
Design and Technology: Intent & Implementation 

 

 

 

 

 

 

 

 
Arnbrook pupils will be inquisitive problem solvers who can adapt and apply their prior knowledge in an ever-changing and technological world. Children will follow a process of design, make and evaluate to produce products that meet a given criteria. Children will create unique 
products by applying and combining learning from across the curriculum. They will construct functional products to achieve a sense of satisfaction. Children will adapt and improve their work and this will aid the children to become more resilient within themselves and be reflective of 
the wider world. Children will be encouraged to take risks and understand that failing is as important and achieving when refining a design. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Design & Technology is taught through a termly themed week during each of the three terms. It is focus around the design cycle of research, design, make and evaluate.   
 
In EYFS, design and technology is taught informally throughout the school day through many different vices from building blocks in construction to tasting and exploring foods from other countries and cultures.  
 

 
School Context Response 

The school deprivation indicator is in quintile 4 (more deprived) of all schools, although the pupil base is in quintile 5 (most deprived) of 
all schools in terms of deprivation. A high proportion of our pupils have limited experience of other countries and cultures.  A high proportion 
of the school population are White British. White Non-British and we are less diverse than other schools in the area & nationally. 

Pupils have the opportunity to learn about foods from other countries and cultures, developing their understanding of the world in which 
they live and add to their cultural capital.  

Our pupils experience some difficulties with communication skills including speaking and listening.  Typical entry for pupils into Reception 
iis 30-50 developing – below the typical of 40-60 months developing. This low baseline is seen across most areas (Speaking – reading – 
writing – Number – shape, Space & Measure, but poor communication & language runs as a common area of weakness.   

Throughout the design process children will learn how to present their ideas, research and thinking through collating research and graphic 
illustrations of their products. This process will support children in their ability to communicate both verbally and written. 

 
Key concepts and big ideas within our Design and Technology curriculum are as follows:  

Research  - Design   - Make    - Evaluate    - Take risks   - Creativity    - Skills 



Design and Technology: Skills Ladder 
Key Concepts:  Research  - Design   - Make    - Evaluate    - Take risks   - Creativity    - Skills 
 

Children are exposed to different foods within EYFS, encouraging an appreciation for other cultures.  
Pupils will have a willingness to have a go and take risks through exploration of materials and designs. Through the developmentally-appropriate exploration and exposure, pupils will show an enthusiasm, enjoyment and creativity 

 EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Knowledge Knowledge Knowledge Knowledge Knowledge Knowledge Knowledge 

R
esearch 

 

-Listen attentively and respond to what 

they hear with relevant questions, 
comments and actions when being read 
to and during whole class discussions and 
small group interactions;  
-Make comments about what they have 
heard and ask questions to clarify their 
understanding;  
- Hold conversation when engaged in 
back & forth exchanges with their 
teacher & peers 

*To look at existing products and discuss similar 
features. 
*To talk about what they like/dislike. 
*Look at relevant designers. 

 

*To look at existing products and 
discuss similar features and 
differences.  
*Research and record names and key 
facts of relevant designers.  
*To conduct a survey. 
*Consider how different briefs have be 
solved differently 

 

*To look at existing products and 

consider which are are/aren’t 
successful.  
*Why are some designs success when 
others aren’t.  
*Research and record names and key 
facts of relevant designers. 
*To research into possible 
materials/ingredients to use.  
*To complete surveys and show results 
in a pictogram. 

 

To look at existing products and consider 
which are are/aren’t successful.  
*Why are some designs success when 
others aren’t.  
*Research and record names and key facts 
of relevant designers considering impact of 
chronological events e.g invention of steel.  
*To research into possible 
materials/ingredients to use.  
*To complete surveys and show results in a 
bar graph. 

 

*To look at existing products and 
consider which are are/aren’t 
successful.  
*Why are some designs success when 
others aren’t.  
*Research and record names and key 
facts of relevant designers considering 
impact of chronological events e.g 
invention of steel.  
*To research into possible 
materials/ingredients to use and explain 
why others are dis-creditied. 
*To complete surveys and show results 
in a variety of visual representations. 
To use information gathered to 
influence future design decisions.  
*Consider how the availability of local 
materials have influenced solutions to 
design briefs. 

*To look at existing products and 
consider which are are/aren’t 
successful.  
*Why are some designs success when 
others aren’t.  
*Research and record names and key 
facts of relevant designers considering 
impact of chronological events e.g 
invention of steel.  
*To research into possible 
materials/ingredients to use and explain 
why others are dis-creditied. 
*To complete surveys and show results 
in a variety of visual representations. 
To use information gathered to 
influence future design decisions.  
To present design ideas to a client. 
*Consider how the availability of local 
materials have influenced solutions to 
design briefs as well as technological 
advancements. 

D
esign 

-Participate in small group, class and one-
to-one discussions, offering their own 
ideas, using recently introduced 
vocabulary; 
- Offer explanations for why things might 
happen, making use of recently 
introduced vocabulary from stories, non-
fiction, rhymes and poems when 
appropriate; 
-Hold a pencil effectively in preparation for 
fluent writing – using the tripod grip in 
almost all cases; 
 
- Begin to show accuracy and care when 
drawing. 

 

* have own ideas 
* explain what I want to do 
*explain what my product is for, and how it will 
work   
* use pictures and words to plan, begin to use 
models 
* design a product for myself following design 
criteria 

*research similar existing products 
 

* have own ideas and plan what to 
do next 
* explain what I want to do and 
describe how I may do it  
* explain purpose of product, how 
it will work and how it will be 
suitable for the user   
* describe design using pictures, 
words, models, diagrams, begin to 
use ICT 
* design products for myself and 
others following design criteria 
* choose best tools and materials, 
and explain choices  
* use knowledge of existing 
products to produce ideas 

 

*begin to research others’ needs 
* show design meets a range of 
requirements 
* describe purpose of product 
* follow a given design criteria 
* have at least one idea about how 
to create product 
* create a plan which shows order, 
equipment and tools 
*describe design using an 
accurately labelled sketch and 
words 
* make design decisions 
*explain how product will work 
 * make a prototype 
* begin to use computers to show 

design 

* use research for design ideas 
* show design meets a range of 
requirements and is fit for purpose 
*begin to create own design criteria 
*have at least one idea about how to 
create product and suggest 
improvements for design. 
* produce a plan and explain it to 
others 
*say how realistic plan is. 
*include an annotated sketch 
*make and explain design decisions 
considering availability of resources 
*explain how product will work 
* make a prototype 

*begin to use computers to show 
design. 

*use internet and questionnaires 
for research and design ideas 
*take a user’s view into account 
when designing 
* begin to consider needs/wants of 
individuals/groups when designing 
and ensure product is fit for 
purpose 
*create own design criteria 
* have a range of ideas 
*produce a logical, realistic plan 
and explain it to others. 
*use cross-sectional planning and 
annotated sketches  
* make design decisions 
considering time and resources. 
*clearly explain how parts of 
product will work. 
*model and refine design ideas by 
making prototypes and using 
pattern pieces. 
*use computer-aided designs  

* draw on market research to 
inform design 
* use research of user’s individual 
needs, wants, requirements for 
design 
*  identify features of design that 
will appeal to the intended user 
* create own design criteria and 
specification 
* come up with innovative design 
ideas 
*follow and refine a logical plan. 
*use annotated sketches, cross-
sectional planning and exploded 
diagrams  
* make design decisions, 
considering, resources and cost 
* clearly explain how parts of 
design will work, and how they are 
fit for purpose 
* independently model and refine 
design ideas by making prototypes 
and using pattern pieces 
* use computer-aided designs 
 

M
ake  

Be confident to try new activities and 
show independence, resilience and 
perseverance in the face of challenge; 

 
Work and play cooperatively and take 
turns with others; 
- Use a range of small tools, including 
scissors, paint brushes and cutlery; 
 

- Safely use and explore a variety of 

materials, tools and techniques, 
experimenting with colour, design, 
texture, form and function; 
-  

*explain what I’m making and why 
*consider what I need to do next 
*select tools/equipment to cut, shape, join, finish 
and explain choices  
*measure, mark out, cut and shape, with support 
*choose suitable materials and explain choices 
*try to use finishing techniques to make product 
look good 
*work in a safe and hygienic manner  

*explain what I am making and why 
it fits the purpose 
*make suggestions as to what I 
need to do next.  
*join materials/components 
together in different ways 
*measure, mark out, cut and shape 
materials and components, with 
support.  
*describe which tools I’m using and 
why 
*choose suitable materials and 
explain choices depending on 
characteristics. 

*select suitable tools/equipment, 
explain choices; begin to use them 
accurately 
* select appropriate materials, fit 
for purpose.  
* work through plan in order 
*consider how good product will be 
* begin to measure, mark out, cut 
and shape materials/components 
with some accuracy 
* begin to assemble, join and 
combine materials and 
components with some accuracy 
* begin to apply a range of finishing 
techniques with some accuracy 

* select suitable tools and equipment, 
explain choices in relation to required 
techniques and use accurately 
*select appropriate materials, fit for 
purpose; explain choices 
* work through plan in order. 
* realise if product is going to be good 
quality 
* measure, mark out, cut and shape 
materials/components with some 
accuracy 
*assemble, join and combine materials 
and components with some accuracy 
*apply a range of finishing techniques 
with some accuracy 

* use selected tools/equipment 
with good level of precision 
* produce suitable lists of tools, 
equipment/materials needed 
*select appropriate materials, fit 
for purpose; explain choices, 
considering functionality 
* create and follow detailed step-
by-step plan 
* explain how product will appeal 
to an audience 
* mainly accurately measure, mark 
out, cut and shape 
materials/components 

* use selected tools and equipment 
precisely 
*produce suitable lists of tools, 
equipment, materials needed, 
considering constraints 
* select appropriate materials, fit 
for purpose; explain choices, 
considering functionality and 
aesthetics  
* create, follow, and adapt detailed 
step-by-step plans 
*explain how product will appeal to 
audience; make changes to 
improve quality 



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

 

*use finishing techniques to make 
product look good  
*work safely and hygienically 

*mainly accurately assemble, join 
and combine 
materials/components 
* mainly accurately apply a range 
of finishing techniques  
* use techniques that involve a 
small number of steps 
* begin to be resourceful with 
practical problems 

* accurately measure, mark out, 
cut and shape 
materials/components 
* accurately assemble, join and 
combine materials/components 
* accurately apply a range of 
finishing techniques 
* use techniques that involve a 
number of steps 
* be resourceful with practical 
problems 

E
valuate 

Show sensitivity to their own and to 
others’ needs. 

 
Share their creations, explaining the 
process they have used; 

*talk about my work, linking it to what I was asked 
to do 
* talk about existing products considering: use, 
materials, how they work, audience, where they 
might be used 
*talk about existing products, and say what is and 
isn’t good  
* talk about things that other people have made 
*begin to talk about what could make product 
better 
 

* describe what went well, thinking 
about design criteria  
* talk about existing products 
considering: use, materials, how 
they work, audience, where they 
might be used; express personal 
opinion  
*evaluate how good existing 
products are 
*talk about what I would do 
differently if I were to do it again 
and why 

* look at design criteria while 
designing and making 
*use design criteria to evaluate 
finished product 
* say what I would change to make 
design better 
*begin to evaluate existing 
products, considering: how well 
they have been made, materials, 
whether they work, how they have 
been made, fit for purpose 
* begin to understand by whom, 
when and where products were 
designed  

* learn about some 
inventors/designers/ 
engineers/chefs/ manufacturers of 
ground-breaking products 

 

  

*refer to design criteria while 
designing and making  
*use criteria to evaluate product 
* begin to explain how I could improve 
original design 
*evaluate existing products, 
considering: how well they’ve been 
made, materials, whether they work, 
how they have been made, fit for 
purpose 
* discuss by whom, when and where 
products were designed 

* research whether products can be 
recycled or reused 

* know about some 
inventors/designers/ 
engineers/chefs/manufacturers of 
ground-breaking products 

 

 

*evaluate quality of design while 
designing and making 
*evaluate ideas and finished 
product against specification, 
considering purpose and 
appearance.  
*test and evaluate final product 
* evaluate and discuss existing 
products, considering: how well 
they’ve been made, materials, 
whether they work, how they have 
been made, fit for purpose 
* begin to evaluate how much 
products cost to make and how 
innovative they are  

*research how sustainable 
materials are  

*talk about some key 
inventors/designers/ engineers/ 
chefs/manufacturers of ground-
breaking products 

*evaluate quality of design while 
designing and making; is it fit for 
purpose? 
* keep checking design is best it 
can be.  
*evaluate ideas and finished 
product against specification, 
stating if it’s fit for purpose 
*test and evaluate final product; 
explain what would improve it and 
the effect different resources may 
have had 
*do thorough evaluations of 
existing products considering: how 
well they’ve been made, materials, 
whether they work, how they’ve 
been made, fit for purpose 
*evaluate how much products cost 
to make and how innovative they 
are  

*research and discuss how 
sustainable materials are  

*consider the impact of products 
beyond their intended purpose 

*discuss some key 
inventors/designers/ engineers/ 
chefs/manufacturers of ground-
breaking products 

Skills    Skills Skills Skills Skills 
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-Use and understand recently 
introduced vocabulary during 
discussions about stories, non-fiction, 
rhymes and poems and during role-
play. 

 

-Talk about the lives of the people around 

them and their roles in society; 
- Know some similarities and differences 
between things in the past and now, 
drawing on their experiences and what 
has been read in class; 

 

*begin to measure and join materials, with some 
support 
*describe differences in materials  
*suggest ways to make material/product stronger 
 

*measure materials 
*describe some different 
characteristics of materials 
*join materials in different ways 
*use joining, rolling or folding to 
make it stronger 
*use own ideas to try to make 
product stronger 

*use appropriate materials 
*work accurately to make cuts and 
holes 
* join materials 
*begin to make strong structures  

*measure carefully to avoid mistakes 
*attempt to make product strong  
*continue working on product even if 
original didn’t work 
*make a strong, stiff structure 

*select materials carefully, 
considering intended use of 
product and appearance   
*explain how product meets design 
criteria 
*measure accurately enough to 
ensure precision 
*ensure product is strong and fit 
for purpose 
*begin to reinforce and strengthen 
a 3D frame  

*select materials carefully, 
considering intended use of the 
product, the aesthetics and 
functionality.    
*explain how product meets design 
criteria 
* reinforce and strengthen a 3D 
frame 
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Use and understand recently 
introduced vocabulary during 
discussions about stories, non-fiction, 
rhymes and poems and during role-
play. 

 
Talk about the lives of the people around 
them and their roles in society; 
- Know some similarities and differences 
between things in the past and now, 
drawing on their experiences and what 
has been read in class; 

 

*begin to use levers or slides  *use levers or slides  
*begin to understand how to use 
wheels and axles 

*select appropriate tools / 
techniques 
*alter product after checking, to 
make it better 
*begin to try new/different ideas 
*use simple lever and linkages to 
create movement  

*select most appropriate tools / 
techniques  
*explain alterations to product after 
checking it 
*grow in confidence about trying new / 
different ideas.  
*use levers and linkages to create 
movement 
 

*refine product after testing 
*grow in confidence about trying 
new  / different ideas 
*begin to use cams, pulleys or 
gears to create movement  
 
 

*refine product after testing, 
considering aesthetics, 
functionality and purpose  
*incorporate hydraulics and 
pneumatics  
*be confident to try new  / 
different ideas  
*use cams, pulleys and gears to 
create movement  
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Use and understand recently 
introduced vocabulary during 
discussions about stories, non-fiction, 
rhymes and poems and during role-
play. 

 
Talk about the lives of the people around 
them and their roles in society; 
- Know some similarities and differences 
between things in the past and now, 
drawing on their experiences and what 
has been read in class; 

 

*measure, cut and join textiles to make a product, 
with some support  
*choose suitable textiles 

❖ With support thread a needle and 
perform a running stitch. 

 

*measure textiles 
*join textiles together to make a 
product, and explain how I did it 
*carefully cut textiles to produce 
accurate pieces 
*explain choices of textile  
*understand that a 3D textile 
structure can be made from two 
identical fabric shapes. 
Thread a needle and perform a 
running stitch 
 

*join different textiles in different 
ways 
*choose textiles considering 
appearance and functionality 
*begin to understand that a simple 
fabric shape can be used to make a 
3D textiles project 
With support learn how to back 
stitch and cross stitch. 
 

*think about user when choosing 
textiles 
*think about how to make product 
strong 
* begin to devise a template 
*explain how to join things in a 
different way 
*understand that a simple fabric shape 
can be used to make a 3D textiles 
project 
Perform a back stitch and a cross stitch 
Add a velcro 
 

*think about user and aesthetics 
when choosing textiles 
*use own template 
* think about how to make product 
strong and look better 
*think of a range of ways to join 
things 
*begin to understand that a single 
3D textiles project can be made 
from a combination of fabric 
shapes. 
With support, add sequins and 
buttons and sow decorative 
patterns. 

*think about user’s wants/needs 
and aesthetics when choosing 
textiles 
*make product attractive and 
strong 
*make a prototype 
*use a range of joining techniques 
*think about how product might be 
sold 
*think carefully about what would 
improve product 
*understand that a single 3D 
textiles project can be made from a 
combination of fabric shapes.  
add sequins and buttons and sow 
decorative patterns. 
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Manage their own basic hygiene and 
personal needs, including dressing, 
going to the toilet and understanding 
the importance of healthy food 
choices. 
 
Use and understand recently 
introduced vocabulary during 
discussions about stories, non-fiction, 
rhymes and poems and during role-
play. 
 
Explain some similarities and 
differences between life in this country 
and life in other countries, drawing on 
knowledge from stories, non-fiction 
texts and – when appropriate – maps. 

*describe textures 
*wash hands & clean surfaces  
*think of interesting ways to decorate food  
*say where some foods come from, (i.e. plant or 
animal) 
*describe differences between some food groups 
(i.e. sweet, vegetable etc.) 
*discuss how fruit and vegetables are healthy 
*cut, peel and grate safely, with support 

*explain hygiene and keep a 
hygienic kitchen 
*describe properties of ingredients 
and importance of varied diet 
*say where food comes from 
(animal, underground etc.) 
*describe how food is farmed, 
home-grown, caught 
*draw eat well plate; explain there 
are groups of food   
*describe “five a day” 
*cut, peel and grate with increasing 
confidence 

*carefully select ingredients  
*use equipment safely 
*make product look attractive  
*think about how to grow plants to 
use in cooking  
*begin to understand food comes 
from UK and wider world 
*describe how healthy diet= 
variety/balance of food/drinks 
*explain how food and drink are 
needed for active/healthy bodies. 
*prepare and cook some dishes 
safely and hygienically  

*grow in confidence using some of 
the following techniques: peeling, 
chopping, slicing, grating, mixing, 
spreading. 

*explain how to be safe/hygienic 
*think about presenting product in 
interesting/ attractive ways 
*understand ingredients can be fresh, 
pre-cooked or processed 
*begin to understand about food being 
grown, reared or caught in the UK or 
wider world 
*describe eat well plate and how a 
healthy diet=variety / balance of food 
and drinks 
*explain importance of food and drink 
for active, healthy bodies 
*prepare and cook some dishes safely 
and hygienically 

*use some of the following techniques: 
peeling, chopping, slicing, grating, 
mixing, spreading,  

 

*explain how to be safe / hygienic 
and follow own guidelines  
*present product well - interesting, 
attractive, fit for purpose 
*begin to understand seasonality of 
foods 
*understand food can be grown, 
reared or caught in the UK and the 
wider world 
*describe how recipes can be 
adapted to change appearance, 
taste, texture, aroma 
*explain how there are different 
substances in food / drink needed 
for health  
*prepare and cook some savoury 
dishes safely and hygienically 
including, where appropriate, use 
of heat source 

* use range of techniques such as 
peeling, chopping, slicing, grating, 
mixing, spreading, kneading and 
baking. 

*understand a recipe can be 
adapted by adding / substituting 
ingredients 
*explain seasonality of foods 
*learn about food processing 
methods  
*name some types of food that are 
grown, reared or caught in the UK 
or wider world    
*adapt recipes to change 
appearance, taste, texture or 
aroma. 
*describe some of the different 
substances in food and drink, and 
how they can affect health 
*prepare and cook a variety of 
savoury dishes safely and 
hygienically including, where 
appropriate, the use of heat 
source.   

*use a range of techniques 
confidently such as peeling, 
chopping, slicing, grating, mixing, 
spreading, kneading and baking. 
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   *incorporate switch into product 
*use simple circuit in product 
 
 
 

*use different types of circuit in 
product 
*confidently use number of 
components in circuit 
 
 
 
 

 Aspiration Vocabulary 
Taste 
Feel 

Create 
Make 
Week 
Strong 
Clean 

 

Aspiration Vocabulary 
Fixing 

Material  
Design 
Joining 

Layering 
Stiffer 

Hygiene 
Fruit 

Vegetable 
Meat 
Fish 

Aspiration Vocabulary 
Mood board 

Brief 
Target Audience 

Stable 
Beam 

Load bearing 
Flavours 

Dressings 
Sweet/savoury 

ingredients 
Running Stitch 

Aspiration Vocabulary 
Mechanism  

Style 
Theme 

Raw meat/fish 
Spices 
Stock 

Seasonal 
Back stitch 
Cross Stitch 

Template 
Grease 

Aspiration Vocabulary 
Research 
Template 

Alterations 
Reinforce 
Prototypes 

Annotated sketches 
Soup/stew 

Simmer 
seal 

Fraying 
Pinning 

Aspiration Vocabulary 
Draft 

Accuracy 
Design Criteria 

Exploded Diagram 
Cross-sectional 

Complex structures 
Nutrition 
Calories 
Dough 
Pastry 

Material sowing patterns 

Aspiration Vocabulary 
Aesthetics 

Ergonomics 
Functionality 

Mechanical systems 
Hydraulics 

Pneumatics 
Protein 

Carbohydrate 
Fats 

Sugar 
Aesthetics 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

Sewing 
Stitch 

Thread 
Ripe 

Citrus 
berry 

 
 
 
 
 

Stuffing 
Needle/Eye of a needle 

Whipping 
Crushing 
assemble 

Line the tin 
combine 

Velcro 
Sift 

Creaming 
rise 

Material Properties 
Functionality 

Stew 
Core 
peel 

 
 

Durability 
Tension 
Roll out 
Crimp 

Bread crumb 
 



Design and Technology Long-Term Plan Cycle A 2021/2022 

Computing element to be taught in year 5 in conjunction with Computing using crumble. 

 

 
 

 

 

 

 

 

Key Concepts:  Research  - Design   - Make    - Evaluate    - Take risks   - Creativity    - Skills 
 

EYFS: Children are exposed to different foods within EYFS, encouraging an appreciation for other cultures.  
Pupils will have a willingness to have a go and take risks through exploration of materials and designs. Through the developmentally-appropriate exploration and exposure, pupils will show an enthusiasm, enjoyment and creativity 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

KS1 

 

Theme: Save the Planet 
Textiles: Sticking and shaping (Draft excluders)  

 Theme: How Strong 
Structure/mechanisms: cutting, 

sticking, shaping lego bridge legs- card 
paper, draw bridge sections 

 

 
Theme: Where food comes from 

Sweet food  - (Cycle A) 
Basic Prep/ Assembly eg fruit skewers /eton mess 

 Non cook 
   

LKS2 

 

Theme: How Strong 
Bridge building arches 

 

 
Theme: Seasonality 

Sweet food  - (Cycle A) 
Prep and one step cooking – Baking 
cakes/biscuits/ flapjacks 

 
Theme: Save the planet 

Textiles: Sewing (reusable sandwich wrappers, back 
stitch and attaching buttons) 

 
   

UKS2 

 Theme: Make it healthier 
Sweet food  -   (Cycle A) minced pies, crumbles,  

etc 
 

 
 

 
Theme: How Strong 

Structures: shaping, joining, finishing 
using wide range of materials  
(Moving Bridges – triangles 
Hydraulics/pulleys/Cycle B) 

 
 

Year 5 
Theme: Save the planet 

Textiles: Sewing (tote bags using printed fabric from 
TOP, Stacking and stitching to pieces together, 

embellishment) 
 
 
 

  Year 6 

 



DT Long Term Plan 2022-2023 Cycle B 

 

Computing element to be taught in year 5 in conjunction with Computing using crumble. 

 

 

 

 

 

 

 

 

 

Key Concepts:  Research  - Design   - Make    - Evaluate    - Take risks   - Creativity    - Skills 
 

EYFS: Children are exposed to different foods within EYFS, encouraging an appreciation for other cultures.  
Pupils will have a willingness to have a go and take risks through exploration of materials and designs. Through the developmentally-appropriate exploration and exposure, pupils will show an enthusiasm, enjoyment and creativity 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

KS1 

 

Theme: Save to planet 
Textiles: puppets 

 
Theme: How Far 

Structure/mechanisms: cutting, 
sticking, Match box car 

 

 
Theme: Where food comes from 

Savoury food  - (Cycle B) 
Basic Prep/ Assembly eg Yr 1 Salad Yr 2 Sandwiches 

 Non cook 
   

LKS2 

 

Theme: How Far 
Self-propelled car 

 

 
Theme: Seasonality 

Savory food  - (Cycle B) 
Prep and one step cooking – Stew, 

soup –slow cooker 

 
Theme: Save the planet 
Textiles: Sewing aprons 

 
   

UKS2 

 Theme: Make it healthier 
Savoury food  -   Baking and cooking element: 

Curry and Naan, Pie and filling, Stew and 
dumplings etc 

 

 
 

 Theme: Save the planet 
Textiles: Sewing (pillow covers using 
Batik fabric from TOP, tacking and 

stitching to pieces together, stuffing 
embellishment) 

 
 

Year 5 

Theme: How Far 
Structures: shaping, joining, finishing using wide 

range of materials  
Self-propelled car with aerodynamic shape 

 
Year 6-One week project design a theme park. Use 

knex roller caster and ferris wheel-computer 

controlled 

 

  Year 6 


