
St John’s Catholic Primary School                                             Design and Technology 

‘Let the light of Christ shine in us’ 

Reception 

Area Early Learning Goals Knowledge Vocabulary Skills Cultural Capital 
It’s good to be me! Creating with Materials ELG  

 
Children at the expected level of 
development will:  
 

• 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; 

Know how to draw a self 
portrait 
 
Know how to create a family 
portrait.  
 
Know how to create an 
autumn collage.  
 

Pencil 
Line 
Colour in 
Straight 
Circle/other 
shape names 
Rubber 
Portrait 
Cut  
stick  
tape 
pull  
push  
on 
below  
next to 
above 
Brush  
paint 
mix  
palette 
dip  
colour 
names 
Fabric  
collage 
stick  
layer 
Artist  
painter 
sculptor  
same 
different 
whiteboard 
photograph 

Designing  
 
To use resources to create own props.  
 
Constructs with a purpose in mind, using a variety of resources.  
 
To use what they have learnt about media and materials in an 
original way and be able to explain their choices. 
 
Making  
 
Uses simple tools and techniques competently and appropriately. 
 
Manipulates materials to achieve a planned effect.  
 
Selects appropriate resources and adapts work where necessary. 
 
Evaluating  
 
To plan, carry out and evaluate and change where necessary. 
 
Technical Knowledge  
 
They safely use and explore a variety of materials, tools and 
techniques, experimenting with colour, design, texture, form and 
function. 
  

Cross Curricular Links 
 
Visitors 
 
External Trips  
 

Celebrations Know and understand how 
create poppies on poppy 
day.  
 
Know and create Diva 
lamps and understand why 
they are important 
 

Our World Around Us Know how to make a 
musical instrument using 
reclaimed materials 
 
Know how to use scissors 
to make paper snowflakes 

People Who Help Us/Space Know how to use junk 
modelling to create 
sculptures.  

The Great Outdoors Know and understand that 
plants grow outside.  

Growing Know about different fruits 
and vegetables that grow.  

 

 

 

 

 



Year 1 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural Capital 

Fabric Bunting KS1 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, 
understanding and skills needed to 
engage in an iterative process of 
designing and making. They should 
work in a range of relevant 
contexts [for example, the home 
and school, gardens and 
playgrounds, the local community, 
industry and the wider 
environment]. 
 
When designing and making, pupils 
should be taught to: 
Design 

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

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

Make 

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

• select from and use a wide 
range of materials and 
components, including 
construction materials, 
textiles and ingredients, 
according to their 
characteristics 

Evaluate 

• explore and evaluate a range 
of existing products 

• evaluate their ideas and 
products against design 
criteria 

Technical knowledge 

Know how to design a bunting flag. 
Know how to use a paper template to help cut a 
fabric shape. 
Know how to use a running stitch to join fabric. 
Know how to thread a needle. 
Know and describe different types of fabric. 
Know and understand some different joining 
techniques.  

Bunting 
Flag 
Template 
Stitch 
Running stitch 
Thread needle 
Fabrics 
Techniques 
 
 

Design 
 
Share and explain ideas using pictures and words  
Plan and begin to use models  
Design a product following a design criteria  
Begin to research similar existing products 
 
Make 
 
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  
Work in a safe and hygienic manner 
 
Evaluate 
 
Talk about the finished product, linking it to the initial 
task  
Talk about existing products, explaining what is and isn’t 
good  
Talk about things that other people have made 
Begin to talk about what could make the product better 
 
Materials/ Structures  
 
Begin to measure and join materials, with some support  
Describe differences in materials  
Suggest ways to make material/product stronger 
 
Mechanisms 
 
Begin to use levers or slides 
 
Textiles  
 
Measure, cut and join textiles to make a product, with 
some support  
Choose suitable textiles 
 
Food 
 
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 

Cross Curricular Links 
 
Visitors 
 
External Trips  
 
 

Moving Picture Know and explain what the moving part does 
and how it works. 
Know how to use a mechanism in a product. 
Know and explain what a slider mechanism is.  
Know how to assemble a scene and slider. 
Know how to make a lever and use it in my 
product. 
Know how to make a wheel mechanism and use 
it in a product. 
Know how to sketch a design and label it to 
show the mechanisms and materials. 

Moving part 
Mechanism 
Slider 
Scene 
lever 

Sensational Salads 
 

Know, recognise and name at least 5 different 
fruits and vegetables. 
Know the names of some root vegetables. 
Explain where some food grows.  
Explain that some fruit and vegetables grow 
above the ground and some grow below the 
ground. 
Know and understand why we need to eat fruit 
and vegetables. 
Know and explain that it is important to eat at 
least 5 portions of fruit and vegetables a day to 
help give me energy and keep my body healthy.  
Know and explain that fruit and vegetables 
contain lots of vitamins and minerals. 
Know and explain where fish comes from and 
why it is important to eat fish. 
Know the different types of water that the fish 
we eat live in.   
Know at least two health benefits of eating fish.  
Know and follow the Food Hygiene Rules. 
Know and explain where different fruits come 
from.   
Know and name some fruits that grow in the UK 
and why some do not.  

Fruit 
Vegetable 
Root vegetables 
Portions 
Energy 
Vitamins  
Minerals 
Food Hygiene rules.  



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

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

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 2 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural Capital 

Our Fabric Faces 
 

KS1 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, understanding 
and skills needed to engage in an 
iterative process of designing and 
making. They should work in a range of 
relevant contexts [for example, the 
home and school, gardens and 
playgrounds, the local community, 
industry and the wider 
environment]. 
 
When designing and making, pupils 
should be taught to: 
Design 

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

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

Make 

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

• select from and use a wide range 
of materials and components, 
including construction materials, 
textiles and ingredients, according 
to their characteristics 

Evaluate 

• explore and evaluate a range of 
existing products 

• evaluate their ideas and products 
against design criteria 

Technical knowledge 

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

Know and name familiar fabrics. 
Know how to join fabrics together and 
attach different materials. 
Know how to use a running stitch 
correctly. 
Know how to create an annotated 
drawing to communicate ideas. 

Fabrics 
Joining 
Attach 
Running stitch 
Annotation 
Communication 
 

Design 
 
Share own ideas and plan what to do next  
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 following design criteria  
Choose best tools and materials, and explain choices Use 
knowledge of existing products to produce ideas  
 
Make 
 
Select and explain tool choices  
Join materials and components together in different ways  
Measure, mark out, cut and shape materials and components, 
with support.  
Choose suitable materials and explain choices depending on 
characteristics.  
Use finishing techniques to make product look good Work 
safely and hygienically  
 
Evaluate 
 
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 they would do differently if they made it again 
and why 
 
Materials/ Structures  
 
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 
 
 
Mechanisms 
 
Use levers or slides  
Begin to understand how to use wheels and axles  
 
Textiles  
 
Measure textiles  

Cross Curricular Links 
 
Visitors 
 
External Trips  
 

Dips and Dippers 
 

Know how to use senses to help 
describe a dip. 
Know and name the countries where 
different dips come from. 
Know and explore different dippers and 
describe them. 
Know and explain why we need to eat a 
balance and variety of food groups to 
stay healthy. 
Know how to make dips and dippers. 
Know and name at least three different 
making words. 

Dips 
Like 
Dislike 
Countries 
 

Pirate Paddy’s packed 
lunch problem 

Know and understand different 
materials and decide which will be 
useful for making a product. 
Know and understand what reclaimed 
materials are.  
and think about which will be strong 
and waterproof. 
Know how to design a lunch box and 
select materials to meet a design 
criteria. 
Know and understand how to retest.  

Strong 
Waterproof 
Opening 
closing 
Disassembling 
Product 
Design criteria 
retesting 
 



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

Join textiles together to make a product, and explain how I did 
it  
Carefully cut textiles to produce accurate pieces Explain 
choices of textile 
 
Food 
 
Measure textiles  
Join textiles together to make a product, and explain how I did 
it  
Carefully cut textiles to produce accurate pieces 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Year 3 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural 
Capital 

Let’s go fly a kite 
 

KS2 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, 
understanding and skills needed to 
engage in an iterative process of 
designing and making. They should 
work in a range of relevant contexts 
[for example, the home, school, 
leisure, culture, enterprise, industry 
and the wider environment]. 
When designing and making, pupils 
should be taught to: 
Design 

•  use research and develop 
design criteria to inform the 
design of innovative, 
functional, appealing products 
that are fit for purpose, aimed 
at particular individuals or 
groups 

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

Make 

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

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

Evaluate 

• investigate and analyse a range 
of existing products 

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

Know and explain how key events 
and individuals in design and 
technology have helped shape the 
world.  
Know about Homan Walsh and the 
story of how he used a kite to help 
build the Niagara Falls Bridge. 
Know, name and explain the 
function of the different parts of a 
kite (bridle, line, tow point, keel, sail, 
spars and tail). 
Know and explain the job the 
different parts do. 
Know and name at least three 
different kite shapes. 
Know and explain the strengths of 
different shaped kites. 
Know how to make a strong and stiff 
frame structure to support a kite. 
Know how to select appropriate 
methods of joining to add strength 
to the structure of the kite. 
 

Kite 
Bridle 
Line 
Tow point 
Keel 
Sail 
Spars 
Tail 
Frame structure 
Joining methods 
 
 
 

Design 
 
Explain how design meets a range of requirements 
Describe purpose of product  
Follow a given design criteria  
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 
 
Make 
 
Select suitable tools/equipment, explain choices; begin to use them 
accurately  
Select appropriate materials, fit for purpose.  
Work through plan in order  
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 
 
Evaluate 
 
Look at design criteria while designing and making Use design criteria to 
evaluate finished product  
Explain what they could change to make the 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  
 
Materials/ Structures  
 
Use appropriate materials  
Work accurately to make cuts and holes  
Join materials  
Begin to make strong structures  
 
Mechanisms 
 
Select appropriate tools / techniques  
Alter product after checking, to make it better  
Use simple lever and linkages to create movement  
 
Textiles  
 

Cross 
Curricular Links 
 
Visitors 
 
External Trips  

 

Mechanical Parts 
 

Know how a machinal system works 
using the words input and output. 
Know how to make mechanical 
systems which use levers and 
linkages and explain the difference 
between them.  
Know and use prototypes to develop 
ideas and explain what a prototype 
is. 
Know and name the parts and 
functions of a lever and linkage 
mechanical system. 
Know and identify a lever, linkage, 
loose pivot and fixed pivot. 
Know and explain the function of the 
levers, linkage, loose pivot and fixed 
pivot. 
 

Technological 
changes 
Circuits 
Symbols 
Components 
Series 
Parallel 
Fault 
Light 
Switch 
Effect 
Battery 
bulb 

Great Bread Bake off 
 

Know key events that led to the 
success of the Warburtons brand. 
Know and name some of 
Warburtons existing products. 
Know and taste different breads and 
analyse the texture, smell, 
appearance and flavour. 

Brand 
Warburton 
Texture 
Smell 
Appearance 
Flavour 
Dough 
Rolls 



views of others to improve 
their work 

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

 
 
 
Technical knowledge 

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

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

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

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

Know how to shape dough into rolls 
and knots. 
Know how to knead and bake. 
Know how to measure ingredients 
accurately to the nearest gram and 
millilitre. 
 

Knots 
Knead 
Bake 
Ingredients 
Gram 
millilitre 

Join different textiles in different ways  
Choose textiles considering appearance and functionality 
 
Food 
 
Carefully select ingredients  
prepare ingredients using appropriate cooking utensils  
Use equipment safely  
Make product look attractive  
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, kneading and baking  
 
Electrical Systems 
 
Use number of components in circuit 

 

 

 

 

 

 

 

 

 

 

 



Year 4 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural 
Capital 

Juggling Balls 
 

KS2 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, 
understanding and skills needed to 
engage in an iterative process of 
designing and making. They should 
work in a range of relevant contexts 
[for example, the home, school, 
leisure, culture, enterprise, industry 
and the wider environment]. 
When designing and making, pupils 
should be taught to: 
Design 

•  use research and develop 
design criteria to inform the 
design of innovative, 
functional, appealing products 
that are fit for purpose, aimed 
at particular individuals or 
groups 

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

Make 

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

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

Evaluate 

• investigate and analyse a range 
of existing products 

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

Know, investigate and evaluate 
different features such as colour, 
shape, child appeal, decoration and 
function. 
Know how to tie-dye as a technique 
for decorating fabric. 
Know how to research and trial 
different fillings for juggling ball and 
decide upon the most functional one 
(beans, rice, lentils and sand) 
Know and explain why a hem is 
needed  
Know how to use a running stitch to 
create a hem. 

Colour 
Shape 
Child appeal 
Decoration 
Function 
Research 
Trial 
Tie-dye 
Functional 
Juggling ball 
Hem 
Running stitch 
 

Design 
 
Use research for design ideas  
Show and explain how design meets a range of requirements and is fit for 
purpose  
Begin to create own design criteria  
Suggest improvements for design.  
Produce a plan and explain it to others * 
Explain design decisions  
Explain how product will work  
Make a prototype  
Begin to use computers to show design 
 
Make 
 
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.  
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  
 
Evaluate 
 
Refer to design criteria while designing and making Use criteria to evaluate 
product  
Begin to explain how they 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  
 
Materials/ Structures  
 
Measure carefully to avoid mistakes  
Continue working on product even if original didn’t work  
Make a strong, stiff structure 
 
Mechanisms 
 
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  
Use pneumatics to create movement  
 
Textiles  
 

Cross 
Curricular 
Links 
 
Visitors 
 
External 
Trips  

 

Battery operated light 
 

Know and explain which 
technological changes have taken 
place over time and what enabled 
those changes to happen. 
Know how to make and represent 
different types of circuits. 
Know and explain that symbols can 
be used to represent circuit 
components. 
Know how to create a series and 
parallel circuit and explain the 
difference between them. 
Know how to fault find in a circuit. 
Know how to select suitable 
materials to make my light out of 
which are similar to the effect I want 
to achieve. 
Know how to wire up a circuit to the 
battery and the switch to make the 
bulb work effectively. 

Levers 
Linkages 
Mechanical 
systems 
Prototypes 
Loose pivot 
Fixed pivot 
 

Edible Garden 
 

Know and name some herbs and 
know how to grow them. 
Know and name common herbs such 
as: thyme, mint, parsley, tarragon, 
rosemary and basil. 
Know how to plant and care for 
some herbs. 
Know and explain what makes a diet 
healthy and varied and can cook a 
healthy balanced meal. 
Know and explain where, when and 
how strawberries are grown in the 
United Kingdom. 

Herbs 
Thyme 
Mint 
Parsley 
Tarragon 
Rosemary 
Basil 
Healthy Diet 
Varied 
Balanced meal 
Produce 
Runners 
Seasons 
Drink 
Tomatoes 



views of others to improve 
their work 

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

 
 
 
Technical knowledge 

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

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

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

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

Know and explain that strawberries 
are grown outside and in polytunnels 
and glass houses. 
Know and explain that strawberry 
plants produce runners that make 
new plants. 
Know when the strawberry season is 
in the United Kingdom. 
Know and create a smooth, runny, 
tasty drink and explain why it is good 
for me. 
Know and explain when tomatoes 
are in season in the United Kingdom 
and can say where and how they are 
grown. 
Know, prepare and make a healthy 
and tasty meal using tomatoes as my 
main ingredient. 
 

Prepare 
Tasty 
 
 
 

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  
 
Food 
 
Explain how to be safe/hygienic  
Prepare ingredients using appropriate cooking utensils  
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, 
kneading and baking 

 

 

 

 

 

 

 

 

 

 

 



Year 5 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural Capital 

Automata Animals 
 

KS2 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, 
understanding and skills needed to 
engage in an iterative process of 
designing and making. They should 
work in a range of relevant contexts 
[for example, the home, school, 
leisure, culture, enterprise, industry 
and the wider environment]. 
When designing and making, pupils 
should be taught to: 
Design 

•  use research and develop 
design criteria to inform the 
design of innovative, 
functional, appealing products 
that are fit for purpose, aimed 
at particular individuals or 
groups 

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

Make 

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

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

Evaluate 

• investigate and analyse a range 
of existing products 

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

Know how to use the Internet and 
information books to research 
endangered and vulnerable animals. 
Know and explain how simple cam 
mechanisms work. 
Know and explain what a cam and 
follower are.  
Know and identify cams and 
followers on mechanisms. 
Know how rotary motion is 
converted into linear motion in a 
mechanical system. 
Know how to make a simple 
mechanism to help me understand 
cams. 
Know how using a snail and egg 
shaped cam changes the movement 
of the mechanism. 
Know and use the acronym 
CAFEQUES to help develop design 
criteria. 
Know how to use a hacksaw and 
bench hook to cut wood.  
Know how to join materials using 
card triangles or pin nails.  
Know how to use sandpaper to 
ensure a smooth finish. 

Internet 
Research 
Endangered 
Vulnerable  
Mechanisms 
Cam 
Follower 
Rotary motion 
Linear motion 
Snail shaped 
cam 
Egg shaped cam 
CAFEQUES 
Hacksaw 
Bench hook 
Card triangles 
Pin nails 
sandpaper 

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  
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  
 
Make 
 
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-bystep plan  
Explain how product will appeal to an audience 
Begin to 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 small number of steps  
 
Evaluate 
 
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  
 
Materials/ Structures  
 
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 
 

Cross Curricular Links 
 
Visitors 
 
External Trips  

 

Programming 
Adventures 
 

Know how to program and control 
floor robots. 
Know and understand how a floor 
robot moves. 
Know how to accurately program 
instructions to control a floor robot. 
Know how to create an adventure 
map. 
Know how to monitor a floor robot. 

Functional 
Aesthetics 
Target market 
Running stitch 
Backstitch 
Overcast stitch 
Colours 
Patterns 
Textures 
 

Super Seasonal Cooking 
 

Know what seasonality means and 
know when different fruit and 
vegetables are in season in the 
United Kingdom. 
Know that fruit and vegetables are in 
season when they are naturally ripe.  
Know the seasons when cherries, 
Brussels sprouts, pumpkins, 
blackberries, peas and parsnips are 
in season. 
Know where, when and how a 
variety of ingredients are reared, 

Seasonality 
Reared 
Caught 
Processed 
Protein 
Storing 
Handling 
Raw 
Cooked 
Grilling 
Griddling 
Frying 



views of others to improve 
their work 

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

 
 
 
Technical knowledge 

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

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

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

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

caught and processed and what 
these words mean.  
Know the importance of protein as a 
proportion of a healthy varied diet. 
Know and understand the eatwell 
plate and know the proportions of a 
balanced meal. 
Know some of the benefits of eating 
protein. 
Know which foods are good sources 
of protein.  
Know at least 4 key rules for storing 
and handling raw and cooked fish 
and meat. 
Know, prepare, cook and evaluate a 
healthy seasonal meal. 
I can demonstrate a range of 
preparation techniques. 
Know and understand different 
cooking techniques such as grilling, 
griddling, frying and boiling. 
 

Boiling 
 
 

Mechanisms 
 
Refine product after testing  
Grow in confidence about trying new / different ideas Begin to use 
cams, pulleys or gears to create movement  
 
Textiles  
 
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 
 
Food 
 
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.  
 
Electrical Systems 
 
Incorporate switch into product  
Confidently use number of components in circuit Apply their 
understanding of computing to program, monitor and control their 
products. 

 

 

 

 

 

 

 

 



Year 6 

Area National Curriculum 
Objectives 

Knowledge Vocabulary Skills Cultural Capital 

Marbuluos Structures KS2 
Through a variety of creative and 
practical activities, pupils should be 
taught the knowledge, 
understanding and skills needed to 
engage in an iterative process of 
designing and making. They should 
work in a range of relevant contexts 
[for example, the home, school, 
leisure, culture, enterprise, industry 
and the wider environment]. 
When designing and making, pupils 
should be taught to: 
Design 

•  use research and develop 
design criteria to inform the 
design of innovative, 
functional, appealing products 
that are fit for purpose, aimed 
at particular individuals or 
groups 

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

Make 

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

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

Evaluate 

• investigate and analyse a range 
of existing products 

• evaluate their ideas and 
products against their own 
design criteria and consider 

Know and understand the term free 
standing structure and explain what 
gives them strength, reinforcement 
and stability. 
Know and develop a range of 
practical skills to create bends. 
Know and investigate how 
components fit together to create 
different marbles runs. 

Free standing 
structure 
Strength 
Reinforcement 
Stability 
 

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  
 
Make 
 
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  
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  
 
Evaluate 
 
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  
Understand how key people have influenced design in a variety of 
contexts.  
Investigate key events and individuals in pattern design, textiles and 
engineering  

Cross Curricular Links 
 
Visitors 
 
External Trips  
 

Felt Phone Cases Know how to program and control 
floor robots. 
Know and understand how a floor 
robot moves. 
Know how to accurately program 
instructions to control a floor robot. 
Know how to create an adventure 
map. 
Know how to monitor a floor robot. 
 
Know and understand how to design 
with the target market in mind. 
Know how to sew a running stitch, 
backstitch and overcast stitch. 
Know how to organise my ideas in a 
step by step plan. 
Know and select decorative 
techniques and fastenings according 
to their functional properties and 
aesthetic qualities. 
Know and select decorations aimed 
at target market thinking about 
colours, patterns and textures. 

Program 
Control 
Floor Robots 
Instructions 
Adventure map 
Monitor 
 

Global Food 
 

Know where in the world some 
ingredients come from. 
Know and name a variety of 
ingredients from different places. 
Know and identify on a map places 
where different ingredients flourish. 
Know how an ingredient might be 
prepared and used. 
Know that diets around the world 
are based on similar food groups. 
I can explain similarities between 
different types of food eaten around 
the world and can say why this is 
important. 
I can place varied foods eaten 
around the world into the correct 
food groups. 

Ingredients 
Preparation 
Nutritional 
benefits 
Hob 
Heat source 
Grate 
Dice 
Crack 
Peel 
Shred 
 



the views of others to improve 
their work 

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

 
 
 
Technical knowledge 

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

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

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

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

Know and understand why rice is a 
good staple food and explain the 
nutritional benefits of rice. 
Know how to cook rice.  
Know how to use a hob as a heat 
source to cook rice. 
Know and understand the 
importance of correct storage and 
heating of cooked rice. 
Know how to grate and dice food. 
Know how to use some basic food 
skills such as cracking an egg, peeling 
and shredding. 
Know how to set up a neat and 
orderly cooking area. 
 

 
Materials/ Structures  
 
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 
 
Mechanisms 
 
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  
 
Textiles  
 
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 
 
Food 
 
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.  
 
 
Electrical Systems 
 
Use different types of circuit in product  
Think of ways in which adding a circuit would improve product  
Apply their understanding of computing to program, monitor and 
control their products. 

 

 

 


