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EXPLORE ---KNOW---COMMUNICATE 
CONCEPTS 

AUDIENCE 

Children should have a clear idea of who they are designing and making products for, considering their needs, wants, interests or preferences. The user could be 
themselves, an imaginary character, another person, client, consumer or a specific target audience. 

 

PURPOSE 

Children should know what the products they design and make are for. Each product should perform a clearly defined task that can be evaluated in use.  

 

FUNCTIONALITY 

Children should design and make products that function in some ways to be successful. Products often combine aesthetic qualities with functional characteristics. In Design 
and Technology, it is insufficient for children to design and make products which are purely aesthetic. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



SUBJECT CONTENT EYFS 

EXPRESSIVE ARTS AND DESIGN: Creating with Materials 

• Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.  

• Share their creations, explaining the process they have used.  

• Make use of props and materials when role playing characters in narratives and stories 
 

SUBJECT CONTENT KS1 
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing 

and making (an iterative process is the relationship between a pupil’s ideas and how they are communicated and clarified through activity). They should work in a range of 
relevant contexts [for example, the home and school, gardens and playgrounds, the local community, industry and the wider environment].  

 
When designing and making, pupils should be taught to: 

Design 
• design purposeful, functional, appealing products for themselves and other users based on design criteria  

• generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication 

technology  
 

Make  
• select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]  select from and use a wide range 

of materials and components, including construction materials, textiles and ingredients, according to their characteristics  

 

Evaluate  
• explore and evaluate a range of existing products  

• evaluate their ideas and products against design criteria Technical knowledge  

• build structures, exploring how they can be made stronger, stiffer and more stable  

• explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products. 
 

Cooking and Nutrition  
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also 

open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and 

well, now and in later life.  
 

Pupils should be taught to:  

• use the basic principles of a healthy and varied diet to prepare dishes  

• understand where food comes from.  

 
 

 

 



SUBJECT CONTENT KS2 
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing 

and making (an iterative process is the relationship between a pupil’s ideas and how they are communicated and clarified through activity). They should work in a range 

of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].  
 

When designing and making, pupils should be taught to: 
Design 
• 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  

• generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and 

computer-aided design  
 

Make 
• select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately  

• select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and 
aesthetic qualities  

 

Evaluate 
• investigate and analyse a range of existing products  

• evaluate their ideas and products against their own design criteria and consider the views of others to improve their work  

• understand how key events and individuals in design and technology have helped shape the world  

 

Technical knowledge  

• apply their understanding of how to strengthen, stiffen and reinforce more complex structures  

• understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]  

•  understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors) 

• apply their understanding of computing to program, monitor and control their products. 
 

Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also 

open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and 

well, now and in later life.  
 

Pupils should be taught to:  
• understand and apply the principles of a healthy and varied diet  

• prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques  

• understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed. 

 

 

 



NURSERY 
 

DESIGN TECHNOLOGY SKILLS (Taught throughout the year) 

• Explore different materials freely, to develop their ideas about how to use them and what to make.  
• Develop their own ideas and then decide which materials to use to express them.  
• Join different materials and explore different textures. 
 

 

NURSERY 
AUTUMN SPRING SUMMER 

Topic Unit of Study Topic Unit of Study Topic Unit of Study 

BELONGING • I can make marks intentionally in 
sand, shaving foam and using paint, 
chalk, etc. 

• I can use paint, mud, cornflour, jelly, 
shaving foam using my fingers and 

other parts of my body as well as 
brushes. 

• I can draw on a large scale a simple 
face to represent myself. 

 

HOW WILL WE GET 

THERE? 

• I can draw on a large scale with 
increasing complexity and detail eg 
nose 

• I can paint with a range of tools eg 
twigs, brushes 

• I can develop my own ideas e.g. 
stick to college, join using glue or 

tape,  

• I can show different emotions in my 
drawings e.g. happiness/sadness 

 

INTO THE GARDEN WE 

GO! 

• I can free paint an idea and talk about it  

• I can draw an object e.g. sunflower 
• I can decide what I want to use to make 

models and colleges 

• I can design and make fruit kebabs. 

 

SEARCH FOR A HERO • I can express ideas and feelings 
through making marks and 
sometimes give meaning to my 

marks. 
• I can manipulate and play with 

different materials making simple 

models. 

• I can scrunch, tear and roll paper. 
• I can draw horizontal and vertical 

lines, squiggles and zig zags 

 

TRADITIONAL TALES • I can mix colours together and talk 
about what happens  

• I can manipulate clay/malleable e.g. 
squeezing  

• I can make imprints and recognize 
texture 

• I can listen to music and use a pen 
to make marks representing the 
sounds I hear 

• I can make imaginative small worlds 
with blocks and constructions kits  

 

WHERE IN THE 
WORLD? 

• I can cut dough using scissors blunt 
knives and cutters 

• I can draw with a pencil on a small piece 
of paper adding finer details 

• I can use colours to express feelings of 
happiness, sadness and worry  

 

VOCABULARY Ideas             Draw 
Build              Construct 
Make             Join 
Fold               Cut 
Left               Right 
Up                Down 
Straight         Curve 
Thick             Thin 
 

 

 



RECEPTION 
 

DESIGN TECHNOLOGY SKILLS (Taught throughout the year) 

• Explore, use and refine a variety of artistic effects to express their ideas and feelings.  
• Return to and build on their previous learning, refining ideas and developing their ability to represent them.  
• Create collaboratively, sharing ideas, resources and skills. 

 

RECEPTION 
AUTUMN SPRING SUMMER 

Topic Unit of Study Topic Unit of Study Topic Unit of Study 

MARVELLOUS ME Opportunities to create with 

materials: 

 

• Draw people with more accuracy 
• Use colour for a purpose,  

• Use a range of tools competently and 
safely e.g. scissors, different sized 
paint brushes, hole punch etc 

• Use blocks/construction toys to build 
‘small worlds’ 

 

ANTARCTICA • I can experiment to create different 
textures 

• I can use larger scale loose parts to 
create with  

• I can create collaboratively, sharing 
ideas, resources and skills 

 

 

WINGS & LIVING 

THINGS 

• I can use a range of materials to create 

different textures (linked to creating a 

background) 

 

DARK DAYS AND COSY 

NIGHTS 

• I can name the primary colours 

• I can mix two colours to make the 
secondary colours 

• I can manipulate materials to have a 
planned effect 

 

 

TWISTED TALES • I can use items found in the natural 
world to create art in the style of a 

famous artist  

 

AMAZING 

ADVENTURES & 

GOLDEN SANDS 

• I can explain how I created something  

• I can explain why I chose a particular 

technique/material 

I can return to extend my creative learning 

VOCABULARY Ideas             Draw 
Build              Construct 
Make             Join 
Fold               Cut 
Left               Right 
Up                Down 
Straight         Curve 
Thick             Thin 

 

 

 

 

 



 

YEAR 1 
 

DESIGN AND TECHNOLOGY SKILLS (taught throughout the year) 

DESIGN MAKE EVALUATE 

• Generate ideas based on simple design criteria and 

their own experiences, explaining what they could 
make. 

• Develop, model and communicate their ideas 

through 

• talking, drawings and mock-ups. 

 
 

 
 

 

• Plan by suggesting what to do next. 

• Select and use tools, explaining their choices, to 

cut, shape and join paper and card. 

• Select new and reclaimed materials and 
construction kits to build their structures. 

• Use simple finishing techniques suitable for the 

structure they are creating. 

 
 

• Explore a range of existing books and everyday 

products that use simple sliders and levers. 

• Explore a range of existing freestanding 
structures in the school and local environment 

e.g. everyday products and buildings. 

 
 

 
 

 
 

COOKING STRAND 

DESIGN MAKE EVALUATE 

• Design appealing products for a particular user 
based on simple design criteria. 

• Generate initial ideas and design criteria through 

investigating a variety of fruit and vegetables. 

• Communicate these ideas through talk and 

drawings. 
 

• Use simple utensils and equipment to e.g. peel, 
cut, slice, squeeze, grate and chop safely. 

• Select from a range of fruit according to their 

characteristics e.g. colour, texture and taste to 

create a chosen product. 
 

• Taste and evaluate a range of fruit to determine 
the intended user’s preferences. 

• Evaluate ideas and finished products against design 

criteria, including intended user and purpose. 

 

 

 

 

 

 

 

 

 

 



 

 DESIGN AND TECHNOLOGY BLOCK 1 

 (3 weeks) 

DESIGN AND TECHNOLOGY BLOCK 2 

 (3 weeks) 

COOKING AND NUTRITION 

UNIT SLIDERS AND LEVERS 

(MECHANISMS) 

FREESTANDING STRUCTURES 

(STRUCTURES) 

FRUIT SNACK 

PROJECT Design, make and evaluate a moving story board 

to help me to retell a story to my partner. 

Design, make an evaluate furniture for characters 

in a story 

e.g. chairs for the three bears 

Design, make and evaluate a fruit snack for a 

teddy bear class picnic. 

e.g. Fruit salads, yogurts, jellies, smoothies 

CONCEPTS Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

VOCABULARY slider/lever 
pivot 
guide  
slot 

 

freestanding structure 
framework 
base 
weak  
strong 

fruit  
healthy 
in season 
taste 
smell 
colour 

NATIONAL 
CURRICULUM 
OBJECTIVES 

When designing and making pupil should be taught to: 

 

Design  

• Design purposeful, functional, appealing products for themselves and other users based on 

design criteria. 

• Generate, develop, model and communicate their ideas through talking, drawing, templates, 
mock-ups and, where appropriate, information and communication technology.  

 

Make  

• Select from and use a range of tools and equipment to perform practical tasks (for example, 
cutting, shaping, joining and finishing). 

• Select from and use a wide range of materials and components, including construction 

materials, textiles and ingredients, according to their characteristics. 
 

Evaluate  

 

• Explore and evaluate a range of existing products.  

• Evaluate their ideas and products against design criteria. 

 

Pupils should be taught to: 

 
 

• Use the basic principles of a healthy and 

varied diet to prepare dishes  

• Understand where food comes from. 
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Technical knowledge and understanding 

 

• Explore and use sliders and levers. 

• Understand that different mechanisms produce 
different types of movement. 

• Know and use technical vocabulary relevant to 

the project. 

 

 

  

 

 

Technical knowledge and understanding 

 

• Know how to make freestanding structures 
stronger, stiffer and more stable. 

• Know and use technical vocabulary relevant to 

the project. 
 

 

 

Technical knowledge and understanding 

 

• Understand where a range of fruit come from 
e.g. farmed or grown at home. 

• Understand and use basic principles of a 

healthy and varied diet to prepare dishes, 
including how fruit is part of The Eatwell Guide. 

• Know and use technical and sensory vocabulary 

relevant to the project. 
 

 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

 

 



YEAR 2 
 

DESIGN AND TECHNOLOGY SKILLS(taught throughout the year) 
DESIGN MAKE EVALUATE 

• Generate initial ideas and simple design criteria 

through talking and using own experiences.   

• Develop and communicate ideas through talking, 
drawings and mock-ups 

• Design a functional and appealing product for a 

chosen user and purpose based on simple design 
criteria. 

 

 

 

 

 

 

 

• Select from and use a range of tools and 
equipment to perform practical tasks such as 

marking out, cutting and joining and finishing. 

• Select from and use a range of materials and 

components such as paper, card, plastic and wood 
according to their characteristics. 

• Select from and use textiles according to their 

characteristics. 

 

 

 

 

• Explore and evaluate a range of existing textile 
products relevant to the project being undertaken. 

• Explore and evaluate a range of products with 

wheels and axles. 

• Evaluate their ideas throughout and their final 
products against original design criteria. 

 

  

COOKING STRAND 

DESIGN MAKE EVALUATE 

• Design appealing products for a particular user 

based on simple design criteria. 

• Generate initial ideas and design criteria through 
investigating a variety of fruit and vegetables. 

• Communicate these ideas through talk and 

drawings 

• Use simple utensils and equipment to e.g. peel, 
cut, slice, squeeze, grate and chop safely. 

• Select from a range of vegetables according to 

their characteristics e.g. colour, texture and taste 
to create a chosen product. 

 

• Taste and evaluate a range of vegetables to 

determine the intended user’s preferences. 

• Evaluate ideas and finished products against design 
criteria, including intended user and purpose. 

 

 

 

 

 

 

 

 

 



 

DESIGN AND TECHNOLOGY BLOCK 1 

 (3 weeks) 

DESIGN AND TECHNOLOGY BLOCK 2 

 (3 weeks) 

COOKING AND NUTRITION 

UNIT WHEELS AND AXLES 
(MECHANISMS) 

TEMPLATES AND JOINING TECHNIQUES 
(TEXTILES) 

SALAD 

PROJECT Design, make and evaluate a push/pull vehicle 

that will carry equipment and tools for the fussy 
chickens. 

(The Chickens Build a Wall’ by Jean-Francois 
Dumont) 

Design, make and evaluate a hand puppet/finger 

puppet to perform a play to some of your 
friends.  

(link with Woolly Bear Caterpillar) 

Design, make and evaluate a vegetarian salad for 

a member of staff. 
 

(link with World Kitchen) 

CONCEPTS Audience 
Purpose 

Functionality 

 

Audience 
Purpose 

Functionality 

 
 

 

Audience 
Purpose 

Functionality 

VOCABULARY axle 
axle holder 
chassis 
fixed  
free 

fabrics 
components 
tools 
joining 
finishing 

Vegetarian 
fruit 
vegetable 
seasonal 
British (home) grown 

 

NATIONAL 
CURRICULUM 
OBJECTIVES 

When designing and making pupil should be taught to: 

 

Design  

• Design purposeful, functional, appealing products for themselves and other users based on 

design criteria. 

• Generate, develop, model and communicate their ideas through talking, drawing, 
templates, mock-ups and, where appropriate, information and communication technology.  

 

Make  

• Select from and use a range of tools and equipment to perform practical tasks (for 
example, cutting, shaping, joining and finishing). 

• Select from and use a wide range of materials and components, including construction 

materials, textiles and ingredients, according to their characteristics. 
 

Evaluate  

• Explore and evaluate a range of existing products.  

• Evaluate their ideas and products against design criteria. 

 

Pupils should be taught to: 

 

• Use the basic principles of a healthy and 
varied diet to prepare dishes  

 

• Understand where food comes from 
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Technical knowledge and understanding 

  

• Understand how simple 3-D textile products are 
made, using a template to create two identical 

shapes. 

• Understand how to join fabrics using different 
techniques e.g. running stitch, glue, over stitch, 

stapling. 

• Explore different finishing techniques e.g. using 
painting, fabric crayons, stitching, sequins, 

buttons and ribbons. 

• Know and use technical vocabulary relevant to 

the project. 
 

 

Technical knowledge and understanding 

 

• Explore and use wheels, axles and axle holders. 

• Distinguish between fixed and freely moving 
axles. 

• Know and use technical vocabulary relevant to 

the project. 
 

 

 
 

 
 

 

Technical knowledge and understanding 

 

• Understand where a range of vegetables come 
from e.g. farmed or grown at home. 

• Understand and use basic principles of a healthy 

and varied diet to prepare dishes, including how 
vegetables are part of The Eatwell Guide. 

• Know and use technical and sensory vocabulary 
relevant to the project. 

 

 
 

 
 

 

 
 

 
 

 
 

 

 
 

 
 

 

 
 

 
 

  

 

 

 

 



YEAR 3 
 

DESIGN AND TECHNOLOGY SKILLS (taught throughout the year) 
DESIGN MAKE EVALUATE 

• Generate realistic ideas and design criteria 
collaboratively through discussion, focusing on the 

needs of the user and purpose of the product. 

• Develop ideas through the analysis of existing 

products and use annotated sketches and 
prototypes to model and communicate ideas. 

 
 

 

 

• Order the main stages of making. 

• Select and use appropriate tools to measure, mark 
out, cut, score, shape, join and assemble with 

some accuracy. 

• Select from and use finishing techniques suitable 
for the product they are creating. 

• Explain their choice of materials according to 

functional properties and aesthetic qualities. 

 

• Create and modify a computer control program to 

enable an electrical product to work automatically 
in response to changes in the environment. 

 

 

 

 

• Investigate and analyse books and, where 
available, other products with lever and linkage 

mechanisms. 

 

• Investigate and evaluate a range of existing shell 
structures including the materials, components and 

techniques that have been used. 

 

• Test and evaluate their own products against 

design criteria and the intended user and purpose, 
as they design and make. 

 

  

COOKING STRAND 

DESIGN MAKE EVALUATE 

• Generate and clarify ideas through discussion with 

peers and adults to develop design criteria 
including appearance, taste, texture and aroma for 

an appealing product for a particular user and 

purpose. 

• Use annotated sketches and appropriate 
information and communication technology, such 

as web-based recipes, to develop and communicate 
ideas. 

 

• Plan the main stages of a recipe, listing ingredients, 

utensils and equipment. 

• Select and use appropriate utensils and equipment 
to prepare and combine ingredients. 

• Select from a range of ingredients to make 

appropriate food products, thinking about sensory 

characteristics. 

 

• Carry out sensory evaluations of a variety of 

ingredients and products. Record the evaluations 
using e.g. tables and simple graphs. 

• Evaluate the ongoing work and the final product 

with reference to the design criteria and the views 

of others. 

 

 

 

 



 

DESIGN AND TECHNOLOGY 
BLOCK 1 

 (3 weeks) 
 

DESIGN AND TECHNOLOGY  
BLOCK 2 

 (3 weeks) 
 

COOKING AND 
NUTRITION 

COMPUTING and 

MONITORING/CONTROL 

UNIT LEVERS AND LINKAGES 
(MECHANICAL SYSTEMS) 

 

SHELL STRUCTURES 
(STRUCTURES) 

 

BREAD ROLL Lego WeDo  
Spring 1 (1 day) 

Summer 2 (1 day) 

 
PROJECT Design, make and evaluate a greeting card 

that celebrates a festival or special 
occasion. 

Design, make and evaluate packaging for a 

Marks and Spencer’s celebration biscuit. 
 

Design, make and evaluate  

a bread roll with a filling 
for their lunch.  

Milo the Science Rover 

Milo’s Motion  
Sensor 

 

Glowing Snail 
Milo’s Tilt Sensor 

CONCEPTS Audience 
Purpose 

Functionality 
 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 
 

VOCABULARY system 
lever/linkage 
input movement 
process 
output movement 

shell structure 
marking out 
scoring 
tabs 
strengthen 

dough 
carbohydrate 
nutrition 
unlevened (no yeast) 
healthier option 

 

 



NATIONAL 
CURRICULUM 
OBJECTIVES 

When designing and making, pupils should be taught to: 

 
Design: 

• 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 

• Generate, develop, model and communicate their ideas through discussion, annotated 

sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and 

computer-aided design  

 

Make: 
• Select from and use a wider range of tools and equipment to perform practical tasks 

[for example, cutting, shaping, joining and finishing], accurately  
 

• Select from and use a wider range of materials and components, including 

construction materials, textiles and ingredients, according to their functional 
properties and aesthetic qualities  

 

Evaluate: 
• Investigate and analyse a range of existing products. 

• Evaluate their ideas and products against their own design criteria and consider the 
views of others to improve their work. 

• Understand how key events and individuals in design and technology have helped 

shape the world. 
 

 

Pupils should be taught 

to:  
 

• Understand and apply 

the principles of a 
healthy and varied diet 

• Prepare and cook a 

variety of 

predominantly savoury 
dishes using a range of 

cooking techniques  

• Understand 

seasonality, and know 

where and how a 
variety of ingredients 

are grown, reared, 

caught and processed. 

Pupils should be taught 

to: 
 

• Create and modify a 

computer control 
program to enable an 

electrical product to work 

automatically in response 
to changes in the 

environment. 
• Design, write and debug 

programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; (Computing) 

• Use sequence, selection, and 
repetition in programs; work 
with variables and various 
forms of input and output 
(Computing) 
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Technical knowledge and understanding 

 

• Understand and use lever and linkage 
mechanisms. 

• Distinguish between fixed and loose pivots. 

• Know and use technical vocabulary relevant 

to the project. 

 

- 

 
 

 

Technical knowledge and understanding 

 

• Develop and use knowledge of how to 
construct strong, stiff shell structures. 

• Develop and use knowledge of nets of 

cubes and cuboids and, where 

appropriate, more complex 3D shapes. 

• Know and use technical vocabulary 
relevant to the project. 

 

 

Technical knowledge and 

understanding 
 

• Know how to use 

appropriate equipment 
and utensils to prepare 

and combine food. 

• Know about a range of 
fresh and processed 

ingredients appropriate 
for their product, and 

whether they are grown, 
reared or caught. 

• Know and use relevant 

technical and sensory 
vocabulary appropriately. 

 
 

 

 
 

Technical knowledge and 

understanding 
 

•  Know how to follow a set  

of visual instructions on 
Lego WeDo  2.0 

•  Develop and use the Lego 

components to then 

connect to the Smart hub 
and program using Lego 

WeDo 

• Take a picture with the 
capture tool 

•  Know and use technical 

vocabulary relevant to the 
project. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

YEAR 4 
 

DESIGN AND TECHNOLOGY SKILLS (taught throughout the year) 

DESIGN MAKE  EVALUATE 

• Gather information about needs and wants, and 

develop design criteria to inform the design of 
products  

• Generate realistic ideas through discussion and 

design criteria for an appealing, functional product 
fit for purpose and specific user/s. 

• Develop, model and communicate realistic ideas 

through discussion and, as appropriate, annotated 

sketches, cross-sectional and exploded diagrams.  

• Produce annotated sketches, prototypes, final 
product sketches and pattern pieces. 

 

  

 

 

• Plan and order the main stages of making. 

• Select from and use tools and equipment to cut, 

shape, join and finish with some accuracy. 

• Select from and use materials and components, 
including construction materials and electrical 

components according to their functional properties 
and aesthetic qualities. 

• Select fabrics and fastenings according to their 

functional characteristics e.g. strength, and 

aesthetic qualities e.g. pattern. 

• Create and modify a computer control program to 
enable an electrical product to work automatically 

in response to changes in the environment. 

 

• Investigate and analyse a range of existing battery-

powered products. 

• Investigate a range of 3-D textile products relevant 
to the project. 

• Test their product against the original design 

criteria and with the intended user. 

• Evaluate their ideas and products against their own 
design criteria and identify the strengths and areas 

for improvement in their work. 

• Take into account others’ views. 

• Understand how a key event/individual has 

influenced the development of the chosen product 
and/or fabric. 

COOKING STRAND 

DESIGN MAKE  EVALUATE 

• Generate and clarify ideas through discussion with 
peers and adults to develop design criteria 

including appearance, taste, texture and aroma for 
an appealing product for a particular user and 

purpose. 

• Use annotated sketches and appropriate 
information and communication technology, such 

as web-based recipes, to develop and communicate 
ideas. 

 

• Plan the main stages of a recipe, listing ingredients, 
utensils and equipment. 

• Select and use appropriate utensils and equipment 
to prepare and combine ingredients. 

• Select from a range of ingredients to make 

appropriate food products, thinking about sensory 
characteristics. 

 

• Carry out sensory evaluations of a variety of 

ingredients and products. Record the evaluations 
using e.g. tables and simple graphs. 

• Evaluate the ongoing work and the final product 

with reference to the design criteria and the views 
of others. 

 

 

 

 



 

 
 

DESIGN AND TECHNOLOGY  
BLOCK 1 

(3 weeks) 

DESIGN AND TECHNOLOGY 
BLOCK 2 

(3 weeks) 

COOKING AND 
NUTRITION 

COMPUTING and 

MONITORING/CONTROL 

UNIT 2D SHAPE TO 3D PRODUCT 
(TEXTILES) 

 

SIMPLE CIRCUITS AND SWITCHES 
(ELECTRICAL SYSTEMS) 

 

PIZZA Lego WeDo  
Spring 1 (1 day) 

Summer 2 (1 day) 
 

PROJECT Design, make and evaluate a pencil case for a 

new range in a stationery shop. 

 

Design, make and evaluate a night light  to 

represent a particular Greek God or Goddess 

Design, make and 

evaluate a healthier 

option-pizza (with 
toppings) for their family 

members. 

Spy Robot 

Collaboration 

 
Frog’s Metamorphosis 

CONCEPTS Audience 

Purpose 
Functionality 

 
 

Audience 

Purpose 
Functionality 

Audience 

Purpose 
Functionality 

Audience 

Purpose 
Functionality 

 

VOCABULARY template 
fastenings 
finishing techniques 
stitch 
compartment 

connection  
fault 
system 
input device 
output device 

yeast 
knead 
carbohydrate 
vitamins and minerals 
protein 
healthier option 

 

 



NATIONAL 
CURRICULUM 
OBJECTIVES 

When designing and making, pupils should be taught to: 

 
Design: 

• 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 

• Generate, develop, model and communicate their ideas through discussion, annotated 
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and 

computer-aided design  

 

Make: 
• Select from and use a wider range of tools and equipment to perform practical tasks [for 

example, cutting, shaping, joining and finishing], accurately  

 

• Select from and use a wider range of materials and components, including construction 
materials, textiles and ingredients, according to their functional properties and aesthetic 

qualities  

 

Evaluate: 
• Investigate and analyse a range of existing products. 

• Evaluate their ideas and products against their own design criteria and consider the 

views of others to improve their work. 

• Understand how key events and individuals in design and technology have helped 

shape the world. 

 

 
 

Pupils should be 

taught to:  
 

• Understand and 

apply the principles 
of a healthy and 

varied diet 

• Prepare and cook a 

variety of 
predominantly 

savoury dishes using 
a range of cooking 

techniques  

• Understand 

seasonality, and 

know where and 

how a variety of 
ingredients are 

grown, reared, 
caught and 

processed. 

Pupils should be taught 

to: 
 

• Create and modify a 

computer control 
program to enable an 

electrical product to work 

automatically in response 
to changes in the 

environment. 
• Design, write and debug 

programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; (Computing) 

• Use sequence, selection, and 
repetition in programs; work 
with variables and various 
forms of input and output 
(Computing) 
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Technical knowledge and understanding 

 

• Know how to strengthen, stiffen and reinforce 
existing fabrics. 

• Understand how to securely join two pieces of 

fabric together. 

• Understand the need for patterns and seam 

allowances. 

• Know and use technical vocabulary relevant to 
the project. 

 

 

 

 
 

Technical knowledge and understanding 

  

• Understand and use electrical systems in their 
products, such as series circuits incorporating 

switches, bulbs and buzzers. 

• Apply their understanding of computing to 

program and control their products. 

• Know and use technical vocabulary relevant to 
the project. 

 
 
 

Technical knowledge 

and understanding 

 

• Know how to use 
appropriate 

equipment and 

utensils to prepare 
and combine food. 

• Know about a range 
of fresh and 

processed 

ingredients 
appropriate for their 

product, and 
whether they are 

grown, reared or 
caught. 

• Know and use 

relevant technical 
and sensory 

vocabulary 
appropriately. 

Technical knowledge 

and understanding 
 

•  Know how to follow a 

set  of visual 
instructions on Lego 

WeDo  2.0 

•  Develop and use the 

Lego components to 
then connect to the 

Smart hub and 
program using Lego 

WeDo 

• Take a picture with the 
capture tool 

•  Know and use 

technical vocabulary 

relevant to the project. 
 

 

 

 

 

 

 

 

 

 

 

 



YEAR 5 
 

DESIGN AND TECHNOLOGY (Taught throughout the year) 
DESIGN  MAKE  EVALUATE 

• Carry out research into user needs and existing 
products, using surveys, interviews, questionnaires 

and web-based resources. 

• Develop and communicate ideas through 
discussion, prototypes, annotated sketches, 

exploded drawings and drawings from different 

views (where appropriate) 

• Develop a simple design specification to guide their 
thinking. 

• Develop a simple design specification to guide the 

development of their ideas and products, taking 
account of constraints including time, resources 

and cost. 
 

 

 

 

• Formulate a clear plan, including a step-by-step list 
of what needs to be done and lists of resources 

(tools, equipment, materials) to be used (if 
appropriate, allocate tasks within a team) 

• Competently select from and use appropriate tools 

to accurately measure, mark out, cut, shape and 

join construction materials to make frameworks.  

• Use finishing and decorative techniques suitable for 
the product they are designing and making. 

• Select from and use a range of tools and 

equipment to make products that that are 
accurately assembled and well finished. 

• Work within the constraints of time, resources and 

cost. 

• Create and modify a computer control program to 
enable an electrical product to work automatically 

in response to changes in the environment. 

• Research key events and individuals relevant to frame 
structures. 

• Investigate and evaluate a range of existing frame 

structures. 

• Investigate famous manufacturing and engineering 
companies relevant to the project. 

• Critically evaluate their products against their design 

specification, intended user and purpose, 

identifying strengths and areas for development, 
and carrying out appropriate tests. 

• Consider the views of others to improve their work. 

 
 

 

 

COOKING STRAND   

DESIGN MAKE  EVALUATE 

• Generate innovative ideas through research and 

discussion with peers and adults to develop a design 

brief and criteria for a design specification. 

• Explore a range of initial ideas, and make design 
decisions to develop a final product linked to user and 

purpose. 

• Use words, annotated sketches and information and 

communication technology as appropriate to develop 
and communicate ideas. 

 

• Write a step-by-step recipe, including a list of 

ingredients, equipment and utensils 

• Select and use appropriate utensils and equipment 

accurately to measure and combine appropriate 
ingredients. 

• Make, decorate and present the food product 

appropriately for the intended user and purpose. 

 

• Carry out sensory evaluations of a range of relevant 

products and ingredients. Record the evaluations 

using e.g. tables/graphs/charts such as star diagrams. 

• Evaluate the final product with reference back to the 
design brief and design specification, taking into 

account the views of others when identifying 

improvements. 

• Understand how key chefs have influenced eating 
habits to promote varied and healthy diets. 

 
 

 



 

 
 

DESIGN AND TECHNOLOGY  
BLOCK 1 

 (3 weeks) 
 

DESIGN AND TECHNOLOGY 
BLOCK 2 

 (3 weeks) 
 

COOKING AND 
NUTRITION 

COMPUTING and 

MONITORING/CONTR
OL 

UNIT CAMS 
(MECHANICAL STRUCTURES) 

 
 

FRAME STRUCTURES 
(STRUCTURES) 

 
 

SAVOURY SCONES Lego WeDo  
Spring 1 (1 day) 

Summer 2 (1 day) 

 
PROJECT Design, make and evaluate a toy that uses a 

CAM mechanism for Y1 children based on their 
favourite stories.  

Design, make and evaluate a small- scale play 

tent for Nursery age children.  

 

Design, make and 

evaluate a savoury 
scone for their family. 

Prevent Flooding 
 

Moon Base 

 
CONCEPTS Audience 

Purpose 

Functionality 
 

 

 
 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

VOCABULARY mechanical system 
cam 
crank  
rotary motion 
linear motion 

 

frame structure 
stability 
triangulation 
permanent 
temporary 

scone 
spice 
savoury 
sweet 
texture 

 

 



NATIONAL 
CURRICULUM 

OBJECTIVES 

When designing and making, pupils should be taught to: 

 
Design: 

• 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. 
 

• Generate, develop, model and communicate their ideas through discussion, annotated 

sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and 

computer-aided design. 

 

Make: 
• Select from and use a wider range of tools and equipment to perform practical tasks [for 

example, cutting, shaping, joining and finishing], accurately  
 

• Select from and use a wider range of materials and components, including construction 

materials, textiles and ingredients, according to their functional properties and aesthetic 
qualities  

 

Evaluate: 
• Investigate and analyse a range of existing products. 

 

• Evaluate their ideas and products against their own design criteria and consider the 
views of others to improve their work. 

 

• Understand how key events and individuals in design and technology have helped shape 

the world. 

 
 

 
 

 

 
 

 
 

 

 

 

Pupils should be 

taught to:  
 

• Understand and 

apply the principles 
of a healthy and 

varied diet 

• Prepare and cook a 

variety of 
predominantly 

savoury dishes using 
a range of cooking 

techniques 

• Understand 

seasonality, and 

know where and 

how a variety of 
ingredients are 

grown, reared, 
caught and 

processed. 

Pupils should be 

taught to: 
 

• Create and modify a 

computer control 
program to enable an 

electrical product to 

work automatically in 
response to changes 

in the environment. 
• Design, write and debug 

programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; 
(Computing) 

• Use sequence, selection, 
and repetition in programs; 
work with variables and 
various forms of input and 
output 
(Computing) 

• Use logical reasoning to 
explain how some simple 
algorithms work and to 
detect and correct errors in 
algorithms and programs 
(Computing) 

 

 



 

T
E

C
H

N
I
C

A
L
  
K

N
O

W
L
E

D
G

E
 

 

Technical knowledge and understanding 

 

• Understand that mechanical systems have an 
input, process and an output. 

• Understand how cams can be used to produce 

different types of movement and change the 
direction of movement. 

• Know and use technical vocabulary relevant to 

the project. 
 

 

Technical knowledge and understanding 

 

• Understand how to strengthen, stiffen and 
reinforce 3-D frameworks. 

• Know and use technical vocabulary relevant to 
the project. 

 

 

Technical knowledge 

and understanding 

 

• Know how to use 

utensils and 
equipment including 

heat sources to 

prepare and cook 
food. 

• Understand about 
seasonality in 

relation to food 
products and the 

source of different 

food products. 
• Know and use 

relevant technical 
and sensory 

vocabulary. 

 

Technical knowledge 

and understanding 
 

•  Know how to follow a 

set  of visual 
instructions on Lego 

WeDo  2.0 

•  Develop and use the 

Lego components to 
then connect to the 

Smart hub and 
program using Lego 

WeDo 

• Take a picture with the 
capture tool 

• Use video tool 

•  Know and use 

technical vocabulary 

relevant to the project. 
 

 

 

 

 

 

 

 

 

 

 

 

 



YEAR 6 
 

DESIGN AND TECHNOLOGY SKILLS (taught throughout the year) 
DESIGN MAKE  EVALUATE 

• Use research to develop a design specification for a 

functional product that responds automatically to 
changes in the environment. Take account of 

constraints including time, resources and cost.   

• Generate innovative ideas by carrying out research 

including surveys, interviews and questionnaires 
and clarifying these through discussion. 

• Communicate ideas through annotated sketches, 
pictorial representations of electrical circuits or 

circuit diagrams.   
• Develop, model and communicate ideas through 

talking, drawing, templates, mock-ups and 

prototypes and, where appropriate, computer-aided 
design. 

• Design purposeful, functional, appealing products 
for the intended user that are fit for purpose based 

on a simple design specification. 

 

 

• Formulate a step-by-step plan to guide making, 
listing tools, equipment, materials and components. 

If appropriate, allocate tasks within a team.  
• Competently select and accurately assemble 

materials, and securely connect electrical 

components to produce a reliable, functional 
product. 

• Create and modify a computer control program to 
enable an electrical product to work automatically 

in response to changes in the environment. 
• Select from and use a range of tools and 

equipment to make products that are accurately 

assembled and well finished. Work within the 
constraints of time, resources and cost. 

 

 
 

• Continually evaluate and modify the working 
features of the product to match the initial design 

specification.  

• Test the system to demonstrate its effectiveness 
for the intended user and purpose. 

• Investigate famous inventors who developed 

ground-breaking electrical systems and 

components. 

• Investigate and analyse textile products linked to 
their final product. 

• Compare the final product to the original design 

specification. 

• Test products with intended user and critically 
evaluate the quality of the design, manufacture, 

functionality and fitness for purpose. 

• Consider the views of others to improve their work. 
 

 

COOKING STRAND 

DESIGN MAKE  EVALUATE 

• Generate innovative ideas through research and 

discussion with peers and adults to develop a 
design brief and criteria for a design specification. 

• Explore a range of initial ideas, and make design 

decisions to develop a final product linked to user 

and purpose. 
• Use words, annotated sketches and information 

and communication technology as appropriate to 

develop and communicate ideas. 
 

• Write a step-by-step recipe, including a list of 

ingredients, equipment and utensils 

• Select and use appropriate utensils and equipment 
accurately to measure and combine appropriate 

ingredients. 

• Make, decorate and present the food product 
appropriately for the intended user and purpose. 

 

• Carry out sensory evaluations of a range of 

relevant products and ingredients. Record the 
evaluations using e.g. tables/graphs/charts such as 

star diagrams. 

• Evaluate the final product with reference back to 

the design brief and design specification, taking 
into account the views of others when identifying 

improvements. 

• Understand how key chefs have influenced eating 
habits to promote varied and healthy diets. 

 

 



 

DESIGN AND TECHNOLOGY BLOCK 
1 

 (3 weeks) 
 

DESIGN AND TECHNOLOGY BLOCK 
2 

 (3 weeks) 
 

COOKING AND 
NUTRITION 

COMPUTING and 

MONITORING/CONTR
OL 

UNIT MORE COMPLEX SWITCHES AND 
CIRCUITS 

(ELECTRICAL SYSTEMS) 
 

COMBINING DIFFERENT FABRIC 
SHAPES 

(TEXTILES) 
 
 

SAVOURY 
BISCUITS 

Lego WeDo  
Spring 1 (1 day) 

Summer 2 (1 day) 

 

PROJECT 
 

Design, make and evaluate a steady-hand 
electrical game for Y4 children  

Design, make and evaluate a soft toy for their 
Reception buddy. 

 

(link Do Not Enter Monster Zoo) 

Design, make and 
evaluate a savoury 

biscuit for an afternoon 

tea 

Volcano Alert 
 

Grabbing Objects 

CONCEPTS Audience 
Purpose 

Functionality 

 
 

 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

Audience 
Purpose 

Functionality 

VOCABULARY connection  
fault 
monitor and control system 
input devices 
output devices 

 

pattern pieces 
seam allowance 
right side 
wrong side 
wadding 

texture 
savoury 
aesthetic 
piquant/piquancy 

 

 



NATIONAL 

CURRICULUM 
OBJECTIVES 

When designing and making, pupils should be taught to: 

 
Design: 

• 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 

• Generate, develop, model and communicate their ideas through discussion, annotated 
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-

aided design  

 

Make: 
• Select from and use a wider range of tools and equipment to perform practical tasks [for 

example, cutting, shaping, joining and finishing], accurately  

 

• Select from and use a wider range of materials and components, including construction 
materials, textiles and ingredients, according to their functional properties and aesthetic 

qualities  

 

Evaluate: 
• Investigate and analyse a range of existing products. 

• Evaluate their ideas and products against their own design criteria and consider the views of 

others to improve their work. 

• Understand how key events and individuals in design and technology have helped shape the 

world. 

 

 
 

 

 

Pupils should be 

taught to:  
 

• Understand and 

apply the principles 
of a healthy and 

varied diet 

• Prepare and cook a 

variety of 
predominantly 

savoury dishes 
using a range of 

cooking techniques  

• Understand 

seasonality, and 

know where and 

how a variety of 
ingredients are 

grown, reared, 
caught and 

processed. 

Pupils should be 

taught to: 
 

• Create and modify a 

computer control 
program to enable an 

electrical product to 

work automatically in 
response to changes 

in the environment. 
• Design, write and debug 

programs that accomplish 
specific goals, including 
controlling or simulating 
physical systems; 
(Computing) 

• Use sequence, selection, 
and repetition in programs; 
work with variables and 
various forms of input and 
output 
(Computing) 

• Use logical reasoning to 
explain how some simple 
algorithms work and to 
detect and correct errors in 
algorithms and programs 
(Computing) 

 

 



T
E

C
H

N
I
C

A
L
  
K

N
O

W
L
E

D
G

E
 

 

• Understand and use electrical systems in their 

products. 

• Apply their understanding of computing to 
program, monitor and control their products. 

• Know and use technical vocabulary relevant to 

the project. 
 

Technical knowledge and understanding 

 

• A 3-D textile product can be made from a 

combination of accurately made pattern pieces, 
fabric shapes and different fabrics.  

• Fabrics can be strengthened, stiffened and 

reinforced where appropriate. 

• Know and use technical vocabulary relevant to 

the project. 
 

 

Technical knowledge 

and understanding 

 

• Know how to use 
utensils and equipment 
including heat sources 
to prepare and cook 
food. 

 

• Understand about 

seasonality in relation to 
food products and the 
source of different food 
products. 

 

• Know and use relevant 

technical and sensory 
vocabulary. 

 

Technical knowledge 

and understanding 
 

•  Know how to follow a 

set  of visual 
instructions on Lego 

WeDo  2.0 

•  Develop and use the 

Lego components to 
then connect to the 

Smart hub and 
program using Lego 

WeDo 

• Take a picture with the 
capture tool 

• Use video tool 

•  Know and use 

technical vocabulary 

relevant to the project. 
 

 


