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What’s it
all about?
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Maker Lab in a Box uses fun, educational making
activities to teach young people the digital and
technology skills required within the
National Curriculum and increasingly
in demand in the workplace.
Whether they’re programming and
coding or exploring digital
manufacturing, Maker Lab in a Box
allows young people to learn together.

A Maker Lab is a space where people can access technologies,
equipment and expertise in order to turn their ideas
into a reality.
Maker Lab in a Box brings this ethos of
creation and collaboration to young
people to encourage them in
creativity and confidence.

Maker Lab in a Box is delivered by Knowle West Media
Centre, in partnership with local businesses,
technologists and our new digital
manufacturing business KWMC The Factory.
We have 19 years of experience of working
with young people, both in and out of school.

What do young
people learn?

Maker Lab in a Box supports young people to explore technology, manufacturing and
innovation, and provides a valuable insight into possible careers in these areas.
Maker Lab in a Box is built around a three step process - ”design, build, evaluate” which can be applied to any problem and builds key critical thinking skills.
The programme also focuses on global citizenship issues, introducing young people
to the idea of a ‘circular economy’, where reuse and recycling are central to production.
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How does
it work?
We offer:
six-week modules where young people learn a particular skill
•

one-off or short blocks of sessions where young people can
try out something new

•

training days designed to give teachers the skills and
confidence to use technology effectively in the classroom

You tell us:
•

the subject areas you’d like to explore

•

when you’d like to start

•

the year group(s) you’d like us to work with
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We will:
•

tailor a package to suit your needs

•

provide all the materials and
resources needed for your sessions

•

bring in any technology
and external expertise needed

•

run the sessions and
inspire your pupils!
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Maker Lab in
a Box Courses
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Computational Thinking and Code
Name
Coding - What’s that?
Learning how code works
and why it is important.
Trying some simple coding,
and discovering
the process.

Type
Single Session

Target Year Group
Yr 2 +

Curriculum Links
Computing:
KS1 - understanding
computational thinking
KS1/2 - using logical reasoning
and computational thinking
KS2- design, write
and debug programs

Coding Club
Building games and
programs from scratch
using both block and written
code. Getting to grips with
computational thinking,
and understanding its
broader applications in
a fun and accessible way.

6 week module

Yr 4 +

Computing:
KS2 - design, write and debug
programs that accomplish
specific goals
KS2 - use sequence, selection,
and repetition in programs;
work with variables and
various forms of input
and output
Design & Technology:
KS2 - evaluate ideas and
improve using feedback

Drawing Robots
Building small robots
using Raspberry Pi and
learning how to program
them to solve challenges
using Blockly code.

6 week module

Yr 4 - Yr 6

Computing:
KS2 - design, write and
debug programs that
accomplish specific goals
KS2 - use sequence, selection,
and repetition in programs;
work with variables and various
forms of input and output
Design & Technology:
KS1/2 - using tools to
perform practical tasks
KS2 - evaluate their ideas
and products (code) against
their own design criteria and
consider the views of others
to improve their work
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We will work with you to adapt
these to suit your school’s needs.

Digital Manufacture
Name

Type

CNC Cutting: An Introduction
Exploring how a CNC machine
can save time and effort in
making. Seeing the process
used for digital design and
manufacture.

Single Session

Laser Cutting:
An Introduction
Exploring how a laser
cutter can save time and
effort in making. Seeing the
process used for digital
design and manufacture.

Single Session

Imagination to Creation:
Digital Making
Designing a variety of
products from furniture to
QR codes collaboratively in
class. Using our CNC machine
or laser cutter to bring them
to life. Evaluating the designs
and the final products.

6 week module

This includes a visit to
KWMC: The Factory - a local
micro-manufacturing
business.

Target Year Group
Yr 3 +

Curriculum Links
Design & Technology:
KS2 - choosing appropriate tools
KS1/2 - understanding the
design process

Yr 3 +

Design & Technology:
KS2 - choosing appropriate tools
KS1/2 - understanding the
design process

Yr 4 +

Design & Technology:
KS2 - use of appropriate tools
KS2- design, making and evaluation
KS2 - evaluate their ideas and
products against their own
design criteria and consider
the views of others to
improve their work
Mathematics:
KS1/2 - Geometry- 2D and 3D
shapes, dimensions
and measurements
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Digital Design
Name

Type

Target Year Group

Curriculum Links

Animation: An Introduction
Understanding how animation films are made, learning the difference between
stop-motion and image animation. Applying the concept
to make a small “flick-book”.

Single Session

Yr 2 +

Computing:
KS2 - use a range of technologies
to create content
Art:
KS2 - improve drawing skills with
various media (pencil, pen)

Adobe Photoshop:
An Introduction
Using Adobe Photoshop to
edit and add to an existing
image. Understanding how
an image can be manipulated
to change what it communicates.

Single Session

Yr 4 +

Computing:
KS2 - use a range of technologies
to create content
Art:
KS2/3 - analyse and evaluate
their work

Film Making
Working in small groups,
students write, shoot
and edit their own films.
Blending literacy, practical
skills and technology to
create something completely
new and personal.

6 week module

Yr 4 +

Computing:
KS2 - use a range of technologies
to create content
Design & Technology:
KS2 - using a variety of tools
KS2 - evaluate their ideas and
products against their own design
criteria and consider the views of
others to improve their work
English:
KS2: Yr 3/4- preparing to perform
scripts, being able to plan, draft
and edit writing

Media Pioneers
Using technology to raise
awareness of their school
or any other topic: students
design a film, which is
co-produced with support
from a professional
filmmaker. Pupils then
consider how to promote
their film and get the
broadest exposure.

6 week module

Yr 5 +

Computing:
KS2: use a range of technologies
to create content
Design & Technology:
KS2: design, making and evaluation
KS2:evaluate their ideas and
products against their own
design criteria and consider
the views of others to
improve their work
English:
KS2/3: using language to
persuade and engage the audience
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Technology in Context
Name
E-Safety
Learning about the power and
the corresponding perils of
technology, focusing specifically on online sharing and
e-bullying. Allowing pupils
to form their own views and
understandings of how to
tackle these issues.

Type

Target Year Group

Curriculum Links

Single Session

Yr 2 +

Computing:
KS1-3: understanding the safe use
of technology and the
dangers it can pose

Single Session

Yr 3 +

Computing:
KS2: understanding how broadly
technology affects our lives

Single Session

Teacher Training

A games-based session,
aiming to get students
thinking deeply about the
issues around e-safety and
their digital footprint.
Technology in our lives
Understanding how even the
simplest things around us
use computational thinking,
from traffic signals to ovens.
Students will imagine what
life would be like without this
technology, and think about
the pros and cons of
technology.
They will also touch on
issues such as social
isolation and the excessive
use of technology.
Technology across
the curriculum
Understanding how technology
and computational thinking
link to all parts of the
curriculum, building
confidence and excitement
about including them in
day-to-day teaching.

Cross-curricular

We can also develop other content if there’s something
specific that you’re looking for, but this may need a longer
preparation time and may impact the cost.

Who have we
worked with?
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Media Pioneers at
Victoria Park Primary School
The Media Pioneers project was a film and digital manufacturing project run with students
in Victoria Park School who were eligible for the “pupil premium”. The students worked with a
filmmaker to produce two short films about their school and then created laser-cut QR codes
to promote the film around the school. Pupils learned about the filmmaking process and also
acted in the film themselves. This increased their confidence, and their interest in technology.
Many pupils joined after school and holiday clubs at KWMC to pursue their new-found
interests after this experience.

The school said: “[the films] are
fab and they would not have been
made in such a professional way
had it not been for the expertise
that KWMC brought to the table.”
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Stools for Greenfields

We delivered computer coding sessions for Greenfield E-ACT Primary Academy and this
developed into a much larger project, after Greenfield staff attended their first teacher-training
day. As well as learning to code, Maker Lab in a Box enabled pupils to create and
decorate stools for their new art room.
A group also visited KWMC’s digital manufacturing unit at Filwood Green Business Park,
learning about the coding and computing involved in digital manufacturing. They took
the pieces of the stools back to school, where they assembled and decorated them.

“.. Maker Lab in a Box
enabled pupils to create
and decorate stools for
their new art room.”

Impact
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Inspiration: inspiring young
Collaboration:
between learners, the community
and business; helping children
and young people to develop
digital and transferable skills,
educators to pilot new models
of learning and development, and
business and the community
to work with schools.

people to direct their own learning
and future, through experimenting
with play, creativity, problem solving,
deconstructing objects and
redesigning them.

Sustainability:
Innovation:
acting as a catalyst for
creativity, green innovation and
enterprise in Bristol and beyond;
providing opportunities for young
people to work with business, to
generate new ideas, innovate
and exchange knowledge.

designing for the circular economy,
creating products that address social
and environmental needs and global
citizenship.

Example
course plan

Course title: Laser Cutting - An Introduction
National curriculum link: D&T, Computing
Objectives:
1. To understand what a laser cutter does
2. To understand what CAD technology is
3. To go through a design process and see a finalised product
4. To make the link between Computing and Design & Technology
5. To evaluate the final product and see where they could make changes to improve it
Lesson content and activities:
Lesson 1 - Design
- Show the students what can be achieved with a laser cutter – show different
examples, explore why we might use a laser cutter
- Design – Badge – ask the students to work either in pairs or individually to design
a badge of their choice for a specific reason – this could be for a club that they have
at school, for e.g. School Council, Green Club, Media Club
Lesson 2 – Build
- Picking the ‘best’ collaborative design, transfer it to the computer to design the final
piece using CAD technology (a specialist will need to be present during this session)
- Laser cut the design (this could be offsite – depending on equipment)
Lesson 3 – Evaluate
- As a class, evaluate the process and the product - what worked well? What didn’t?
What would they change if they could do it again?
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Contact

www.kwmc.o

rg.uk/makerl

abinabox
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