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Purpose of study  
 
Design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products that solve real and relevant 
problems within a variety of contexts, considering their own and others’ needs, wants and values. They acquire a broad range of subject knowledge and draw on 
disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable 
citizens. Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider world. High-
quality design and technology education makes an essential contribution to the creativity, culture, wealth and well-being of the nation.  
 

Aims  
 
Our curriculum for design and technology aims to ensure that all pupils:  

 

• develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological 
world  

• build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and products for a wide range of users  

• critique, evaluate and test their ideas and products and the work of others  

• understand and apply the principles of nutrition and learn how to cook.  
 

The study of design and technology will help our children to express their ideas in a creative way. They will gain a comprehensive range of techniques which are 

sequentially built upon to enable them to show their ideas using a wide range of materials and styles. Research suggests DT is one of primary-aged children’s favourite 

subjects. Projects on a Page maximises their enjoyment by providing scope for teachers to meet children’s needs and interests through creative and motivating projects 

within a range of contexts Children will develop and build their knowledge in five key areas: 

 

Food  

Mechanisms & Mechanical 

Structures  

Structures  

Textiles  

Electrical Systems  
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Projects on a Page is based on the six essentials of good practice in D&T. They are consistent with the National Curriculum requirements and should be applied 

whenever children are designing and making products: 

 

• User – 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 way to be successful. Products often combine aesthetic qualities with functional 

characteristics. In D&T, it is insufficient for children to design and make products which are purely aesthetic. 

• Design Decisions – when designing and making, children need opportunities to make informed decisions such as selecting materials, components and 

techniques and deciding what form the products will take, how they will work, what task they will perform and who they are for. 

• Innovation – when designing and making, children need some scope to be original with their thinking. Projects that encourage innovation lead to a range of 

design ideas and products being developed, characterised by engaging, open-ended starting points for children's learning. 

• Authenticity – children should design and make products that are believable, real and meaningful to themselves i.e. not replicas or reproductions or models 

which do not provide opportunities for children to make design decisions with clear users and purposes in mind. 

 
 
 
Knowledge in Design Technology: 
 
Substantive knowledge concerns the key facts, concepts, principles and explanatory frameworks in a subject. Disciplinary knowledge is needed in order to think, 
process and understand with the subject.  
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Breadth of Study – Example 

Electrical Systems is not covered in this example as it has been covered in the Science curriculum: 

 

 

Year Group Unit 1 Unit 2 

Year 1 Structures – Freestanding structures Textiles – Templates and Joining Techniques 

Year 2 Mechanics - sliders & Levers Food – Preparing food & Vegetables 

Year 3 Structures – Shell structures Textiles – 2D shape & 3D project 

Year 4 Mechanics – Levers & Linkages Food – Healthy & Varied Diet 

Year 5 Structures - Frame structures Textiles – Combining different fabric shapes 

Year 6 Mechanics – Pulleys & gears Food – Celebrating Culture & Seasonality 
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Year 1: Unit 1 - Freestanding structures - Structures  

Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 – Explore our local park – analyse what is there.  How good are the facilities?  Compare 
to pictures of other local parks.  What do you like? What is missing?  How important is colour in 
the park? Should we use natural or manmade materials?  

Lesson 2 – Identify the components, materials and features of playground equipment. Children 
to discuss the individual pieces of different playground equipment and the materials used to 
make it. Choose two different pieces of equipment to draw, label and describe.  

Lesson 3 - Identify different ways of joining and strengthening materials to create pieces of 
playground equipment. Explore how different playground equipment is made and the safety 
aspects involved with them. Experiment with different materials to make different models of 
playground equipment, checking the strength and sturdiness of them.   
Lesson 4 – Design a new piece of playground equipment for the park. Think about the 
materials needed to build it.  
Lesson 5 - Follow designs to make designed piece of playground equipment. Think about how 
to work safely and carefully within the classroom.  

Lesson 6 - Share and demonstrate how piece of playground equipment works. Evaluate model 
against design criteria. 

• Experience of using 
construction kits to build walls, 
towers and frameworks.   

• Experience of using basic tools 

e.g. scissors or hole punches 

with construction materials e.g. 

plastic, card.  Experience of 

different methods of joining 

card and paper.   
  

Freestanding structure – a structure that stands on its own 
foundation or base without attachment to anything  else.  
Frame structure - a structure made from thin components 
E.g. Tent frame.  
Shell structure – a hollow structure with a thin outer 
covering.   
Stability - in relation to a freestanding structure, the extent to 
which it is likely to fall over if a force is applied.   
Buttress – a structure added to a wall, tower or framework to 
make it more stable and/or reinforce it.   
Brick bonding – arranging bricks in a wall to improve the 
performance of the structure or improve its appearance.  
Mock-up – 3-D representation of a product.   

Knowledge 

Design  Make  Evaluate  Technical Knowledge  

• Knows the importance of clear design criteria   

• Knows how to include individual preferences and 
requirements in a design   

• Knows how to show ideas using sketching and 
modelling  

• Knows about different structures found in the 
natural and manmade world 

• Knows how to make stable structures from card, 
tape and glue   

• Knows how to follow instructions to cut and 
assemble the supporting structure of a piece of 
playground equipment  

• Knows how to make a structure according to 
design criteria   

• Knows how to create joints and structures from 
paper/card and tape 

• Know how to evaluate a design according to the 
design criteria, testing whether the structure is 
strong and stable and altering it if it isn’t  

• Know how to suggest points for improvements   

• Know the features of structures  

• Know how to compare the stability of different 
shapes   

• Know how to test the strength of structures  

• Know how to identify the weakest part of a 
structure   

• Know how to evaluate the strength, stiffness and 
stability of own structure 

• Know how to describe the purpose of 
structures 

• Know that the shape of materials can be 
changed to improve the strength and 
stiffness of structures   

• Know that that axles are used in structures 
and mechanisms to make parts turn in a 
circle   

• Know that shapes and structures with wide, 
flat bases or legs are the most stable   

• Know that the shape of a structure affects its 
strength   

• Know the vocabulary: strength, stiffness and 
stability   

• Know that materials can be manipulated to 
improve strength and stiffness   
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Year 1: Unit 2 -   Templates and Joining Techniques - Textiles  

 Prior Learning Vocabulary  
Lesson 1 – Investigate different existing bags, draw, identify and label materials, joining 
and finishing techniques. Discuss suitability for different purposes. Look at famous handbag 
designers.  What makes them popular? Useful? Durable?  
Lesson 2 and 3 – Demonstrate how to use a template to mark out, tape and cut out a 
shape to create 2 identical pieces. Ch to practice. Demonstrate how to join fabric in 
different ways: running stitch, stapling and gluing. Ch to practice different techniques. 
Investigate different ways of finishing product to ensure it is appealing.   
Lesson 4 –Introduce design criteria. Children to plan, draw and label their bag design. 
Identify the steps they need to make their final design.   
Lesson 5 - Follow designs to make their bag. Think about how to work safely and carefully 
within the classroom.  
Lesson 6 - Share their final design with each other. Evaluate their bag against the design 
criteria. 

• Thought about the user and 

purpose of products.   
•  Explored and used different 

fabrics.   
• Cut and joined fabrics with 

simple techniques.   

Applique - to attach a decorative fabric item 
onto another piece of fabric by gluing and/or 
sewing.  Design - to generate, develop and 
communicate ideas for a product.   
Embroider – to decorate fabric with stitches.   
Evaluate - to judge how a product meets chosen criteria. Fray - 
to unravel or become worn at the edge.   
Glove puppet – a glove puppet fits over the hand, and the fingers 
operate its head and arms.   
Mock-up – a model which allows children to try out ideas using 
cheaper materials and temporary joints.   
Seam - a row of stitches joining two pieces of fabric.   
Sew - to join pieces of fabric with stitches.   
Template – a shape drawn to assist in cutting out shapes.  

Knowledge 

Design  Make  Evaluate  Technical Knowledge  
• Knows how to use a template to design a bag 

• Knows how to design a simple pouch 

• Knows how to cut fabric neatly with scissors    

• Knows joining methods to decorate a bag  
• Knows how to decorate a pouch using fabric glue 

or running stitch 

• Know how to reflect on a finished product, 
explaining likes and dislikes   

• Know how to evaluate the quality of the stitching 
on others’ work   

• Know how to identify aspects of their peers’ work 
that they particularly like and explain why 

• Know different ways in which to join fabrics 
together: pinning, stapling, gluing   

• Know benefits of techniques   

• Know how to thread a needle 

• Know running stitch, is evenly spaced, neat, 
even stitches to join fabric 
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 Year 2 - Unit 1 – Sliders and levers - Mechanics  

Lesson Sequence Prior Learning Vocabulary  

Lesson 1 – Investigate wheels by walking around the school building and grounds, 
recording how wheels and axles are used in daily life. Explore and evaluate a range 
of wheeled products such as toys and everyday objects. Discuss suitability for 
different purposes.  What makes them popular? Useful? Durable?  
Lesson 2 – Draw an example of a wheeled product, stating the user and purpose, 
and labelling the main parts e.g. body, chassis, wheels, axles and axle holders 
Lesson 3 – Demonstrate to children how wheels and axles may be assembled as 
either fixed axles or free axles.  Children need to practice making prototypes of 
axels and wheels  
Lesson 4 –Introduce design criteria relating to a book character. Children to plan, 
draw and label their vehicle design. Identify the steps they need to make their final 
design.   
Lesson 5 - Follow designs to make their vehicle. Think about how to work safely 
and carefully within the classroom.  
Lesson 6 - Share their final design with each other. Evaluate their vehicle against 
the design criteria. 

• Gained some experience of 
designing, making and evaluating 
products for a specified user and 
purpose.   

• Developed some cutting, joining and 

finishing skills with card.  Assembled 

vehicles with moving wheels using 

construction kits.   
• Explored moving vehicles through 

play.   

Axle- a rod on which one or more wheels can rotate, either 
freely or be fixed to and turn with the axle.   
Axleholder – the component through which an axle fits and 
rotates.   
Chassis – the frame or base on which a vehicle is built.   
Friction - resistance which is encountered when two things rub 
together.   
Dowel – wooden rods used for making axles to hold wheels.   

Knowledge  

Design  Make  Evaluate  Technical Knowledge  
• Knows how to adapt mechanisms, using guides 

to control the movement  

• Knows how to design a moving story book for a 
given audience   

• Knows how to design a vehicle that includes 
wheels, axles and axle holders, which will allow 
the wheels to move  

• Knows how to create clearly labelled drawings 
which illustrate movement   

• Knows how to create design criteria for a 
project/task  

• Knows how to select appropriate materials 
based on their properties 

• Know how to follow a design to create a moving 
model using leavers and sliders  

• Know how to simply adapt mechanisms  

• Know how to use linkages using card for levers 
and split pins for pivots  

• Know how to follow a design plan  

• Know how to select materials according to their 
characteristics   

• Know how to test a finished product seeing if it 
moves as planned  

• Know how to explain how to fix a product that is 
not working  

• Know how to review the success of a product  
• Know how to test mechanisms  

• Know how to give and receive per feedback and 
act on it adapting product  

• Know that levers and sliders are 
mechanisms and can make things move  

• Know the vocabulary up, down, left, right, 
vertical and horizontal to describe 
movement  

• Know what mechanisms makes a toy move 
forward  

• Know that a wheel needs an axel to move  
• Know a mechanism is a collection of moving 

parts that work together and have input and 
output  

• Know a lever turns on a pivot  

• Know a linkage is a system of levers that are 
connected by pivots  
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Year 2 - Unit 2 -   Preparing food and vegetables – Food and Nutrition  

Sequence of Lessons Prior Learning Vocabulary  
Lesson 1 – Evaluate existing products.  Children to handle, smell and taste fruit and 
vegetables in order to describe them through talking and drawing.  evaluate existing products 
to determine what the children like best; provide opportunities for the children to investigate 
preferences of their intended users/suitability for intended purposes  
Lesson 2 – Discuss basic food hygiene practices when handling food including the 
importance of following instructions to control risk e.g. What should we do before we work 
with food? Why is following instructions important? Discuss healthy eating advice, including 
eating more fruit and vegetables; using The eat well plate model talk about the importance of 
fruit and vegetables in our balanced diet  
Lesson 3 –Demonstrate how to use simple utensils and provide opportunities for the 
children to practise food-processing skills such as washing, grating, peeling, slicing, squeezing 
e.g. Do we eat the whole fruit? Why or why not? Which parts do we eat? What might we 
have to do before eating this? Why do we cut, grate, peel and slice in this way? Discuss 
different effects achieved by different processes. 
Lesson 4 – Set a context for designing and making which is authentic and meaningful – 
maybe creating kebabs for parents to enjoy?  Introduce a design criterion that can be used to 
guide the development and evaluation of children’s products 
Lesson 5 – Children to then draw and label products e.g. planned kebabs; ask the children to 
think about what they will need and make a list 
Lesson 6 – Children create their fruit kebabs and then will evaluate their work. 

• Experience of common fruit 
and vegetables, undertaking 
sensory activities i.e. 
appearance taste and smell. 

• Experience of cutting soft fruit 
and vegetables using 
appropriate utensils.   

Fruit - plant or tree’s edible seed with envelope.   
Vegetable – plant used for food.   
Nutrients - all the things in food that the body needs to remain 
healthy.   
Pith – the soft white lining inside fruit such as oranges.   
Salad - a cold dish of fresh and/or cooked vegetables or fruit.   
Sensory Evaluation - subjective testing of foods where senses 
are used to evaluate qualities such as appearance, smell, taste, 
texture (mouth feel).   
Kebab – cooked and/or fresh ingredients on a skewer.   

Knowledge  
Design  Make  Evaluate  Technical Knowledge  

• Know which healthy food combinations which 
work well together 

• Identifying if a food is a fruit or a vegetable   

• Know where and how some fruits and 
vegetables grow   

• Know how to peel, chop and slice fruit and 
vegetables safely using the bridge or claw grip   

• Know how to describe appearance, smell and 
taste of some fruits and vegetables  

• Know what information might be included on 
packaging for a smoothie  

• Know the taste of common fruits and vegetables 

• Know which grip was most effective when peeling, 
chopping and slicing 

• Know the difference between fruits and 
vegetables   

• Know how to describe and group fruits and 
vegetables by texture and taste  

• Know what makes a balanced diet    

• Know where to find the nutritional 
information on packaging  

• Know the five food groups 
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Year 3 - Unit 1 – Shell structures – Freestanding structures  

Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 - What is packaging?  To understand the different types of packaging.   
Children to look at a range of different products and how those products have different 
packaging.  
Lesson 2 - Evaluate different products packaging.   Is it safe? Beautiful? Strong?  
Lesson 3 - Introduce the design brief – To design a new package for Christmas 
Chocolates.  Look at Chocolate packaging specifically.   Explain the importance of 
packaging for food items   
Lesson 4 - Designing different packaging ideas and testing prototypes.  Discuss and 
evaluate their effectiveness.   
Lesson 5 - Draw a final design and label.  What materials and tools will you need to 
create your package?    
Lesson 6 - Finish creating final product and evaluate it.   

• Experience of using 

different joining, 

cutting and finishing 

techniques with 

paper and card.   
• A basic understanding 

of 2-D and 3-D shapes 

in mathematics and 

the physical 

properties and 

everyday uses of 

materials in science.   

Cuboid - a solid body with rectangular sides.   
Edge - where two surfaces meet at an angle.   
Face - a surface of a geometric shape.   
Font- a printer’s term meaning the style of lettering being used.   
Net - the flat or opened - out shape of an object such as a box.   
Prism - a solid geometric shape with ends that are similar, equal and parallel    
Scoring - cutting a line or mark into sheet material to make it easier to fold.   
Shell Structure – a hollow structure with a thin outer covering.   
Vertex – used to refer to the corners of a solid geometric shape, where edges 
meet.   

Knowledge  

Design  Make  Evaluate  Technical Knowledge  
• Knows how to design suitable packaging for 

products with key features to appeal to a specific 
person/ purpose   

• Knows how to draw and label a design using 2D 
shapes 

• Knows the 3D shapes that will create the features  
• Knows how to design a frame structure designed 

to support weight 

• Know how to construct a range of 3D geometric 
shapes using nets   

• Know there are special features for individual 
designs   

• Know how to create a range of different shaped 
frame structures  

• Know how to make a variety of free-standing 
frame structures of different shapes  

• Know how to select appropriate materials to build 
a strong structure and for the cladding  

• Know how to reinforce corners to strengthen a 
structure  

• Know how to create a design in accordance with a 
plan   

• Know how to evaluate own work and the work of others 
based on the aesthetic of the finished product and in 
comparison to the original design  

• Know how to suggest points for modification of the 
individual designs  

• Know how to evaluate structures made by the class   
• Know what characteristics of a design and construction 

make it the most effective   

• Know how to identify effective and ineffective designs 

• Know suitable materials to be selected 
and used for food packaging 
considering weight, compression, 
tension   

• Know wide and flat based objects are 
more stable   

• Know the terminology of strut, tie, 
span, beam    

• Know the difference between frame 
and shell structure  

• Know how to identify effective and 
ineffective designs 
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Year 3 - Unit 2 -   2D shape to a 3D project – Textiles  

Sequence of Lessons Prior Learning Vocabulary  
Lesson 1 – Investigate a range of textile products that have a selection of stitches, joins, fabrics, 
finishing techniques, fastenings, and purposes.  Think about products from the past and what 
changes have been made in textile production and products e.g., the invention of zips and Velcro. 

Lesson 2 – Demonstrate a range of stitching techniques and allow children to practise sewing two 
small pieces of fabric together, demonstrating the use of, and need for, seam allowances.  
Introduce patterns in textiles and how to cut out a pattern template to use.  
Lesson 3 – Children to create a design brief, supported by the teacher, set within a context which 
is authentic and meaningful. Discuss the intended user, purpose and appeal of their product. 
Create a set of design criteria. Ask children to sketch and annotate a range of possible ideas, 
constantly encouraging creative thinking. Produce mock-ups and prototypes of their chosen 
product. 

Lesson 4 –Plan the main stages of making e.g., using a flowchart or storyboard. Look at different 
fabrics and plan their final design.  Label and annotate the design with useful information.  
Lesson 5 - Follow designs to make their purse. Think about how to work safely and carefully within 
the classroom.  

Lesson 6 - Share their final design with each other. Evaluate their purse against the design criteria. 

• Have evaluated a 

range of textile 

products.   
•  Have joined fabric in 

simple ways by gluing 
and stitching.   

• Have used simple 
patterns and 
templates for 
marking out.   

Appliqué – means ‘applied’ - describes method of stitching/gluing 
patches onto fabric (originally to mend holes in worn clothes) to provide 
decoration.   
Pattern/Template - a shape drawn to exact shape and size and used to 
assist cutting out.   
Seam - a line of stitching that joins pieces of fabrics together.   
Seam Allowance- extra fabric allowed for joining together - usually 
1.5cm.   
Prototype – a model that is made to test whether a design will work.   
Aesthetics - the way in which the product looks with the nature and 
expression of beauty.   

Knowledge  
Design  Make  Evaluate  Technical Knowledge  

• Knows how to design and make a template from an 
existing product and applying individual design 
criteria   

• Knows how to write design criteria for a product, 
articulating decisions made   

• Know how to follow design criteria    

• Know how to select and cut fabrics using fabric 
scissors  

• Know hot to cross stitch to join fabric  

• Know how to make and test a paper template   

• Know how to measure, mark, and cut fabric  

• Know stitch styles to join fabric, working neatly 
sewing small, neat stitches   

• Know how to incorporate fastening to a design 

• Know how to evaluate an end product and think of 
other ways in which to create similar items   

• Know how to test and evaluate an end product against 
the original design criteria   

• Know how many of the criteria should be met for the 
product to be considered successful   

• Know how to suggest modifications for improvement 

• Know how to thread needles with 
greater independence   

• Know how to tie knots with greater 
independence   

• Know how to cross stitch and appliqué   
• Know the need to count the thread on a 

piece of even weave fabric in each 
direction to create uniform size and 
appearance  

• Know that fabrics can be layered for 
affect   

• Know that there are different types of 
fastenings and what they are and the 
benefits and disadvantages of different 
fastening types 

 

 

 

 



Monksmoor Park Design & Technology Curriculum 
 

 



Monksmoor Park Design & Technology Curriculum 
 
 

Year 4 - Unit 1 – Levers and linkages - Mechanics  

Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 - To look at levers in different settings like pop up books, cards etc. Children 
investigate, analyse and evaluate books and, where available, other products which have a 
range of lever and linkage mechanisms.  
Lesson 2 – Introduce a design a design brief with the children for a toy. Discuss with children 
the purpose of the product and who the products will be for. Children to generate a range of 
ideas using their ideas from research of existing products  
Lesson 3 - Draw a final design and label.  What materials and tools will you need to create 
your package?    
Lesson 4 - Create a prototype using different lever and linkage mechanisms.  Allow the 
children a chance to make a prototype of their designs  
Lesson 5 - Practical session continuing prototype making of levers and linkages.  Focus on 
the correct and accurate use of measuring, marking out, cutting, joining and finishing skills 
and techniques.   
Lesson 6-  Finish creating final product and evaluate it.   

• Explored and used 

mechanisms such as 

flaps, sliders and 

simple levers.   
• Gained experience of 

basic cutting, joining 

and finishing 

techniques with paper 

and card.   

Mechanism -a device used to create movement in a product.   
Lever-a rigid bar which moves around a pivot. Levers are used in many 
everyday products.      
Linkage – the card strips joining one or more levers to produce the type 
of movement required. The term ‘linkage’ is also used to describe the 
lever and linkage mechanism.   
Slot – the hole through which a lever is placed to enable part of a picture to 
move.   
Guide or bridge - a short card strip used to keep lever and linkage 
mechanisms in place and control movement.   
Loose pivot – a paper fastener that joins card strips together.   
Fixed pivot – a paper fastener that joins card strips to the backing card.   
System – a set of related parts or components used to create an outcome. 
Systems have an input, process and an output.  In a lever and linkage 
mechanism, the ‘input movement’ is where the user pushes or pulls a card 
strip. The ‘output movement’ is where one or more parts of the picture 
move.   

Knowledge  

Design  Make  Evaluate  Technical Knowledge  
• Know how to design a toy which uses a pneumatic 

system   

• Know how to develop design criteria from a design 
brief   

• Knows how to generate ideas using sketches and 
diagrams   

• Know that different types of drawings are used in 
design to explain ideas clearly  

• Know how to design a shape that reduces air 
resistance   

•    

• Know how to use a pneumatic system to create a 
desired motion   

• Know how to build secure housing for a 
pneumatic system   

• Know how to use syringes and balloons to create 
different types of pneumatic systems to make a 
functional and appealing pneumatic toy   

• Know how to select materials due to their 
functional and aesthetic characteristics   

• Know how to manipulate materials to create 
different effects by cutting, creasing, folding, 
weaving   

• Know how to measure, marking, cutting and 
assembling with increasing accuracy   

• Know how to use the views of others to improve 
designs   

• Know how to use testing to modify the outcome, 
suggesting improvements   

• Know how to evaluate the speed of a final product 
based on: the effect of shape on speed and the 
accuracy of workmanship on performance 

• Know how pneumatic systems work   

• Know that mechanisms are a system of 
parts that work together to create motion   

• Know that pneumatic systems can be used 
as part of a mechanism    

• Know that pneumatic systems force air 
over a distance to create movement   

• Know that products change and evolve 
over time   

• Know that all moving things have kinetic 
energy   

• Know that kinetic energy is the energy that 
something (object person) has by being in 
motion 

 

 

 

 



Monksmoor Park Design & Technology Curriculum 
 

 



Monksmoor Park Design & Technology Curriculum 
 
 

Year 4 - Unit 2 -   Healthy and varied diet – Food and Nutrition  

Sequence of Lessons Prior Learning Vocabulary  
Lesson 1 Investigating food products for taste, smell, appearance and 
texture.    
Lesson 2 Research food from farm to fork.  What is food hygiene and why 
is it important? 
Lesson 3 Introduce the design brief  
Lesson 4 Food preparation techniques 
Lesson 5 Draw a final design and label.  Decide on final design. 
Lesson 6 – Make their final design.  Present it and eat it. Share their final 
design with each other. Evaluate their food against the design criteria. 

• Know some ways to prepare 
ingredients safely and hygienically.   

• Have some basic knowledge and 

understanding about healthy eating 

and The eatwell plate.  Have used 

some equipment and utensils and 

prepared and combined ingredients to 

make a product.   

Appearance - how the food looks to the eye.   
Texture - how the product feels in the mouth.   
Sensory evaluation - evaluating food products in terms of the taste, smell, 
texture and appearance.   
Preference test - trying different foods and deciding which you like best.   
Strawberry huller - tool to remove the stalk and leaves from a strawberry.   
Processed food - ingredients that have been changed in some way to enable 
them to be eaten or used in food preparation and cooking.   

Knowledge  
Design  Make  Evaluate  Technical Knowledge  

• Knows how to design a biscuit within a given 
budget, drawing upon previous taste testing and 
considering the taste, texture, smell and 
appearance 

• Know how to prepare themselves and a 
workspace to cook safely in  

• Know the basic rules to avoid food contamination   

• Knowhow to follow the instructions within a 
recipe   

• Know how to follow basic hygiene rules  

• Know simple ways to adapt a recipe 

• Know simple design criteria to help test and 
review    

• Know how to evaluate a recipe, considering: taste, 
smell, texture and appearance   

• Know the impact of the budget on the selection of 
ingredients  

 

• Know how to work with cooking equipment 
safely and hygienically   

• Know how to use, store and clean a knife 
safely    

• Know the impact of the cost and 
importance of budgeting while planning 
ingredients for biscuits   
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Year 5 - Unit 1 –Frame structures – Freestanding structures  

Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 - Investigate and make annotated drawings of a range of portable and permanent frame 
structures, e.g. tents, bus shelters, umbrellas. Children research key events and individuals related to their 
study of frame structures - Stephen Sauvestre – a designer of the Eiffel Tower and Thomas Farnolls Pritchard 
– designer of the Iron Bridge.  
Lesson 2 - Construct 2-D frameworks prototypes out of straws/paper etc. Compare the strength of square 
frameworks with triangular frameworks. Ask the children to reinforce square frameworks using diagonals to 
help develop an understanding of using triangulation to add strength to a structure. 
Lesson 3 - Investigate how paper tubes can be made from rolling sheets of newspaper diagonally around 
pieces of wood e.g. dowel. Children to then use these tubes and masking tape or paper straws with pipe 
cleaners to build 3-D frameworks such as cubes, cuboids and pyramids. How could each of the frameworks 
be reinforced and strengthened? Evaluate against last week.   
Lesson 4-  Practical woodwork session.  Demonstrate the accurate use of tools and equipment. Develop 
skills and techniques using junior hacksaws, G-clamps, bench hooks, square section wood, card triangles and 
hand drills to construct wooden frames, as appropriate.  
Lesson 5 – Planning session - Discuss the brief of designing and making a small-scale frame structure.  
Generate ideas and drawings from previous weeks experience.  Children should then produce a detailed, 
step-by-step plan, listing tools and materials 
Lesson 6 - Create final product and evaluate it.   

• Experience of using 
measuring, marking out, 
cutting, joining, shaping 
and finishing techniques 
with construction 
materials.   

• Basic understanding of 
what structures are and 
how they can be made 
stronger, stiffer and more 
stable.   

Modelling- the process of making a 3-D representation of a structure 
or product.   
Compression –the application of pressure to squeeze an object.   
Strut - a part of a structure under compression.   
Tension-a force pulling on a material or structure.   
Tie - a part of a structure under tension.   
Diagonal- a straight line that goes from one corner to another inside a 
shape.   
Horizontal – a line that is parallel to the ground.   
Vertical- a line that is at right angles to the ground.   
Triangulation- the use of triangular shapes to strengthen a structure.   
Frame Structure – a structure made from thin components e.g. Tent 
frame.   

Knowledge  

Design  Make  Evaluate  Technical Knowledge  

• Knows how to design a stable structure that 
is able to support weight  

• Knows how to design a frame structure with 
focus on triangulation  

• Knows how to design a variety of different 
structures, considering how the structures 
will be used 

• Know how to use triangles to create truss bridges 
that span a given distance and supports a load   

• Know how to independently measure and mark 
accurately   

• Know how to select appropriate tools and 
equipment for particular tasks   

• Know the correct techniques to saw safely   

• Know where a structure needs reinforcement    

• Know how to adapt and improve own structures by identifying 
points of weakness and reinforcing them as necessary   

• Know how to suggest points for improvements for own structures 
and those designed by others   

• Know how to improve a design plan based on peer evaluation   

• Know how to test and adapt a design can improve it   

• Know what makes a stronger and 
weaker structure  

• Know different ways to reinforce 
structures   

• Know how triangles can be used to 
reinforce bridges   

• Know that structures can be 
strengthened by manipulating 
materials and shapes   

• Know the difference between man 
made and natural structures 
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Year 5 - Unit 2 -   Combining different fabric shapes – Textiles  
Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 – Investigate, analyse and evaluate a range of existing products which have been produced by combining 
fabric shapes. Investigate work by designers and their impact on fabrics and products.  Explore prominent designers.  
Lesson 2 – Investigate and analyse how existing products have been constructed. Children disassemble a product and 
evaluate what the fabric shapes look like, how the parts have been joined, how the product has been strengthen and 
stiffened, what fastenings have been used and why. Children investigate properties of textiles through investigation e.g. 
exploring insulating properties, water resistance, wear and strength of textiles. 
Lesson 3 – Develop skills of threading needles and joining textiles using a range of stitches. This activity must build 
upon children’s earlier experiences of stitches e.g. improving appearance and consistency of stitches and introducing 
new stitches. If available, demonstrate and allow children to use sewing machines to join fabric with close adult 
supervision. Develop skills of sewing textiles by joining right side together and making seams. Children should 
investigate how to sew and shape curved edges by snipping seams, how to tack or attach wadding or stiffening and 
learn how to start and finish off a row of stitches. 
Lesson 4 – Develop skills of 2-D paper pattern making using grid or tracing paper to create a 3-D mock-up of a chosen 
product. Remind/teach how to pin a pattern on to fabric ensuring limited wastage, how to leave a seam allowance and 
different cutting techniques. Planning session - Discuss the brief of designing and making a small-scale frame structure 
for a new glamping site.  Generate ideas and drawings from previous weeks experience.  Children should then produce 
a detailed, step-by-step plan, listing tools and materials.  Think about tie dye fabric, applique and embroidery 
techniques for design.  
Lesson 5 - Follow designs to make their bag. Think about how to work safely and carefully within the classroom.  
Lesson 6 - Evaluate their purse against the design criteria. 

•  Experience of 
basic stitching, 
joining textiles 
and finishing 
techniques.  

• Experience of 
making and using 
simple pattern 
pieces.   

Mock up - quick 3-D modelling using easy 
to work and cheaper materials and 
temporary joints. Useful for checking 
proportions and scale.  Pattern or 
template – a shape drawn to exact shape 

and size, used to assist in cutting out.   
Seam allowance – extra fabric allowed for joining together 
-15mm for domestic patterns.   
Specification - describes what a product has to do.   
Tacking – large running stitches to hold pieces of fabric 
together temporarily.   
Working drawing – detailed drawing contains all 
information needed to make a product but is updated as 
changes are made.   

Knowledge  
Design  Make  Evaluate  Technical Knowledge  

• Knows to consider proportions of individual 
components   

• Knows how to design a product in accordance to 
specification linked to set of design criteria  

• Knows how to annotate designs 

• Know how to measure, mark and cut fabric accurately 
and independently    

• Know how to create strong and secure blanket 
stitches when joining fabric   

• Know how to use template pinning panels onto fabric  

• Know how to use strong running stitch, making small, 
neat stitches and following the edge 

• Know how to tie strong knots   

• Know how to attach objects using thread and adding a 
secure fastening 

• Know how to test and evaluate an end 
product and give a point for further 
improvements   

• Know how to evaluate work continually as it 
is created help improve it 

• Know a blanket stitch joins fabric   

• Know that the space between the stitches are 
even and regular   

• Know how to thread needles independently   
• Know different decorative stitches    
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Year 6 - Unit 1 – Pulleys and gears - Mechanics  

Sequence of Lessons Prior Learning Vocabulary  

Lesson 1 - Investigate, analyse and evaluate existing everyday products and existing or pre-made toys that 

incorporate gear or pulley systems. Use observational drawings and questions to develop understanding of 

each product in the collection 

Lesson 2 - Investigate combinations of two different sized pulleys to learn about direction and speed of 

rotation e.g. How many times does the smaller pulley turn each time the larger pulley turns once? Do the 

pulleys move in the same direction? How can you reverse the direction of rotation? 

Using a construction kit, explore combinations of two different size gears meshed together. Investigate the 

direction and speed of rotation focusing on how the size of the driver gear affects the speed of the follower 

gear. Ask the children to use the number of teeth on each gear to decide upon the gear ratios e.g. 10 tooth 
driver gear meshed with a 20 tooth follower gear produces a ratio of 2:1 

Lesson 3 -  Build a working circuit that incorporates a battery, a motor and a handmade switch, such as a 

reversing switch. Demonstrate the accurate use of tools and equipment including cutting and stripping wire, 

and making secure electrical connections. Remind children about the dangers of mains electricity. Draw a 

pictorial representation of the circuit or draw a circuit diagram using correct symbols.  

Lesson 4 - Practical woodwork session.  Demonstrate the accurate use of tools and equipment. Develop skills 

and techniques using junior hacksaws, G-clamps, bench hooks, square section wood, card triangles and hand 

drills to construct wooden frames, as appropriate.  

Lesson 5 – Planning session - Discuss the brief of designing and making a small-scale vehicle suitable for 

surveying the ocean floor.  Generate ideas and drawings from previous weeks experience.  Children should 

then produce a detailed, step-by-step plan, listing tools and materials 

Lesson 6 Create final product and evaluate it.   

• Basic understanding of 
electrical circuits, simple 
switches and 
components.   

• Experience of cutting 

and joining techniques 

with a range of materials 

including card, plastic 

and wood.  An 

understanding of how to 

strengthen and stiffen 

structures.   

Mechanism -a device used to create movement in a product.   
Lever -a rigid bar which moves around a pivot. Levers are used in 
many everyday products.      
Linkage the card strips joining one or more levers to produce the type 
of movement required. The term ‘linkage’ is also used to describe the 

lever and linkage mechanism   
Slot - the hole through which a lever is placed to enable part of a 
picture to move.   
Guide or bridge - a short card strip used to keep lever and linkage 
mechanisms in place and control movement.   
Loose pivot -a paper fastener that joins card strips together.   
Fixed pivot -a paper fastener that joins card strips to the backing 
card.   
System – a set of related parts or components used to create an 
outcome. Systems have an input, process and an output. In a lever 
and linkage mechanism, the ‘input movement’ is where the user 
pushes or pulls a card strip. The ‘output movement’ is where one or 

more parts of the picture move.   

Knowledge  

Design  Make  Evaluate  Technical Knowledge  
• Knows how to design a stable structure that is able 

to support weight  

• Knows how to design a frame structure with focus 
on triangulation  

• Knows how to design a variety of different 
structures, considering how the structures will be 
used 

• Know how to use triangles to create truss bridges 
that span a given distance and supports a load   

• Know how to independently measure and mark 
accurately   

• Know how to select appropriate tools and 
equipment for particular tasks   

• Know the correct techniques to saw safely   

• Know where a structure needs reinforcement    

• Know how to adapt and improve own structures by 
identifying points of weakness and reinforcing them as 
necessary   

• Know how to suggest points for improvements for own 
structures and those designed by others   

• Know how to improve a design plan based on peer 
evaluation   

• Know how to test and adapt a design can improve it   

• Know what makes a stronger and weaker 
structure  

• Know different ways to reinforce 
structures   

• Know how triangles can be used to 
reinforce bridges   

• Know that structures can be 
strengthened by manipulating materials 
and shapes   

• Know the difference between man made 
and natural structures 
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Year 6 - Unit 2 -   Celebrating culture and seasonality – Food and Nutrition  

Sequence of Lessons Prior Learning Vocabulary  
Lesson 1 –Investigate, identify, and describe safe practices when handling, preparing, cooking and storing 
food.  Healthy eating – link to eatwell plate.  
Lesson 2 – Investigate, research, and evaluate existing products.   Discuss importance of seasonality and 
evaluate a range of products/ingredients.   
Lesson 3 – Create a design criterion. Use key vocabulary and sketches to communicate ideas.  Use research 
skills to develop brief and help make decisions to develop final product.  
Lesson 4 – Practical session - follow a recipe. Children to follow a step-by-step guide showing they can apply 
skills safely to make and decorate food product. 

Lesson 5 – Planning session - Discuss the brief of designing and making a traditional recipe/menu 
Lesson 6 - Share their final design with each other. Evaluate their purse against the design criteria. 

• Have knowledge and 

understanding about 
food hygiene, 

nutrition, healthy 

eating and a varied 

diet.   
• Be able to use 

appropriate 

equipment and 

utensils, and apply a 

range of techniques 

for measuring out, 

preparing and 

combining 

ingredients.   

Finishing -   related to the appearance of the product – shape, 
decoration and colour.   
Rubbing in - rubbing the dry ingredients together with the fat, lifting 
to put air into the mixture, so that it resembles fine breadcrumbs.   
Knead – pulling and squeezing dough to make it smooth.   
Bran - the hard, protective shell of a grain of wheat.   
Dough – a mixture of flour, yeast and water before it is cooked.   
Endosperm - the store of food inside a seed.   
Germ – part of the seed where the root and shoots grow from.   
Yeast – a tiny plant which makes bubbles of carbon dioxide when 
mixed with flour and warm water.   
Unleavened bread - flatbread where yeast has not been added.   

Objectives and knowledge  
Design  Make  Evaluate  Technical Knowledge  

• Knows how to adapt a traditional recipe, 
understanding that the nutritional value of a recipe 
alters if you remove, substitute, or add additional 
ingredients  

• Knows how to write an amended method for a recipe 
to incorporate the relevant changes to ingredients  

• Knows how to design appealing packaging to reflect a 
recipe  

• Knows how to write a recipe, explaining the key steps, 
method and ingredients   

• Know how to use equipment safely, including 
knives, hot pans and hobs   

• Knowing how to avoid cross contamination   

• Know how to follow a step-by-step method 
carefully to make a recipe   

• Know how to follow a recipe, including using the 
correct quantities of each ingredient   

• Know how to adapt a recipe based on research  
• Know how to work safely and hygienically with 

independence 

• Know how to Identify the nutritional differences 
between different products and recipes   

• Know how to describe healthy benefits of food groups   

• Know how to evaluate a recipe, considering: taste, 
smell, texture and food group  

• Know how to taste test and score final products   

• Know how to suggest points of improvements in 
productions   

• Know how to evaluate health and safety in production 
to minimise cross contamination 

• Know where food comes from – e.g. 
learning that beef is from cattle and 
how beef is reared and processed   

• Know what constitutes a balanced diet   

• Know how to adapt a recipe to make it 
healthier   

• Know the relevant ingredients and 
equipment needed for a recipe 

• Know the combinations of food that will 
complement one another    
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Progression: 

Year 1 & 2 

Area Designing Making Evaluating Technical Knowledge 

Food • Know which healthy food 
combinations which work well 
together 

• Identifying if a food is a fruit or a 
vegetable   

• Know where and how some fruits 
and vegetables grow   

• Know how to peel, chop and slice 
fruit and vegetables safely using 
the bridge or claw grip   

• Know how to describe appearance, 
smell and taste of some fruits and 
vegetables  

• Know what information might be 
included on packaging for a 
smoothie  

• Know the taste of common fruits 
and vegetables  

• Know which grip was most effective 
when peeling, chopping and slicing 

• Know the difference between fruits 
and vegetables   

• Know how to describe and group 
fruits and vegetables by texture 
and taste  

• Know what makes a balanced diet    

• Know where to find the nutritional 
information on packaging  

• Know the five food groups 

Mechanisms & Mechanical 
Structures 

• Knows how to adapt mechanisms, 
using guides to control the movement  

• Knows how to design a moving story 
book for a given audience   

• Knows how to design a vehicle that 
includes wheels, axles and axle 
holders, which will allow the wheels to 
move  

• Knows how to create clearly labelled 
drawings which illustrate movement   

• Knows how to create design criteria 
for a project/task  

• Knows how to select appropriate 
materials based on their properties 

• Know how to follow a design to 
create a moving model using 
leavers and sliders  

• Know how to simply adapt 
mechanisms  

• Know how to use linkages using 
card for levers and split pins for 
pivots  

• Know how to follow a design plan  
• Know how to select materials 

according to their characteristics   

• Know how to test a finished 
product seeing if it moves as 
planned  

• Know how to explain how to fix a 
product that is not working  

• Know how to review the success of 
a product  

• Know how to test mechanisms  
• Know how to give and receive per 

feedback and act on it adapting 
product  

• Know that levers and sliders are 
mechanisms and can make things 
move  

• Know the vocabulary up, down, 
left, right, vertical and horizontal to 
describe movement  

• Know what mechanisms makes a 
toy move forward  

• Know that a wheel needs an axel to 
move  

• Know a mechanism is a collection 
of moving parts that work together 
and have input and output  

• Know a lever turns on a pivot  

• Know a linkage is a system of levers 
that are connected by pivots  

Structures • Knows the importance of clear design 
criteria   

• Knows how to include individual 
preferences and requirements in a 
design   

• Knows how to show ideas using 
sketching and modelling  

• Knows about different structures 
found in the natural and manmade 
world 

• Knows how to make stable 
structures from card, tape and 
glue   

• Knows how to follow instructions 
to cut and assemble the 
supporting structure of a piece of 
playground equipment  

• Knows how to make a structure 
according to design criteria   

• Knows how to create joints and 
structures from paper/card and 
tape 

• Know how to evaluate a design 
according to the design criteria, 
testing whether the structure is 
strong and stable and altering it if it 
isn’t  

• Know how to suggest points for 
improvements   

• Know the features of structures  

• Know how to compare the stability 
of different shapes   

• Know how to test the strength of 
structures  

• Know how to identify the weakest 
part of a structure   

• Know how to evaluate the strength, 
stiffness and stability of own 
structure 

• Know how to describe the purpose 
of structures 

• Know that the shape of materials 
can be changed to improve the 
strength and stiffness of structures   

• Know that that axles are used in 
structures and mechanisms to 
make parts turn in a circle   

• Know that shapes and structures 
with wide, flat bases or legs are the 
most stable   

• Know that the shape of a structure 
affects its strength   

• Know the vocabulary: strength, 
stiffness and stability   

• Know that materials can be 
manipulated to improve strength 
and stiffness   
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Textiles • Knows how to use a template to 
design a bag 

• Knows how to design a simple pouch 

• Knows how to cut fabric neatly 
with scissors    

• Knows joining methods to 
decorate a bag  

• Knows how to decorate a pouch 
using fabric glue or running stitch 

• Know how to reflect on a finished 
product, explaining likes and 
dislikes   

• Know how to evaluate the quality 
of the stitching on others’ work   

• Know how to identify aspects of 
their peers’ work that they 
particularly like and explain why 

• Know different ways in which to 
join fabrics together: pinning, 
stapling, gluing   

• Know benefits of techniques   

• Know how to thread a needle 

• Know running stitch, is evenly 
spaced, neat, even stitches to join 
fabric 

 

 

Years 3 & 4 

Area Designing Making Evaluating Technical Knowledge 

Food • Knows how to design a biscuit within 
a given budget, drawing upon 
previous taste testing and considering 
the taste, texture, smell and 
appearance 

• Know how to prepare themselves 
and a workspace to cook safely in  

• Know the basic rules to avoid 
food contamination   

• Knowhow to follow the 
instructions within a recipe   

• Know how to follow basic hygiene 
rules   

• Know simple ways to adapt a 
recipe 

• Know simple design criteria to help 
test and review    

• Know how to evaluate a recipe, 
considering: taste, smell, texture 
and appearance   

• Know the impact of the budget on 
the selection of ingredients  

 

• Know how to work with cooking 
equipment safely and hygienically   

• Know how to use, store and clean a 
knife safely    

• Know the impact of the cost and 
importance of budgeting while 
planning ingredients for biscuits   

Mechanisms & Mechanical 
Structures 

• Know how to design a toy which uses 
a pneumatic system   

• Know how to develop design criteria 
from a design brief   

• Knows how to generate ideas using 
sketches and diagrams   

• Know that different types of drawings 
are used in design to explain ideas 
clearly  

• Know how to design a shape that 
reduces air resistance   

•    

• Know how to use a pneumatic 
system to create a desired 
motion   

• Know how to build secure 
housing for a pneumatic system   

• Know how to use syringes and 
balloons to create different types 
of pneumatic systems to make a 
functional and appealing 
pneumatic toy   

• Know how to select materials due 
to their functional and aesthetic 
characteristics   

• Know how to manipulate 
materials to create different 
effects by cutting, creasing, 
folding, weaving   

• Know how to measure, marking, 
cutting and assembling with 
increasing accuracy   

• Know how to use the views of 
others to improve designs   

• Know how to use testing to modify 
the outcome, suggesting 
improvements   

• Know how to evaluate the speed of 
a final product based on: the effect 
of shape on speed and the accuracy 
of workmanship on performance 

• Know how pneumatic systems 
work   

• Know that mechanisms are a 
system of parts that work together 
to create motion   

• Know that pneumatic systems can 
be used as part of a mechanism    

• Know that pneumatic systems force 
air over a distance to create 
movement   

• Know that products change and 
evolve over time   

• Know that all moving things have 
kinetic energy   

• Know that kinetic energy is the 
energy that something (object 
person) has by being in motion 

Structures • Knows how to design suitable 
packaging for products with key 
features to appeal to a specific 
person/ purpose   

• Know how to construct a range of 
3D geometric shapes using nets   

• Know there are special features 
for individual designs   

• Know how to evaluate own work 
and the work of others based on the 
aesthetic of the finished product and 
in comparison to the original design  

• Know suitable materials to be 
selected and used for food 
packaging considering weight, 
compression, tension   
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• Knows how to draw and label a design 
using 2D shapes 

• Knows the 3D shapes that will create 
the features  

• Knows how to design a frame 
structure designed to support weight 

• Know how to create a range of 
different shaped frame structures  

• Know how to make a variety of 
free-standing frame structures of 
different shapes  

• Know how to select appropriate 
materials to build a strong 
structure and for the cladding  

• Know how to reinforce corners to 
strengthen a structure  

• Know how to create a design in 
accordance with a plan   

• Know how to suggest points for 
modification of the individual 
designs  

• Know how to evaluate structures 
made by the class   

• Know what characteristics of a 
design and construction make it the 
most effective   

• Know how to identify effective and 
ineffective designs 

• Know wide and flat based objects 
are more stable   

• Know the terminology of strut, tie, 
span, beam    

• Know the difference between 
frame and shell structure  

• Know how to identify effective and 
ineffective designs 

Textiles • Knows how to design and make a 
template from an existing cushion and 

applying individual design criteria   
• Knows how to write design criteria for 

a product, articulating decisions made   

• Know how to follow design 
criteria    

• Know how to select and cut 
fabrics using fabric scissors  

• Know hot to cross stitch to join 
fabric  

• Know how to make and test a 
paper template   

• Know how to measure, mark, and 
cut fabric  

• Know stitch styles to join fabric, 
working neatly sewing small, neat 
stitches   

• Know how to incorporate 
fastening to a design 

• Know how to evaluate an end 
product and think of other ways in 

which to create similar items   
• Know how to test and evaluate an 

end product against the original 
design criteria   

• Know how many of the criteria 
should be met for the product to be 
considered successful   

• Know how to suggest modifications 
for improvement 

• Know how to thread needles with 
greater independence   

• Know how to tie knots with greater 
independence   

• Know how to cross stitch and 
appliqué   

• Know the need to count the thread 
on a piece of even weave fabric in 
each direction to create uniform 
size and appearance  

• Know that fabrics can be layered 
for affect   

• Know that there are different types 
of fastenings and what they are 
and the benefits and disadvantages 
of different fastening types 

Electrical Systems • Knows how to design a torch, 
considering the target audience and 
creating both design and success 
criteria focusing on features of 
individual design ideas 

• Know how to make a torch with a 
working electrical circuit and 
switch   

• Know how to use appropriate 
equipment to cut and attach 
materials   

• Know how to assemble a torch 
according to the design and 
success criteria 

• Know how to give constructive 
criticism on own work and the work 
of others   

• Know how to test the success of a 
product against the original design 
criteria and justifying opinions help 
improve  

 

• Know how simple electrical items 
work   

• Know what electrical conductors 
and insulators are   

• Know that a battery contains 
stored electricity and can be used 
to power products   

• Know the features of a torch   

• Know how a torch works   

• Know the positives and negatives 
about different torches 
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Years 5 & 6 

Area Designing Making Evaluating Technical Knowledge 

Food • Knows how to adapt a traditional 
recipe, understanding that the 
nutritional value of a recipe alters if you 
remove, substitute, or add additional 
ingredients  

• Knows how to write an amended 
method for a recipe to incorporate the 
relevant changes to ingredients  

• Knows how to design appealing 
packaging to reflect a recipe  

• Knows how to write a recipe, explaining 
the key steps, method and ingredients   

• Know how to use equipment safely, 
including knives, hot pans and hobs   

• Knowing how to avoid cross 
contamination   

• Know how to follow a step-by-step 
method carefully to make a recipe   

• Know how to follow a recipe, 
including using the correct 
quantities of each ingredient   

• Know how to adapt a recipe based 
on research   

• Know how to work safely and 
hygienically with independence 

• Know how to Identify the 
nutritional differences between 
different products and recipes   

• Know how to describe healthy 
benefits of food groups   

• Know how to evaluate a recipe, 
considering: taste, smell, texture 
and food group  

• Know how to taste test and score 
final products   

• Know how to suggest points of 
improvements in productions   

• Know how to evaluate health and 
safety in production to minimise 
cross contamination 

• Know where food comes from – 
e.g. learning that beef is from 
cattle and how beef is reared 
and processed   

• Know what constitutes a balanced 
diet   

• Know how to adapt a recipe to 
make it healthier   

• Know the relevant ingredients and 
equipment needed for a recipe 

• Know the combinations of food 
that will complement one another    

Mechanisms & Mechanical 
Structures 

• Knows how to design a pop-up book 
which uses a mixture of structures and 
mechanisms   

• Knows the name of each mechanism, 
input and output accurately  

• Knows how to Storyboard ideas for a 
book   

• Knows how to experiment with a range 
of cams, creating a design for an 
automata toy based on a choice of cam 
to create a desired movement   

• Understand how linkages change the 
direction of a force  

• Know how to Make things move at the 
same time   

• Know how to follow a design brief 
to make an automated toy  

• Know how to make/use 
mechanisms and/ or structures 
using sliders, pivots and folds to 
produce movement   

• Know how to use layers and spacers 
to hide the workings of mechanical 
parts for an aesthetically pleasing 
result   

• Know how to measure, mark and 
check the accuracy   

• Know how to cut components 
accurately using a ruler and scissors  

• Know how to assemble components 
accurately to make a stable frame   

• Know that for a frame to function 
effectively the components must be 
cut accurately and the joints of the 
frame secured at right angles   

• Know how to select appropriate 
materials based on the materials 
being joined and the speed at which 
the glue needs to dry/set 

• Know how to evaluate the work of 
others and receive feedback on 
own work   

• Know how to act on points of 
improvements   

• Know how to describe changes they 
would make/ do if they were to do 
the project again 

• Know that an input is the motion 
used to start a mechanism   

• Know that output is the motion 
that happens as a result of starting 
the input  

• Know that mechanisms control 
movement   

• Know mechanisms that can be used 
to change one kind of motion into 
another   

• Know that different shaped cams 
produce different follower 
movements 
 

Structures • Knows how to design a stable structure 
that is able to support weight  

• Knows how to design a frame structure 
with focus on triangulation  

• Knows how to design a playground 
featuring a variety of different 
structures, considering how the 
structures will be used 

• Know how to use triangles to create 
truss bridges that span a given 
distance and supports a load   

• Know how to independently 
measure and mark accurately   

• Know how to select appropriate 
tools and equipment for particular 
tasks   

• Know how to adapt and improve 
own structures by identifying points 
of weakness and reinforcing them 
as necessary   

• Know how to suggest points for 
improvements for own structures 
and those designed by others   

• Know what makes a stronger and 
weaker structure  

• Know different ways to reinforce 
structures   

• Know how triangles can be used to 
reinforce bridges   
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• Know the correct techniques to saw 
safely   

• Know where a structure needs 
reinforcement    

• Know how to improve a design plan 
based on peer evaluation   

• Know how to test and adapt a 
design can improve it   

• Know that structures can be 
strengthened by manipulating 
materials and shapes   

• Know the difference between man 
made and natural structures 

Textiles • Knows to consider proportions of 
individual components   

• Knows how to design a waistcoat in 
accordance to specification linked to 
set of design criteria   

• Knows how to annotate designs 

• Know how to measure, mark and 
cut fabric accurately and 
independently    

• Know how to create strong and 
secure blanket stitches when 
joining fabric   

• Know how to use template pinning 
panels onto fabric  

• Know how to use strong running 
stitch, making small, neat stitches 
and following the edge 

• Know how to tie strong knots   

• Know how to attach objects using 
thread and adding a secure 
fastening 

• Know how to test and evaluate an 
end product and give a point for 
further improvements   

• Know how to evaluate work 
continually as it is created help 
improve it 

• Know a blanket stitch joins fabric   

• Know that the space between the 
stitches are even and regular   

• Know how to thread needles 
independently   

• Know different decorative stitches    

Electrical Systems • Knows how to design a steady hand 
game with a simple electrical circuit 
identifying and naming the components 
required   

• Knows how to draw a design from 
three different perspectives    

• Know how to make a working 
circuit   

• Know how to construct a stable 
base for an electromagnetic game   

• Know how to decorate the base of 
the game to a high-quality finish   

• Know how to test a circuit   

• Know how to evaluate a 
completed product against the 
original design sheet and look at 
modifications that could be made 
to improve the reliability or 
aesthetics of it or to incorporate 
another type of electronic device, 
eg: buzzer  

• Know how to test own and others 
finished games, identifying what 
went well and make suggestions 
for improvement 

• Know the key components used to 
create a functioning circuit   

• Know that breaks in a circuit will 
stop it from working  

• Know that batteries contain acid, 
which can be dangerous if they leak   

 


