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Subject Intent Statement 
 

Design Technology 
 

Our intent for the teaching of Design Technology at Brockholes Wood School is to enable pupils to learn 
how to take risks, becoming resourceful, innovative, enterprising and capable citizens. We aim to provide 
pupils with the opportunities to design and make products that solve real and relevant problems within a 
variety of contexts. Through evaluations of past and present design and technology they develop a critical 
understanding of its impact on daily life and the wider world and how it makes an essential contribution 
to the creativity, culture, wealth and well-being of the nation. 
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DT Subject implementation content 
 

DT Curriculum content 
Our DT curriculum is designed using the statutory requirements from the National Curriculum and coverage is split into 5 areas:  

Design, Make, Evaluate, Cooking and Nutrition and Technical Knowledge.  
 

Key Concepts: 
These areas are broken down into key concepts and year group progression is mapped out using these. 

Key Concepts: Design, Make, Evaluate & Technical Skills – Food, Mechanisms, Structures, textiles, electrical and CAD (Computer Aided Design).  
KS1 – 2x Mechanism topics, 2x Food topics, 1x Textile topic and 1 x structures topic. 

KS2 – 2x Mechanism topics, 3x Food topics, 2x Structures topic, 2x Textiles topics, 1x Electrical topic (Y4) and 1x CAD topic (Y6).  

EYFS (Preschool – 3-4 years)  Reception Early Learning Goals  

Expressive Arts and Design 
 
Make imaginative and complex ‘small worlds’ with blocks and construction kits, such as a city with different 
buildings and a park.  
Develop 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.  
Draw with increasing complexity and detail, such as representing a face with a circle and including details.  
 
Physical Development  
Use one-handed tools and equipment, for example, making snips in paper with scissors. 

Expressive Arts and Design 
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. 
 
Physical Development 
Use a range of small tools, including scissors, paint brushes and cutlery. 
Begin to show accuracy and care when drawing. 

 Design   Making Evaluate  Cooking & Nutrition  Technical Knowledge  

Y1 Design purposeful products 
based on design criteria and use 
pictures and words to convey 
what they want to design.  
Blaze of Glory – Mechanisms – 
Seasons calendar - A2 
 

Select materials from a limited 
range that will meet the design 
criteria. Explain what materials 
they are using and why. Select 
and use a range of tools.  
Grand Outdoors – Paper craft 
Structures – making bridges - 
Su1 
 

Talk about their design as they 
develop and identify good and 
bad points. (Across topics).  

Cut, peel, chop and grate. Group 
familiar food products e.g. fruit 
and vegetables. Use basic 
principles of a healthy diet and 
discuss where food comes from.  
Gardeners and Seedlings – 
Making fruit kebabs - Sp 1 

Fold, tear, cut along lines 
straight and curved, use a hole 
punch and explore how 
structures can be made stronger. 
Grand Outdoors – Paper craft 
(structures) Su 1 
 

 Design Making Evaluate Cooking & Nutrition Technical Knowledge 

 
Y2 
 
 
 

Create appropriate design 
drawings and explanations to 
record their ideas e.g. First, Next, 
Last to convey chronological 
order. 
Generate, develop and 
communicate their ideas through 
talking, drawing and where 
appropriate, information 
technology. (Across topics) 

Use a wide range of materials 
and components, including 
construction materials, textiles 
and ingredients according to 
their characteristics. Select and 
use a range of tools to perform 
practical tasks.  
Woodland Friends – Making a 
hand puppet - Textiles Su1 

Evaluate existing products and 
their ideas and products against 
the design criteria and how it 
meets the needs of the user. 
(Across topics) 

Measure and weigh food items, 
using non-standard measures 
e.g. spoons and cups. 
Understand the need for a variety 
of food items in a diet and the 
principals of a healthy diet. 
Down on the Farm – Eat Well 
Plate – Make a healthy pasta 
salad - Sp2 

Use sliders, levers, wheels and 
axles to create a range of 
mechanisms.   
Amazing Adventures – 
Mechanisms – Design/make a 
Moon Buggy prototype - Sp 1 
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 Design Making Evaluate Cooking & Nutrition Technical Knowledge 

Y3 Use research to develop criteria to 
inform the design of functional 
products that are fit for purpose 
and aimed at particular 
individuals or groups. Plan a 
sequence of events to make a 
product. Use prototypes to 
develop and share ideas.  
How Does Your Garden Grow - 
Su 2 - Miniature greenhouse 
structures using wood 
 

Select and use a range of tools 
with accuracy, cut, shape, join 
and finish. Prepare pattern pieces 
as templates, cut slots. Select and 
use appropriate materials and 
components.  
How Does Your Garden Grow - 
Su 2 – Miniature greenhouse 
structures using wood 

Identify the strengths and 
weaknesses of their designs in 
relation to purpose/user. Consider 
how well the finished product 
meets the design criteria of the 
user. Investigate key events and 
individuals in design and 
technology. How the design could 
be improved. 
(Across topics) 

Develop sensory vocabulary and 
knowledge using, smell, taste, 
texture and feel. Follow 
instructions and/or recipes to 
prepare and cook. Join and 
combine a range of ingredients.  
Live Strong – Food – Use 
instructions to make a cake -  A2 
 

Use mechanical systems such as 
levers, gears, pulleys and 
linkages.  
Iron Man - Sp 2 – Mechanisms, 
make moving iron man picture.  

 Design Making Evaluate Cooking & Nutrition Technical Knowledge 

Y4 Develop more than one design or 
adaptation of an initial design. 
Consider aesthetic qualities of 
materials chosen, use CAD where 
appropriate – food labelling 
using CAD/technology. 
Hunted - Su2 – Food, making 
ratatouille.   
 

Select materials and tools 
according to their functional 
properties. (Across topics) 
 

Pupils to try out other pupils, 
testing it against design criteria, 
could the design be modified? 
E.g. a circuit which responds to 
the planned programme, creating 
a switch in a circuit. Understand 
how key events and individuals 
in design technology have helped 
shape the world.  
Exploring Europe - Sp2 Textiles 
3D bird from 2D shapes-sewing 
and different stitches.  
(Across topics)  

Record and reflect on taste and 
texture and feel, explore 
seasonality of vegetables and 
fruit, join and combine a range of 
ingredients. Follow 
instructions/recipes. E.g. – 
making ratatouille. Apply 
principles of healthy diet to 
prepare dishes.  
Hunted - Su2 – Food, making 
ratatouille.  
 

Use running stitch, over sewing, 
blanket stitch, make button loops. 
Exploring Europe - Sp2 
Textiles 3D product from 2D 
shapes-sewing and different 
stitches.  
 
Understand and use electrical 
systems: bulbs, buzzers, motors 
circuits, and series of circuits. 
Crazy Currents – Electrical 
Systems – Halloween Haunted 
House with lights - A1 
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 Design Making Evaluate Cooking & Nutrition Technical Knowledge 

Y5 
 
 
 

Record ideas using annotated 
diagrams/sketches. Use models 
kits and drawings to help 
formulate ideas. Sketch and 
model alternative ideas using 
cross-section and exploded 
diagrams. Use researched 
information.  
A River Journey – Make a class 
mural - Su1 
 
Use research to develop design 
criteria. Devise step-by-step 
plans which can be read/ 
followed by someone else. 
Decide which design ideas to 
develop.  
Food Glorious Food - Making 
cereal bars – linking to fair-
trade and imported food from 
South America - A2. 

Make prototypes. Develop one 
idea in depth. Use researched 
information to inform decisions. 
Produce detailed lists of 
components and tools. Select 
from and use a wide range of 
tools. Cut accurately and safely 
to a marked line. Refine their 
product – review and 
rework/improve.  
Food Glorious Food – Making 
cereal bars – linking to fair-
trade and imported food from 
South America - A2.  
Produce detailed lists of 
ingredients and tools. Select 
from and use a wide range of 
tools. Use appropriate finishing 
techniques for the dish. 
Food Glorious Food – Making 
cereal bars – linking to fair-
trade and imported food from 
South America - A2. 

Give report using the correct 
technical vocabulary. 
Understand how key people 
have influenced design. 
Consider and explain how the 
finished product could be 
improved related to design 
criteria. Test on the user.  
A River Journey –  Make a class 
mural - Su1  
(Across topics) 

Apply the principles of healthy 
diet when preparing and 
cooking savoury dishes.   
 
Understand seasonality, and 
know where and how a variety 
of ingredients are grown, 
reared, caught and processed. 
Food Glorious Food – Making 
cereal bars – linking to fair-
trade and imported food from 
South America - A2. 

Create 3D products using 
patterns and seam 
allowances, understand 
pattern layout. Pin tack 
fabric pieces together, use 
blanket stitch, back stitch 
over sewing. E.g. scrunches.  
A River Journey –  Make a 
class mural - Su1 
 
Use mechanical systems such 
as cams, pulleys and gears. 
Use electrical systems such 
as motors. E.g. – making 
levers. Use computing to 
program, monitor and 
control products.  
The Cogs of Creation - Sp2 - 
Mechanical Systems Cams, 
Pulleys and Gears. A moving 
toy.  

 Design Making Evaluate Cooking & Nutrition Technical Knowledge 

Y6  List tools, plan the sequence of 
work e.g. using a storyboard. 
Record ideas using annotated 
diagrams. Use drawings to help 
formulate ideas. Devise step by 
step plans which can be read/ 
followed by someone else (such 
as a recipe) sketch and model 
alternative ideas. Decide which 
design ideas to develop. Use 
computer-aided design to create 
design ideas.  
 
Superheroes - CAD – Design a 
Viking longboat on Tinkercad – 
Sp1.  
Lights, Camera, Action – 
making the Viking boat – Su2.  

Make prototypes. Develop one 
idea in depth. Use researched 
information to inform decisions. 
Refine their product- review and 
rework/improve.   
Lights, Camera, Action – 
making the Viking boat – Su2.  
 

Give report using the correct 
technical vocabulary. 
Understand how key people 
have influenced design. 
Consider and explain how the 
finished product could be 
improved related to design 
criteria. Test on the user. 
Understand how key people 
have influenced design.   
(Across topics)  

 
 

Technical Knowledge: 
Structures using bradawl to 
mark hole positions. Use 
hand drill to drill tight and 
loose fit holes. Cut strip 
wood, dowel, square section 
wood accurately to 1mm. 
build frameworks to support 
mechanisms. Understand 
how to strengthen complex 
structures.  
Lights, Camera, Action - Su2 
– Structures – Making Viking 
boats previously designed 
using CAD in Sp1.  
Apply their understanding of 
computing to program, 
monitor and control their 
products. 
Superheroes - CAD – Design 
a Viking longboat on 
Tinkercad – Sp1.  
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Key Concepts: Design, Make, Evaluate & Technical Skills – Food, Mechanisms, Structures, Textiles, Electrical & CAD 
 
Year Autumn Spring Summer 
 
1 

Autumn 2 Mechanisms – Seasons Calendar  
 
1: Introduction to Design and Mechanisms 
LO: Explore existing products and investigate how they 
have been made (before design/make). 
 
2: Experimenting with Mechanisms 
LO: Experiment with levers and sliders to find different 
ways of making things move. 
 
3. Designing the Calendar 
LO: To design a calendar according to the design criteria 
by using pictures and words to convey what they want 
to design/make.  
 
4: Selecting Materials and Tools 
LO: To select materials and equipment to match the 
design criteria. 
 
5: Making the Calendar – Cutting and Shaping 
Materials 
LO: Mark out materials to be cut using a template. 
Fold, tear, and cut paper and card. 
Cut along lines, straight and curved. 
 
6: Joining and Fastening 
LO: Join appropriately for different materials and 
situations (e.g., glue, tape). 
Insert paper fasteners for card. 
 
7: Evaluating the Finished Calendar 

Spring 1 Food and Nutrition- Making fruit kebabs 
 
1: Introduction to Food and Where It Comes From 
LO: Explain where food comes from (e.g., plants, 
animals). 
 
2: Grouping and Sorting Fruit and Vegetables 
LO: To group and sort fruit and vegetables. 
 
3: Designing the Fruit Kebab 
LO: To design a fruit dessert (kebab) using pictures and 
words to convey what they want to do. 
To be able to explain the technique of how they will do 
it – First… Next… Last…. 
 
4: Selecting Ingredients and Preparing Materials 
LO: Select materials/ingredients from a limited range 
that will meet the design criteria. 
Cut, peel, grate, and chop a range of fruit and 
vegetables. 
To work safely and hygienically. 
 
5: Assembling the Fruit Kebab 
LO: To name the tools they are using. 
 
6: Evaluating the Fruit Kebab 
LO: Develop a food vocabulary using sensory words to 
describe the taste. 
To talk about how closely their finished product meets 
their design criteria and how well it meets the needs of 
the user. 

Summer 1 Structures- The Grand Outdoors-Making bridges  
 
1: Introduction to Bridges and Existing Products 
LO: Explore existing bridges and investigate how they have 
been made. 
 
2: Exploring Ideas and Materials 
LO: Model ideas / make mock-ups with kits, reclaimed 
materials. 
Explore ideas by rearranging materials. 
 
3: Designing the Bridge 
LO: To design a bridge according to the design criteria by 
using drawings and words to convey what they want to 
design/make. 
 
4: Exploring Strength and Stability 
LO: To explore how to make bridge structures stronger. 
To investigate different techniques for stiffening a variety of 
materials. 
 
5: Building the Bridge 
LO: To join appropriately for different materials and 
situations (e.g., glue, tape). 
Test different methods of enabling structures to remain stable. 
 
6: Evaluating the Finished Bridge 
LO: Discuss their work as it progresses. 
To talk about how closely their finished product meets their 
design criteria and how well it meets the needs of the user. 
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LO: Talk about and record their design as they develop 
and identify good and bad points. 
Evaluate the finished product by comparing it to the 
initial design and criteria. 

 
 
 
 

2 Spring 1 Mechanisms Amazing Adventures – 
design/make a moon buggy prototype.   
 
1: Researching Existing Moon Buggies and Design Ideas 
LO: Explore a range of existing products and investigate 
how they have been made and use this to inform design 
ideas. 
Research and use pictures to help develop design ideas. 
 
2: Developing and Recording Design Ideas 
LO: Develop a range of ideas for their product. 
Use annotated drawings to record ideas as they are 
developed and offer explanations. 
 
3: Selecting Materials and Planning the Build 
LO: Explain what they are making and what they need 
to do next, select materials, and name the tools needed. 
 
4: Building the Moon Buggy 
LO: Make vehicles with construction kits. 
Use a range of materials to create models with wheels 
and axles e.g., tubes, dowel, cotton reels. 
Cut dowel using hacksaw and bench hook. Attach 
wheels to a chassis using an axle. 
 
5: Using Technical Vocabulary and Joining Materials 
LO: Use technical vocabulary when describing 
mechanisms, tools, and materials they use e.g., axle, 
wheel, stable, strong. 
Join appropriately for different materials and situations 
(e.g., glue, tape). 

Spring 2 Food and Nutrition - Down on the Farm – 
making a healthy pasta salad.  
 
1: Introduction to Food and Diet 
LO: Understand the need for a variety of foods in a diet. 
Explain where food comes from. 
 
2: Researching and Developing Design Ideas 
LO: Research and use pictures to help develop design 
ideas. 
Explain which ingredients they are using and why. 
 
3: Grouping Ingredients and Planning the Salad 
LO: Group familiar food products e.g., fruit and 
vegetables. 
 
4: Preparing the Ingredients 
LO: Work safely and hygienically. 
Cut, peel, grate, and chop a range of ingredients. 
Measure and weigh food items, non-statutory measures 
e.g., spoons, cups. 
 
5: Assembling the Pasta Salad 
LO: Use appropriate technique explaining: First… Next… 
Last…. 
 
6: Evaluating the Pasta Salad 
LO: Develop a food vocabulary using taste, smell, 
texture, and feel. 
Discuss how closely their finished product meets their 
design criteria. 

Summer 1 Textiles Woodland Friends – design/make a hand 
puppet 
 
1: Introduction to Puppets and Researching Existing Products 
LO: Discuss how closely their finished product meets their 
design criteria and how well it meets the needs of the user. 
 
2: Developing and Recording Design Ideas 
LO: Use a range of pictures and words to convey what they 
want to design/make. 
Describe their models and drawings of ideas and intentions. 
 
3: Preparing to Make the Puppet 
LO: Name the tools they are using and why they are using 
those tools. 
 
4: Cutting and Joining Fabric Pieces 
LO: Cut out shapes which have been created by drawing 
round a template onto the fabric. 
Join fabrics by using e.g., running stitch, glue, staples, over 
sewing, tape. 
 
5: Decorating the Puppet 
LO: Decorate fabrics with attached items e.g., buttons, beads, 
sequins, braids, ribbons. 
 
6: Evaluating the Finished Puppet 
LO: Start to use the appropriate vocabulary to refer to fabrics 
and tools e.g., template, needle, thimble, knot, stencil, etc. 
Talk about their design as they develop and identify good and 
bad points and adapt design ideas. 
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6: Evaluating the Finished Product 
LO: Say what they like and do not like about items they 
have made and explain why. 
Discuss how closely their finished product meets their 
design criteria and how well it meets the needs of the 
user. 
Note changes made during the making process as 
annotation to plans/drawings. 
 

  
 
 
 

3 Autumn 2 Food and Nutrition- Make bread 
 
1: Introduction to Bread and Research 
LO: To investigate similar products to the one to be 
made to give starting points for a design. 
LO: To develop sensory vocabulary/knowledge by 
analysing different types of breads using smell, taste, 
texture, and feel, and compare these. 
 
2: Planning the Bread-Making Process 
LO: Think ahead about the order of their work and 
decide upon equipment and ingredients. 
LO: Plan a sequence of actions to make a product. 
 
3: Preparing to Make the Bread 
LO: Follow instructions/recipes to understand the steps 
in bread-making. 
LO: Join and combine a range of ingredients to prepare 
the dough. 
 
4: Making the Bread - Mixing and Kneading 
LO: Join and combine a range of ingredients (kneading, 
mixing). 
LO: Follow instructions/recipes for these steps in the 
bread-making process. 

Spring 2- Mechanisms Iron Man - make a moving iron 
man picture 
 
1: Introduction and Research 
LO: Develop vocabulary related to this project (e.g., 
lever, loose/fixed pivot, system, mechanism). 
Draw/sketch products to help analyse and understand 
how products are made. 
 
2: Initial Design and Prototyping 
LO: Develop more than one design or adaptation of an 
initial design. 
Use prototypes (levers and linkages) to develop and 
share ideas of initial designs. 
 
3: Planning the Project 
LO: Record the plan by drawing using annotated 
sketches to detail the chosen design. 
 
4: Building the Mechanism 
LO: Use mechanical systems such as levers and linkages 
to begin making the moving parts for the Iron Man 
picture. 
Use lolly sticks/card and split pins to make levers and 
linkages of varied movements. 

Summer 2 Structures -Greenhouse structures 
 
1: Introduction to Greenhouses and Research 
LO: Develop vocabulary relating to this project (e.g., net, 
stable, structure, strong, weak). 
 
2: Planning the Greenhouse 
LO: Plan the stages of the making process. 
Record the plan by drawing using annotated sketches to 
visualize the design. 
 
3: Material Selection and Preparation 
LO: Select from materials according to their functional 
properties (considering factors like strength and durability). 
Measure and mark square section, strip and dowel accurately 
to 1cm to prepare materials. 
 
4: Building the Frame Structure 
LO: Create shell or frame structures (starting to build the 
basic structure of the greenhouse). 
Strengthen frames with diagonal struts for added stability. 
 
5: Stability and Construction Refinement 
LO: Investigate and make structures more stable by giving 
them a wide base. 
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5: Making the Bread - Shaping and Baking 
LO: To prepare and cook using a range of cooking 
techniques (shaping the dough, baking). 
 
6: Evaluating the Bread - Sensory Evaluation 
LO: Develop sensory vocabulary/knowledge by 
analysing the finished bread using smell, taste, texture, 
and feel. 
 
7: Final Evaluation and Reflection 
LO: Discuss how well the finished product meets the 
design criteria of the user. 
Evaluate finished products, reflecting on what went well 
and what could be improved. 
 
 

 
5: Assembling the Final Product 
LO: Continue using lolly sticks/card and split pins to 
finalize the mechanism and complete the picture. 
 
6: Evaluating the Design 
LO: Identify the strengths and weaknesses of their 
design ideas in relation to purpose/user. 
Reflect on the completed project and make 
improvements if necessary. 
 
 
 
 
 
 
 

Select from a wide range of tools for cutting, shaping, 
joining, and finishing to refine the structure. 
 
6: Evaluation and Final Assessment 
LO: Discuss how well the finished product meets the design 
criteria of the user (reflect on the design's purpose and user 
needs). 
Consider and explain how the finished product could be 
improved based on evaluation. 
 
 
 

4 
 

Autumn 1 –Electrical- Design and make a haunted 
house with lights  
 
1: Introduction to the Project and Research 
LO: Investigate key events and individuals in Design 
Technology – the lightbulb inventor Thomas Edison. 
Draw on their understanding of simple electrical circuits 
and switches to help them generate ideas for their 
haunted house project. 
 
2: Initial Design and Idea Generation 
LO: Develop a range of initial designs and use these to 
develop final designs for their haunted house. 
Consider aesthetic qualities of materials chosen to 
enhance the look of the haunted house. 
 
3: Planning and Sketching 
LO: Plan a sequence of actions to make a product 

Spring 2-Textiles- Making a 3D bird  
 
1: Introduction and Research 
LO: Investigate similar products to the one to be made 
to give starting points for a design and use these to 
develop design ideas (e.g., look at fabric Christmas 
decorations, teddies, clothing, etc.). 
Draw/sketch products to help analyse and understand 
how products are made. 
 
2: Initial Design Development 
LO: Develop a range of initial designs and use these to 
develop final designs for the 3D textile bird. 
Consider aesthetic qualities of materials/ingredients 
chosen (e.g., fabric colours, textures, patterns). 
 
3: Planning and Preparing 
LO: Plan a sequence of actions to make a product 

Summer 2 Food and Nutrition – Making ratatouille 
 
1: Introduction to Ratatouille and Research 
LO: Explore seasonality of vegetables and fruit to understand 
which vegetables are best for the recipe. 
Develop sensory vocabulary/knowledge by analysing a range 
of vegetables using smell, taste, texture, appearance, and feel. 
 
2: Designing the Ratatouille Recipe 
LO: Design a ratatouille recipe using seasonal vegetables 
based on what was learned about the vegetables' seasonality. 
Make healthy eating choices when selecting ingredients for 
the recipe. 
 
3: Planning the Cooking Process 
LO: Plan a sequence of actions to make a product (break 
down the steps to prepare and cook the ratatouille). 
Prepare a shopping list and ensure necessary tools and 
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(break down steps needed to create the haunted house). 
Use annotated sketches that include some explanation 
of the design and how the electrical components will be 
integrated. 
 
4: Material Selection and Electrical Understanding 
LO: Select from materials according to their functional 
properties (choose materials based on durability, 
aesthetic, and suitability for housing the electrical 
components). 
Create and use a variety of switches (e.g., using 
paperclips, coins, foil) and identify which would work 
in their light design. 
 
5: Building the Haunted House Structure 
LO: Use and control a switch to control their lamp 
(install the switch in the design, making sure to hide 
electrical components for safety and aesthetics). 
To cut slots and internal shapes with more accuracy to 
create precise slots for electrical components and 
structural parts. 
 
6: Assembly and Wiring 
LO: Continue integrating switches and electrical 
components into the haunted house structure, ensuring 
everything works correctly and fits within the design. 
 
7: Evaluation and Final Reflection 
LO: Explain how the finished product could be improved 
and explain what you would do differently next time 
based on challenges or successes experienced during the 
project. 
 
 

(break down the steps involved in making the bird). 
Prepare templates and patterns for cutting fabric pieces. 
 
4: Cutting and Stitching Techniques 
LO: Learn how to cut shapes out of fabric using paper 
templates and pins to accurately prepare the pieces for 
assembly. 
Understand seam allowance and how it affects the 
construction of the 3D bird. 
 
5: Sewing and Assembling the Bird 
LO: To use a running stitch and begin to use other 
stitches including cross stitch and blanket stitch to sew 
the fabric pieces together. 
Use appropriate decoration techniques (e.g., sew on 
buttons for eyes or other embellishments). 
 
6: Evaluation and Reflection 
LO: Explain how the finished product could be improved 
and explain what you would do differently next time 
based on evaluation. 
Discuss what worked well in the design and 
construction process, and suggest potential 
improvements. 
 
 
  

ingredients are available. 
 
4: Preparing Ingredients and Kitchen Safety 
LO: Follow more complex instructions/recipes to ensure the 
correct preparation of ingredients. 
Join and combine a range of ingredients for the ratatouille. 
Work safely and hygienically in the kitchen, focusing on 
cleanliness and safe food handling. 
 
5: Cooking the Ratatouille 
LO: Prepare and cook using a range of cooking techniques 
(e.g., chopping, slicing, peeling, frying, oven baking, etc.) to 
create the ratatouille. 
Use kitchen equipment and tools more accurately to ensure 
precise cooking techniques. 
 
6: Evaluation and Reflection 
LO: Explain how the finished product could be improved and 
explain what you would do differently next time based on the 
cooking process and the final result. 
Reflect on what worked well and how the dish could be 
adjusted for better taste, presentation, or nutrition. 
 
 
 
 
 

5 Autumn 2- Food and Nutrition - Making cereal bars  Spring 2 -Mechanisms- Cams, Pulleys and Gears- Make Summer 2 Textiles- Design/make a class mural 
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1: Introduction to Cereal Bars and Research 
LO: Know where and how ingredients are grown and 
processed (understanding the origin of common 
ingredients in cereal bars). 
Show awareness of a healthy diet (discussing the 
nutritional value of different ingredients and their role in 
a balanced diet). 
 
2: Designing the Cereal Bar 
LO: Design a healthy cereal bar by choosing ingredients 
according to their nutritional properties and sensory 
characteristics (select ingredients that are healthy, taste 
good, and have the right texture). 
 
3: Refining the Recipe 
LO: Create and refine a recipe, including ingredients, 
equipment, methods, cooking times, and temperatures, 
which can be followed by someone else (finalize the 
recipe and ensure it's easy to follow). 
 
4: Planning and Preparing to Make the Cereal Bars 
LO: Weigh and measure using scales with accuracy and 
calculate ratios to scale recipes up (ensure accurate 
measurements for making larger or smaller batches of 
cereal bars). 
5: Preparing and Cooking the Cereal Bars 
LO: Work safely and hygienically and understand the 
importance of correct storage and handling of 
ingredients (apply knowledge of food safety and 
microbiology during preparation and cooking). 
 
6: Baking and Assembling the Cereal Bars 
LO: Finalize the baking or setting process and assemble 
the cereal bars. Follow the methods, cooking times, and 

moving toy 
 
1: Introduction and Research 
LO: Research and evaluate existing products and use 
this to inform design decisions (looking at examples of 
moving toys and understanding how they work). 
Consider user and purpose (who will use the toy, and 
what should the toy do?). 
 
2: Design Concept and Idea Development 
LO: Use models, kits, and drawings to help formulate 
design ideas (creating initial concepts and ideas for the 
moving toy). 
Use exploded diagrams and cross-sectional diagrams to 
communicate ideas (visualizing how the moving parts 
will work together). 
 
3: Planning and Tools 
LO: List tools needed before starting the activity 
(planning which tools and materials are required for 
construction). 
Develop technical vocabulary appropriate to the project 
(learn and use terms related to mechanisms like cams, 
pulleys, and gears). 
 
4: Building the Moving Toy 
LO: Select from and use a wide range of tools and 
materials to begin constructing the moving toy. 
Use mechanical systems such as cams, pulleys, and 
gears to create the movement within the toy. 
 
5: Refining the Product 
LO: Refine and improve product as they make it 
(adjusting the design or mechanics during the making 
process to improve functionality or aesthetics). 

 
1: Introduction and Research 
LO: Research and evaluate existing products and use this to 
inform design decisions (look at existing textile murals, wall 
hangings, or other fabric-based artwork). 
 
2: Design Development 
LO: Record ideas using annotated diagrams to sketch out 
initial ideas and concepts for the mural. 
Devise step-by-step plans on how to make their design for the 
mural, outlining the processes and techniques they'll use. 
 
3: Fabric Preparation and Planning 
LO: Begin to pin and tack fabric pieces together with more 
complex designs (planning how the pieces will come together 
in the final mural design). 
 
4: Sewing Techniques and Assembly 
LO: Join fabrics using running, over stitch, back stitch, and 
blanket stitch, which are smaller, neater, and more consistent 
(apply sewing techniques to start assembling the pieces of the 
mural). 
To add decoration to the fabrics by joining textiles with a 
combination of stitching techniques (integrate decorative 
elements into the mural). 
 
5: Refining and Continuing the Mural 
LO: Continue joining fabric pieces and refine the design, using 
a combination of stitching techniques and ensuring neatness 
and consistency. 
 
6: Evaluation and Final Reflection 
LO: Identify the strengths and weaknesses of their design 
ideas and refine their product – review and make final 
adjustments to the mural. 
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temperatures to ensure a consistent result. 
 
7: Evaluation and Reflection 
LO: Evaluate the finished product by considering its 
taste, texture, and appearance. 
Reflect on whether the cereal bar meets the original 
design objectives and suggest improvements for future 

batches. 

 
6: Evaluation and Reflection 
LO: Give a report using technical vocabulary to explain 
how the moving toy was designed, created, and how it 
functions. 
Discuss how well the finished product meets the design 
criteria of the user (test the toy with users and reflect on 
any improvements needed). 
 

Reflect on how the mural has turned out and consider what 
could be improved for future textile projects. 
 
 
 
 

6  
 

Spring 1 Computer Aided Design – Design a 3D Viking 
Longboat (Tinkercad) 
 
1: Introduction to 3D Design and the Viking Longboat 
LO: To understand how key people have influenced 
design (explore how the Vikings' designs for longboats 
influenced modern design, and how these boats were 
essential to Viking culture). 
Explain why we might represent 3D objects on a 
computer and select, move, and delete a digital 3D 
shape in TinkerCAD (introduce students to the concept 
of digital 3D design and basic navigation in the 
TinkerCAD software). 
 
2: Learning to Use TinkerCAD 
LO: To use a computer to model ideas (introduce the 
basics of creating 3D shapes and objects in TinkerCAD). 
Identify how graphical objects can be modified by 
resizing a 3D object and changing the colour of a 3D 
object (teach students how to adjust the size and colour 
of objects within the software to fit their design). 
 
3: Cross-Sectional Diagrams and 3D Models 
LO: To use a cross-sectional diagram to communicate 
ideas using a computer program (TinkerCAD) to create 
and manipulate 3D digital objects (students will begin 

Summer 2 Structures-Making a Fairground ride 
 
1: Introduction to Fairground Rides and Research 
LO: Research and evaluate existing products (including book 
and web-based research on fairground rides, focusing on 
mechanisms and materials used). 
Consider the design criteria of fairground rides, including user 
and purpose (what makes a successful ride? What materials 
are used?). 
2: Design Concept and Planning 
LO: To use detailed exploded diagrams that are annotated to 
communicate ideas (students will create detailed diagrams of 
their fairground ride design, showing the components and 
how they fit together). 
 
3: Planning Materials and Tools 
LO: Use the correct terminology for tools, materials, and 
processes (e.g., bench hook, coping saw, mark out, measure, 
drill, reinforce) to ensure students understand the tools and 
methods they will use. 
List materials and tools required for the fairground ride 
project and prepare to start building. 
 
4: Cutting and Drilling 
LO: Use bradawl to mark hole positions and hand drill to drill 
tight and loose fit holes (students will practice precise 
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creating their Viking longboat model, using cross-
sectional diagrams to guide the design). 
 
4: Comparing 2D and 3D Graphics 
LO: To compare working digitally with 2D and 3D 
graphics (discuss the differences between designing in 
2D and 3D, focusing on how 3D design can enhance 
their projects). 
 
5: Developing and Refining the Model 
LO: Develop and improve a digital 3D model (students 
will refine and improve their Viking longboat designs, 
making adjustments based on feedback and their 
understanding of 3D modeling techniques). 
To develop one idea in depth explaining their reasoning 
for choices/adaptations (students will justify the choices 
they made in their design process, explaining the 
rationale behind modifications or adaptations to their 
model). 
 
6: Evaluation and Final Adjustments 
LO: Reflect on the final digital Viking longboat models 
and evaluate the finished products by comparing them 
with initial design ideas. 
Discuss how well the finished product meets the design 
criteria (students will review their final models and 
discuss any improvements they could make in future 
iterations). 
 
 
 

marking and drilling to prepare parts of the fairground ride). 
Cut wood, dowel, square section wood accurately to 1mm 
(students will cut materials to the correct dimensions for their 
project). 
 
5: Assembly and Construction 
LO: Join materials using appropriate methods (students will 
assemble parts using suitable joining methods like screws, 
nails, or glue). 
Build frameworks to support mechanisms, stiffen and 
reinforce complex structures (students will focus on 
reinforcing the structure to support the moving parts of the 
fairground ride). 
Select from and use a wide range of tools to construct their 
ride. 
 
6: Refining and Evaluating the Finished Ride 
LO: Cut materials with precision and refine the finish with 
appropriate tools (students will sand and smooth the edges of 
their ride for a neat finish). 
Consider and explain how the finished product could be 
improved related to design criteria of the user and purpose 
(students will evaluate their fairground ride, considering 
improvements or adjustments to make it more effective or 
functional). 
 
 
 
 
 
 

 
 


