineering.org/activities/view/cub_intro_lesson01_activity1
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Things to think about:

• Are they built to defend against land, sea or air 
invasions?

• What materials are used – are they flammable or easy 
to break?

• Are there any big differences between older and 
newer buildings? Why might that be?

• How do window and door sizes compare to 
the ones in your house? Why might they be different?

• Are there any common shapes being used? Which do 
you think are the hardest to knock down?

• How have they been designed to fit into the 
landscape?

• Are there any look out or warning systems in place?

• Are the fortification walls smooth or spiky?

• What colours are used – are they camouflaged?



.



Tower of London, built 1399. Ralph Deakin / RIBA Collections



Kropfenstein Castle., Switzerland, built most likely in C13th. By Adrian 
Michael CC BY 2.5.

Explore Defensive architecture design

Tools and techniques used in building fortifications by Matthias Dogen, 
1647. RIBA Collections.

Tower Garisenda and Tower Asinelli by 
Garisenda and Asinelli family, 1109 – 1119, 
Bologna, Italy. David Valinsky / RIBA 
Collections.



London Underground tunnel shelter by London Passenger 
Transport Board, 1942, London, England. Architectural Press 
Archive / RIBA Collections.
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You now are ready to start the safe house challenge!

As we don't know who the invaders are, or what weapons they 
will have, you need to try and design a safe house which will 
protect against all the different types of invasion you have seen.

Remember;
• Your design must be hard to spot by enemies
• It must be strong, and hard to knock down or break into
• It must use sensible materials – for example no highly 

flammable materials!

Maybe we are the 
invaders... although your 
country may be a bit too 

cold and wet for us!



Initial ideas and sketches, analysing them at the end
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Your final idea in a section style, annotating your ideas

Portchester Castle, AD 285-290 , England. Edwin Smith / RIBA 
Collections.
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