
DT - Reception - Expressive Arts & Design 
For full EYFS progression map EYFS progression at MBS

ELGs: 
- Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function
- Share their creations, explaining the process they have used 
- Make use of props and materials when role-playing characters in narratives and stories

Focus Dveloping Making Evaluating Technical skills Food 
technology

Prior knowledge 
(Nursery)

• Develop own ideas & 
decide which materials to 
use to express them

• Use various construction 
materials, e.g. joining
pieces, stacking vertically 
and horizontally, balancing, 
making enclosures and 
creating spaces 
• Use available resources to 
create props or creates 
imaginary ones to support 
play

• Notice what other 
children & adults do, 
mirroring what is 
observed, adding 
variations & then doing it 
spontaneously

• Develop new skills & 
techniques
• Use tools for a purpose

• Talk about the 
differences between 
materials & changes they 
notice
• Make healthy choices

Current 
Knowledge- 
Reception

• Develop own ideas through 
experimentation with 
diverse materials to express 
& communicate their 
discoveries & understanding
• Create collaboratively 
sharing ideas, resources & 
skills

• Use increasing knowledge 

& understanding of tools & 

materials to explore their 

interests & enquiries & 

develop their thinking

• Create representations 

both imaginary & real-life 

ideas, events, people & 

objects

• Express & 
communicates working 
theories, feelings & 
understandings
• Responds imaginatively 
to art works & objects
• Return to & build on 
previous learning, 
refining ideas & 
developing their ability 
to represent them
• Discuss problems & 
how they might be 
solved

• Use different techniques for 

joining materials

• Use tools independently, 

with care & precision

• Look closely at 

similarities, differences, 

patterns & change

• Know & talk about the 

different factors that 

support their overall 

health & well-being

Vocabulary

Future Knowledge (y1)
• Work as part of a class to 
solve simple design problems
•Begin to assess the 
usefulness of a range of 
materials according to their 
characteristics.

• •Generate, develop, and 
communicate their ideas 
through discussion, drawings 
and models. 

•Begin to review ideas 
based on feedback from 
others
•Begin to explore and 
evaluate existing 
products. 
•Begin to evaluate ideas 
and products against 
design criteria. 

•Begin to interpret design 
criteria so that products are 
purposeful, functional and 
appealing
•Demonstrate the ability to 
use simple tools and 
equipment to perform 
practical tasks. 

Developing

 

Embedded 

https://docs.google.com/document/d/1Fjp4Mb__3HR2x5li01iG9ZbmKtdrE0w4/edit?usp=sharing&ouid=114251434962053005645&rtpof=true&sd=true


Structures- Year 1- Freestanding structures

Prior 
knowledge

• Experience of 
using 
construction 
kits to build 
walls,
towers and 
frameworks.
• Experience of 
using of basic 
tools e.g. 
scissors or hole 
punches with 
construction 
materials e.g. 
plastic, card.
• Experience of 
different 
methods of 
joining card 
and paper.

New knowledge:  freestanding structures 1_2 Freestanding structures.pdf 
Example projects: enclosures for farm or zoo animals, playground/park/garden furniture, bridge 
for Billy Goats Gruff playground equipment, furniture for the Three Bears

NC objectives:  
Technical knowledge and understanding:
Know how to make freestanding structures stronger, stiffer and more stable.
• Know and use technical vocabulary relevant to the project.

Designing
• Generate ideas based on simple design criteria and their own experiences, explaining what they
could make.
• Develop, model and communicate their ideas through talking, mock-ups and drawings.
 
Making
• Plan by suggesting what to do next.
• Select and use tools, skills and techniques, explaining their choices.
• Select new and reclaimed materials and construction kits to build their structures.
• Use simple finishing techniques suitable for the structure they are creating.

Evaluating
Explore a range of existing freestanding structures in the school and local environment e.g. everyday
products and buildings.
• Evaluate their product by discussing how well it works in relation to the purpose, the user and
whether it meets the original design criteria.

Future knowledge

Develop and use 
knowledge of how to 
construct strong, stiff 
shell structures.
• Develop and use 
knowledge of nets of 
cubes and cuboids and, 
where appropriate, more 
complex 3D shapes.
• Know and use technical 
vocabulary relevant to 
the project.

Investigative and 
Evaluative 
Activities (IEAs)

Go on a walk and/or 
look at photographs 
of the local area to 
explore structures 
such as playground
equipment, street 
furniture, walls, 
towers and bridges 
e.g. What are the 
structures called and 
what is
their purpose? Who 
might use them? 
What materials have 
been used? Why 
have these been 
chosen?
How have the parts 
been joined 
together? How have 
the structures been 
made strong 
enough? How
have they been 
made stable?

Where possible, ask 
the children to draw 
or photograph the 
structures they have 
been exploring and
label with the correct 
technical vocabulary 
in relation to the 
structure, materials 
used and shapes 
e.g.
wall, tower, 
framework, base, 
joint, metal, wood, 
plastic, brick, 
triangle, square, 
rectangle, cuboid, 
cube.

Focused Tasks

Demonstrate 
measuring, 
marking out, 
cutting, shaping, 
joining and 
finishing 
techniques with a 
range of tools and 
new and reclaimed 
materials that 
children are likely 
to use to make 
their structures. 
Discuss
the suitability of 
materials for their 
products according 
to their 
characteristics.

Ask the children to 
build and explore a 
variety of 
freestanding 
structures using 
construction kits, 
such as wooden 
blocks, 
interconnecting 
plastic bricks and 
those that make 
frameworks. 
Children could 
make models of 
the structures they 
have seen in 
school and the 
local area.

Ask children to fold 
paper or card in 
different ways to 
make freestanding 
structures, using 
masking tape
where necessary to 
make joins. 
Encourage them to 
think about how 
folding materials 
can make them 
stronger, stiffer, 
stand up and be 
more stable e.g. 
Can they support 
an object on top of 
their structures 
without it falling 
over or breaking?

Design
Discuss with the 
children what 
structure they will 
be designing, 
making and 
evaluating e.g. 
Who will
your product be 
for? What will be 
its purpose? What 
materials will you 
use? How will you 
make it strong
and stable?

Generate some 
simple design 
criteria with the 
children e.g. the 
structure should 
stand up on its 
own, it should be 
strong enough to 
carry Teddy.

Encourage the 
children to 
develop their 
ideas through 
talking, drawing 
and making 
mock-ups of their
ideas with 
construction kits 
and other 
materials.

As a whole class, 
plan the order in 
which the 
structures will be 
made. Children 
could make their 
final products from 
construction kits, 
new and 
reclaimed 
materials or any 
combination of 
these, according 
to their 
characteristics.

Make

Chn make their 
structure 
according to their 
design brief e.g. 
enclosures for 
farm or zoo 
animals, 
playground/park/
garden furniture, 
bridge for Billy 
Goats Gruff 
playground 
equipment, 
furniture for the 
Three Bears

Evaluate

Ask children to 
evaluate their 
developing ideas 
and final products 
against original 
design criteria.

Recurring 
Vocabulary- Tier 
3-

Build, cut, join, 
stick, fold, strong, 
thick, thin

Vocabulary- Tier 3
cut, fold, join, fix, structure, wall, tower, framework, weak, strong, base, top, underneath,
side, edge, surface, thinner, thicker, corner, point, straight, curved, metal, wood, plastic
circle, triangle, square, rectangle, cuboid, cube, cylinder

Tier 2: design, make, evaluate, user, purpose, ideas, design criteria, product, function

Future vocabulary- 
tier 3
shell structure, 
three-dimensional 
(3-D) shape, net, 
cube, cuboid, prism, 
vertex, edge, face, 
length, width, breadth, 
capacity, marking out, 
scoring, shaping, tabs, 
adhesives, joining, 
assemble, accuracy, 
material, stiff, strong, 
reduce, reuse, 
recycle, corrugating, 
ribbing, laminating, 
font, lettering, text, 
graphics, 

Cross-curricular opportunities
Maths – use appropriate standard and
non-standard measures. Recognise and name common 2-D and 3-D shapes.
Science – think about the properties of
materials that make them suitable or
unsuitable for particular purposes.
Link to Y1 materials unit
Geography – use simple fieldwork and
observational skills to study the geography of their school and its grounds and the 
key physical features of its surrounding environment.
Spoken language – participate in discussion about various structures, taking 
turns and listening to what others say. Ask relevant questions to extend their 
knowledge and understanding. Build technical vocabulary.

Resources
photographs of various structures, construction kits that can be used to construct 
freestanding structures e.g. walls, towers, frameworks
paper, card, plastic sheet, paper and plastic straws,
pipe cleaners, reclaimed materials including small
containers, card boxes, cotton reels, string, masking tape, PVA glue, Plasticine, left/right 
handed scissors, hole punch, stapler, finishing media and
materials

Useful websites/resources:
Door hinges helpsheet

Let’s Get Building and Using Construction Kits Effectively 

Chairs for Three Bears

Hinges and Catches

Picture Frames and holders

Developing
Jane, Alice, Elouise
 

Embedded
Angus, Nate, Emilia, Starla, Toby, Alfie, Emmie, 
Freddie, Georgie, Henry, Alex, Amavi 

https://drive.google.com/open?id=1480i4wcLlW-XJ2r4BH0e91v_kZov_VgE
https://www.data.org.uk/resource-shop/primary/structures/door-hinges-helpsheet/
https://www.data.org.uk/resource-shop/lets-get-building-and-using-construction-kits-effectively/
https://www.data.org.uk/resource-shop/chairs-for-three-bears/
https://www.data.org.uk/resource-shop/primary/structures/hinges-and-catches/
https://www.data.org.uk/resource-shop/picture-frames-and-holders/


Mechanisms- Year 1- Lever and Sliders

Prior 
knowledge

• Early 
experiences of 
working with 
paper and card
to make simple 
flaps and hinges.

• Experience of 
simple cutting, 
shaping and 
joining
skills using 
scissors, glue, 
paper fasteners 
and
masking tape.

New knowledge: levers and sliders  1_ 2 Sliders and levers.pdf 
Example projects: class/group storybook, poster, greetings card, class/group information book, 
storyboard

NC objectives:  
Technical knowledge and understanding:
Explore and use sliders and levers.
• Understand that different mechanisms produce different types of movement.
• Know and use technical vocabulary relevant to the project.

Designing
Generate ideas based on simple design criteria and their own experiences, explaining what they
could make.
• Develop, model and communicate their ideas through drawings and mock-ups with card and paper.

Making
Plan by suggesting what to do next.
• Select and use tools, explaining their choices, to cut, shape and join paper and card.
• Use simple finishing techniques

Evaluating
Explore a range of existing books and everyday products that use simple sliders and levers.
• Evaluate their product by discussing how well it works in relation to the purpose and the user and
whether it meets design criteria.

Future knowledge

Understand and use 
lever and linkage 
mechanisms.
• Distinguish between 
fixed and loose pivots.
• Know and use technical 
vocabulary relevant to 
the project.

Investigative 
and Evaluative 
Activities (IEAs)
Explore and 
evaluate a 
collection of books 
and everyday 
products that have 
moving parts,
including those 
with levers and 
sliders. e.g. What 
is it? Who is it for? 
What is it for?
• Use questions to 
develop children’s 
understanding e.g. 
What do you think 
will move? How 
will you
make it move? 
What part of the 
product moved and 
how did it move? 
How do you think 
the mechanism
works? 
• Introduce and 
develop 
vocabulary e.g. 
lever, pivot, slider, 
left, right, push, 
pull, up, down, 
forwards,
backwards, in, out.

Focused Tasks
Demonstrate 
simple levers and 
sliders to the 
children using 
prepared teaching 
aids. It is helpful if 
these are also 
used in context 
e.g. the slider is 
used to show a 
snail appearing 
from behind a 
stone, the lever
is used to show a 
butterfly flying to a 
flower.
• Use questions to 
develop children’s 
understanding e.g. 
How does the 
slider move? How 
does the lever
move? 
• Following teacher 
demonstration of 
the correct use of 
tools and 
materials, children 
should develop 
their
knowledge and 
skills by replicating 
the slider and lever 
teaching aids. 
Encourage 
children to add 
pictures to their 
mechanisms.

Design
Discuss with the children 
what they will be designing, 
making and evaluating e.g. 
Who will your product
be for? What will be its 
purpose? How do you want 
it to move? Will you use a 
lever or a slider?
• Generate simple design 
criteria with the children 
e.g. the mechanism should 
work smoothly, it should
make the right type of 
movement.
• Encourage the children to 
develop their ideas through 
talking, drawing and 
making mock-ups of their
ideas with paper and card.
• As a whole class, talk 
about the order in which the 
mechanisms will be made.

Make

Discuss the finishing 
techniques the children 
might use e.g. using digital 
text and graphics, paint, 
felt
tipped pens or collage.

Chn make their lever 
mechanism e.g. 
class/group storybook, 
poster, greetings card, 
class/group information 
book, storyboard

Evaluate

Ask children to evaluate 
their developing ideas 
and final products against 
the original design 
criteria.

Recurring 
Vocabulary- Tier 
3-
design, make, 
evaluate, user, 
purpose, ideas, 
design criteria, 
product, function

Vocabulary- Tier 3
slider, lever, pivot, slot, bridge/guide card, masking tape, paper fastener, join, pull, push, up, down, straight, curve, 
forwards, backwards

Tier 2: design, make, evaluate, user, purpose, ideas, design criteria, product, function

Future vocabulary- 
tier 3
mechanism, lever, 
linkage, pivot, slot, 
bridge, guide, system, 
input, process, output
linear, rotary, 
oscillating, 
reciprocating, user, 
purpose, function, 
prototype, design 
criteria,
innovative, appealing, 
design brief

Cross-curricular opportunities
Maths – describe position, direction and 
movement. Use appropriate standard and non- standard 
measures.

Art and design – use colour, pattern, line,
shape.

Computing – digital graphics and text could be 
incorporated into final products as the background or 
moving parts.

Spoken language – participate in discussion about books 
and other products with moving parts, taking turns and 
listening to what others say. Ask relevant questions to 
extend their
knowledge and understanding. Build technical and 
directional vocabulary.

Resources
books and everyday products with levers and
slider mechanisms.  Slider and lever teaching aids, 
card strips, card rectangles, paper, masking tape, paper 
fasteners, paper binders, stick glue, PVA glue, finishing materials 
and media, 
left/right handed scissors, cutting mats, card drills

Useful websites/resources:
8.00 Moving pictures (links to Literacy) YR1

Moving history book - levers and linkages

Working with sliders and levers - PowerPoints YR1/2

Levers and linkages - Poster and Support Pack YR3/4/5/6 

5.00 D&T Primary 17 PDF Copy focus on mechanisms

Developing

 

Embedded

https://drive.google.com/open?id=1PF8946VYeGH9-eFVh01yztTx0H4d9h28
https://www.data.org.uk/resource-shop/moving-pictures-links-to-literacy-yr1/
https://www.data.org.uk/resource-shop/primary/mechanisms/moving-history-book-levers-and-linkages/
https://www.data.org.uk/shop-products/working-with-sliders-and-levers-powerpoints-yr12/
https://www.data.org.uk/resource-shop/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/shop-products/dt-primary-17-pdf-copy/


Food- Year 1- Preparing fruit and vegetables

Prior 
knowledge

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

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

New knowledge: Preparing fruit and vegetables 1_2 Preparing fruit and 
vegetables.pdf 
Example projects: Y1 fruit salads,  fruit yogurt,  fruit drinks, fruit jelly,  fruit smoothies, NC 
objectives:   
Technical knowledge and understanding:
• Understand where a range of fruit and vegetables come from e.g. farmed or grown at home.
• Understand and use basic principles of a healthy and varied diet to prepare dishes, including how
fruit and vegetables are part of The eatwell plate.
• Know and use technical and sensory vocabulary relevant to the project
Designing
• Design appealing products for a particular user based on simple design criteria.
• Generate initial ideas and design criteria through investigating a variety of fruit and vegetables.
• Communicate these ideas through talk and drawings.
Making
Use simple utensils and equipment to e.g. peel, cut, slice, squeeze, grate and chop safely.
• Select from a range of fruit and vegetables according to their characteristics e.g. colour, texture and taste to create a 
chosen product.
Evaluating
Taste and evaluate a range of fruit and vegetables to determine the intended user’s preferences.
• Evaluate ideas and finished products against design criteria, including intended user and
purpose.

Future knowledge

 Know how to use appropriate 
equipment and utensils to prepare 
and combine food.
• Know about a range of fresh and 
processed ingredients appropriate 
for their product, and whether they 
are grown, reared or caught.
• Know and use relevant technical 
and sensory vocabulary 
appropriately.

Investigative 
and Evaluative 
Activities (IEAs)
Examine a range of 
fruit/vegetables. 
Use questions to 
develop children’s 
understanding e.g.
What is this called? 
Who has eaten this 
fruit/vegetable 
before? Where is it 
grown? When can 
it be
harvested? What 
are its taste, smell, 
texture and 
appearance? What 
will it look like if we 
peel it or cut it
in half? What are 
the different parts 
called?

Provide 
opportunities for 
children to handle, 
smell and taste fruit 
and vegetables in 
order to describe
them through 
talking and 
drawing.

Evaluate existing 
products to 
determine what the 
children like best; 
provide 
opportunities for 
the
children to 
investigate 
preferences of their 
intended 
users/suitability for 
intended purposes

Focused Tasks
Discuss basic food 
hygiene practices 
when handling food 
including the 
importance of 
following instructions 
to control risk

Demonstrate how to 
use simple utensils 
and provide 
opportunities for the 
children to practise 
food-processing 
skills such as 
washing, grating, 
peeling, slicing, 
squeezing

Discuss healthy 
eating advice, 
including eating 
more fruit and 
vegetables; using 
The eatwell plate 
model talk about the 
importance of fruit 
and vegetables in 
our balanced diet 
e.g.

Design
Discuss possible 
products that they 
might want to 
design, make and 
evaluate and
who the products 
will be for. Agree 
on design criteria 
that can be used to 
guide the 
development and
evaluation of 
children’s products 
e.g. Who/what is 
the product for? 
What will make our 
product
unique/different? 
How will we know 
that we designed 
and made a 
successful 
product?
• Use talk and 
drawings when 
planning for a 
product; ask the 
children to develop, 
model and
communicate their 
ideas e.g. What will 
you need? What 
fruit/vegetable will 
you need? How 
much will
you need? How will 
you present the 
product?
• Talk to the 
children about the 
main stages in 
making, 
considering 
appropriate 
utensils and food
processes they 
learnt about 
through IEAs and 
FTs.

Make

 Chn prepare and 
make a healthy 
snack such 

Y1: focus on fruit 
eg..fruit 
smoothie/fruit 
salad/fruit kebab

Evaluate
Evaluate as the children work 
through the project and the 
final products against the 
intended purpose
and with the intended user, 
drawing on the design criteria 
previously agreed.

Recurring 
Vocabulary- Tier 
3-
fruit , vegetable, 
soft, hard, sweet, 
juicy, make, taste

Vocabulary- Tier 3
fruit and vegetable names, names of equipment and utensils, sensory vocabulary e.g.
soft, juicy, crunchy, sweet, sticky, smooth, sharp, crisp, sour, hard,  flesh, skin, seed, pip,
core, slicing, peeling, cutting, squeezing, healthy diet, choosing, ingredients, planning,
investigating tasting, arranging, popular, design, evaluate, criteria

Future vocabulary- tier 3
name of products, names of 
equipment, utensils, techniques 
and ingredients
texture, taste, sweet, sour, hot, 
spicy, appearance, smell, 
preference, greasy, moist, cook, 
fresh, savoury, hygienic, edible, 
grown, reared, caught, frozen, 
tinned, processed,
seasonal, harvested, healthy/varied 
diet, planning, design criteria, 
purpose, user, annotated
sketch, sensory, evaluations

Cross-curricular opportunities
Spoken language – ask questions to check understanding; 
use the correct terminology for equipment and food 
processes.
• Writing – instructions on how to use one of the utensils; 
how to prepare e.g. a fruit for eating. – Children write a 
simple account about how they made their food product.
• Science – talk about a balanced diet, different types of 
food and hygiene. Links to Y2 animals including humans 
topic
Art- drawings of fruit and vegetables- study Arcimboldo

Resources
range of fresh fruit and vegetables, chopping 
boards, knives, peelers, graters, skewers,
juicers, spoons, jugs, plates, bowls, aprons,
plastic table covers, hand washing and
washing-up facilities, yogurt making machine or
blender, if appropriate

Useful websites/resources:
https://www.foodafactoflife.org.uk/ 

Eatwell guide

Fantastic Fruit

Primary D&T Food Guidance

Super Salads

Developing
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https://drive.google.com/open?id=1bx1MvDSMvMHRUoisvwF5xcQss6Eqojjr
https://drive.google.com/open?id=1bx1MvDSMvMHRUoisvwF5xcQss6Eqojjr
https://www.foodafactoflife.org.uk/
https://www.gov.uk/government/publications/the-eatwell-guide
https://www.data.org.uk/resource-shop/primary/food/fantastic-fruit/
https://www.data.org.uk/resource-shop/primary/food/primary-dt-food-guidance/
https://www.data.org.uk/resource-shop/primary/food/super-salads/


Mechanisms- Year 2- Wheels and axles 

Prior 
knowledge
Assembled 
vehicles with 
moving 
wheels using
construction 
kits.
• Explored 
moving 
vehicles 
through play.
• Gained some 
experience of 
designing, 
making and
evaluating 
products for a 
specified user 
and
purpose.
• Developed 
some cutting, 
joining and 
finishing skills
with card.

New knowledge: Wheels and axles  1_2 Wheels and axles.pdf
Example projects: push/pull toys e.g. emergency service vehicle, carnival float, 
farm vehicle, clown’s car, vehicle for imaginary/story character, shopping trolley

NC objectives:  
Technical knowledge and understanding:
• Explore and use wheels, axles and axle holders.
• Distinguish between fixed and freely moving axles.
• Know and use technical vocabulary relevant to the project.

Designing
Generate initial ideas and simple design criteria through talking and using own experiences.
• Develop and communicate ideas through drawings and mock-ups.

Making
Select from and use a range of tools and equipment to perform practical tasks such as cutting and joining to allow 
movement and finishing.
• Select from and use a range of materials and components such as paper, card, plastic and wood according to their 
characteristics.

Evaluating
Explore and evaluate a range of products with wheels and axles.
• Evaluate their ideas throughout and their products against original criteria.

Future 
knowledge

Explore and use 
sliders and levers.
• Understand that 
different mechanisms 
produce different 
types of movement.
• Know and use 
technical vocabulary 
relevant to the 
project.

Investigative 
and 
Evaluative 
Activities 
(IEAs)
Explore and 
evaluate a 
range of 
wheeled 
products such 
as toys and 
everyday 
objects. 
Through
questioning, 
direct children’s 
observations 
e.g. the number, 
size, position 
and methods of 
fixing wheels
and axles. How 
do you think the 
wheels move? 
How do you 
think the wheels 
are fixed on? 
Why do you 
think the 
product has this 
number of 
wheels? Why do 
you think the 
wheels are 
round?

Draw an 
example of a 
wheeled 
product, stating 
the user and 
purpose, and 
labelling the 
main parts e.g.
body, chassis, 
wheels, axles 
and axle 
holders.

Walk around the 
school building 
and grounds, 
recording how 
wheels and 
axles are used 
in daily life.
 Read a story or 
non-fiction book 
that includes a 
wheeled 
product. Use 
this to introduce 
relevant
vocabulary and 
to emphasise 
user and 
purpose.

Focused 
Tasks

Using 
construction kits 
with wheels and 
axles, ask 
children to make 
a product that 
moves.

Demonstrate to 
children how 
wheels and axles 
may be 
assembled as 
either fixed axles 
or free axles.

Show different 
ways of making 
axle holders and 
stress the 
importance of 
making sure the 
axles run freely 
within the 
holders.

Ensure that 
children are 
taught how to 
mark out, hold, 
cut and join 
materials and 
components 
correctly.

• Using samples 
of materials and 
components they 
will use when 
designing and 
making, ask the 
children
to assemble 
some examples 
of wheel, axle, 
axle holder 
combinations. 
Display the work 
completed as a
reference for their 
DMEA.

Design
Discuss with the 
children what 
they will be 
designing, 
making and 
evaluating 
within an 
authentic
Context.

• With the 
children identify 
a user and 
purpose for the 
product and 
generate simple 
criteria.

• Ask children to 
generate, 
develop and 
communicate 
their ideas as 
appropriate e.g. 
through talk and
drawing. Talk 
about, evaluate 
and share ideas 
with other 
children/adults.

Make

Make their 
wheel and axle 
product using 
their design 
ideas and 
criteria as an 
ongoing guide.
E.g. push/pull 
toys e.g. 
emergency 
service vehicle
carnival float 
farm vehicle 
clown’s car
vehicle for 
imaginary/story 
character
shopping 
trolley

Discuss how 
the children 
might add 
finishing 
techniques to 
their product 
with reference 
to their design
ideas and 
criteria. Direct 
the children to 
computing 
opportunities 
such
as clip art, 
word 
processing, 
paint or simple 
drawing 
programs

Evaluate

Ask children to 
evaluate their 
finished 
product, 
communicatin
g how it works 
and how it 
matches their
design criteria, 
including any 
changes they 
made.

Recurring 
Vocabulary- 
Tier 3-
Wheel, move, 
toy, make, 
design, draw

Vocabulary- Tier 3
vehicle, wheel, axle, axle holder, chassis, body, cab, assembling, cutting, joining, shaping,
finishing, fixed, free, moving, mechanism, names of tools, equipment and materials used
Tier 2: design, make, evaluate, purpose, user, criteria, functional

Future 
vocabulary- tier 
3
slider, lever, pivot, 
slot, bridge/guide 
card, masking 
tape, paper 
fastener, join, pull, 
push, up, down, 
straight, curve, 
forwards, 
backwards

design, make, 
evaluate, user, 
purpose, ideas, 
design criteria, 
product, function

Cross-curricular opportunities

Science – working scientifically: ask simple  
questions and observe closely. Explore use of 
everyday materials. Link to Y1 materials unit

Maths – number of wheels, more than, less than, 
equal. Measuring length using non- standard and 
standard units.

Art and Design – use a range of media and 
materials creatively to design and make products.

Computing – use technology purposefully to create 
and manipulate digital content.

Spoken Language – use of technical
vocabulary. Ask relevant questions to extend 
understanding and build vocabulary and knowledge.

Resources
selection of toy vehicles with differently fixed axles
card boxes, card, cotton reels, plastic tubing,
dowel, clothes pegs, paper sticks/dowel,
paper/plastic straws, card discs, MDF wheels,
wooden wheels, single hole punch, card drill, cutting mat, masking tape, PVA glue, paint, thin/thick paint 
brushes, felt tip pens, decorative paper, double sided sticky fixers, junior hacksaw, vice, left/right
handed scissors

Useful websites/resources:
Wheels - working with wheels and axles

8.00 Let's Look at Vehicles 

Toys

5.00 D&T Primary 34 PDF Copy Innovations in wheel design

Developing
James, Jaxon

Embedded
Angus, Amavi, Nate, Freddie, Mia, Emilia

https://drive.google.com/open?id=1G1VwDiioyFc8w2geVCVlpBsC4nTDH9wR
https://www.data.org.uk/shop-products/wheels-working-with-wheels-and-axles/
https://www.data.org.uk/shop-products/lets-look-at-vehicles/
https://www.data.org.uk/shop-products/toys/
https://www.data.org.uk/shop-products/dt-primary-34-pdf-copy/


Food- Year  2- Preparing fruit and vegetables

Prior knowledge

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

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

New knowledge: Preparing fruit and vegetables 1_2 Preparing fruit and 
vegetables.pdf 
Example projects:  Y2: vegetable salads, fruit and vegetable kebabs, vegetable and fruit 
smoothie
NC objectives:  
Technical knowledge and understanding:
• Understand where a range of fruit and vegetables come from e.g. farmed or grown at home.
• Understand and use basic principles of a healthy and varied diet to prepare dishes, including how
fruit and vegetables are part of The eatwell plate.
• Know and use technical and sensory vocabulary relevant to the project
Designing
• Design appealing products for a particular user based on simple design criteria.
• Generate initial ideas and design criteria through investigating a variety of fruit and vegetables.
• Communicate these ideas through talk and drawings.
Making
Use simple utensils and equipment to e.g. peel, cut, slice, squeeze, grate and chop safely.
• Select from a range of fruit and vegetables according to their characteristics e.g. colour, texture and taste to create a chosen 
product.
Evaluating
Taste and evaluate a range of fruit and vegetables to determine the intended user’s preferences.
• Evaluate ideas and finished products against design criteria, including intended user and
purpose.

Future knowledge

 Know how to use 
appropriate equipment 
and utensils to prepare 
and combine food.
• Know about a range of 
fresh and processed 
ingredients appropriate 
for their product, and 
whether they are grown, 
reared or caught.
• Know and use relevant 
technical and sensory 
vocabulary appropriately.

Investigative and 
Evaluative 
Activities (IEAs)
Examine a range of 
fruit/vegetables. Use 
questions to develop 
children’s 
understanding e.g.
What is this called? 
Who has eaten this 
fruit/vegetable before? 
Where is it grown? 
When can it be
harvested? What are 
its taste, smell, texture 
and appearance? 
What will it look like if 
we peel it or cut it
in half? What are the 
different parts called?

Provide opportunities 
for children to handle, 
smell and taste fruit 
and vegetables in 
order to describe
them through talking 
and drawing.

Evaluate existing 
products to determine 
what the children like 
best; provide 
opportunities for the
children to investigate 
preferences of their 
intended 
users/suitability for 
intended purposes

Focused Tasks
Discuss basic food 
hygiene practices when 
handling food including 
the importance of 
following instructions to 
control risk

Demonstrate how to use 
simple utensils and 
provide opportunities for 
the children to practise 
food-processing skills 
such as washing, 
grating, peeling, slicing, 
squeezing

Discuss healthy eating 
advice, including eating 
more fruit and 
vegetables; using The 
eatwell plate model talk 
about the importance of 
fruit and vegetables in 
our balanced diet e.g.

Design
Discuss possible 
products that they 
might want to design, 
make and evaluate 
and
who the products will 
be for. Agree on 
design criteria that can 
be used to guide the 
development and
evaluation of 
children’s products 
e.g. Who/what is the 
product for? What will 
make our product
unique/different? How 
will we know that we 
designed and made a 
successful product?
• Use talk and 
drawings when 
planning for a product; 
ask the children to 
develop, model and
communicate their 
ideas e.g. What will 
you need? What 
fruit/vegetable will you 
need? How much will
you need? How will 
you present the 
product?
• Talk to the children 
about the main stages 
in making, considering 
appropriate utensils 
and food
processes they learnt 
about through IEAs 
and FTs.

Make

 Chn prepare and 
make a healthy 
snack such 

Y2: focus on 
vegetables e.g. 
salad, vegetable 
kebab, or combining 
fruit and vegetables 
in a smoothie

Evaluate
Evaluate as the 
children work 
through the project 
and the final 
products against the 
intended purpose
and with the 
intended user, 
drawing on the 
design criteria 
previously agreed.

Recurring 
Vocabulary- Tier 3-
fruit , vegetable, soft, 
hard, sweet, juicy, 
make, taste

Vocabulary- Tier 3
fruit and vegetable names, names of equipment and utensils, sensory vocabulary e.g.
soft, juicy, crunchy, sweet, sticky, smooth, sharp, crisp, sour, hard,  flesh, skin, seed, pip,
core, slicing, peeling, cutting, squeezing, healthy diet, choosing, ingredients, planning,
investigating tasting, arranging, popular, design, evaluate, criteria

Future vocabulary- 
tier 3
name of products, names 
of equipment, utensils, 
techniques and 
ingredients
texture, taste, sweet, 
sour, hot, spicy, 
appearance, smell, 
preference, greasy, moist, 
cook, fresh, savoury, 
hygienic, edible, grown, 
reared, caught, frozen, 
tinned, processed,
seasonal, harvested, 
healthy/varied diet, 
planning, design criteria, 
purpose, user, annotated
sketch, sensory, 
evaluations

Cross-curricular opportunities
Spoken language – ask questions to check understanding; use the 
correct terminology for equipment and food processes.
• Writing – instructions on how to use one of the utensils; how to 
prepare e.g. a fruit for eating. – Children write a simple account 
about how they made their food product.
• Science – talk about a balanced diet, different types of food and 
hygiene. Links to Y2 animals including humans topic
Art- drawings of fruit and vegetables- study Arcimboldo

Resources
range of fresh fruit and vegetables, chopping 
boards, knives, peelers, graters, skewers,
juicers, spoons, jugs, plates, bowls, aprons,
plastic table covers, hand washing and
washing-up facilities, yogurt making machine 
or
blender, if appropriate

Useful websites/resources:
https://www.foodafactoflife.org.uk/ 

Eatwell guide

Fantastic Fruit

Primary D&T Food Guidance

Super Salads

 

https://drive.google.com/open?id=1bx1MvDSMvMHRUoisvwF5xcQss6Eqojjr
https://drive.google.com/open?id=1bx1MvDSMvMHRUoisvwF5xcQss6Eqojjr
https://www.foodafactoflife.org.uk/
https://www.gov.uk/government/publications/the-eatwell-guide
https://www.data.org.uk/resource-shop/primary/food/fantastic-fruit/
https://www.data.org.uk/resource-shop/primary/food/primary-dt-food-guidance/
https://www.data.org.uk/resource-shop/primary/food/super-salads/


Textiles- Year 2- Templates and joining techniques

Prior knowledge

Explored and 
used different 
fabrics.

Cut and joined 
fabrics with simple 
techniques.

Thought about the 
user and purpose 
of products.

New knowledge:  templates and joining techniques 1_2 Templates and 
joining.pdf 
Example projects: glove puppet, finger puppet, simple bag, clothes for teddy/soft toy/class 
doll, fabric placemat

NC objectives:  
Technical knowledge and understanding:
Understand how simple 3-D textile products are made, using a template to create two identical
shapes.
• Understand how to join fabrics using different techniques e.g. running stitch, glue, over stitch,
stapling.
• Explore different finishing techniques e.g. using painting, fabric crayons, stitching, sequins, buttons
and ribbons.
• Know and use technical vocabulary relevant to the project.

Designing
Design a functional and appealing product for a chosen user and purpose based on simple design
criteria.
Generate, develop, model and communicate their ideas as appropriate through talking, drawing,
templates, mock-ups and information and communication technology.
 
Making
Select from and use a range of tools and equipment to perform practical tasks such as marking out, cutting, joining and finishing.
Select from and use textiles according to their characteristics.

Evaluating
Explore and evaluate a range of existing textile products relevant to the project being undertaken.
Evaluate their ideas throughout and their final products against original design criteria.

Future knowledge

Know how to strengthen, 
stiffen and reinforce existing 
fabrics.
• Understand how to securely 
join two pieces of fabric 
together.
• Understand the need for 
patterns and seam 
allowances.
• Know and use technical 
vocabulary relevant to the 
project.

Investigative and 
Evaluative 
Activities (IEAs)
Children investigate 
and evaluate existing 
products linked to the 
chosen project. 
Explore and compare
e.g. fabrics, joining 
techniques, finishing 
techniques and 
fastenings used.

Use questions to 
develop children’s 
understanding e.g. 
How many parts is it 
made from? What is it
joined with? How is it 
finished? Why do you 
think these joining 
techniques have been 
chosen? How is it
fastened? Who might 
use it and why?
Make drawings of 
existing products, 
stating the user and 
purpose. Identify and 
label, if appropriate, 
the
fabrics, fastenings and 
techniques used.

Focused Tasks
Investigate fabrics to 
determine which is best 
for the purpose of the 
product they are 
creating.
Using prepared 
teaching aids, 
demonstrate the use of 
a template or simple 
paper pattern. Children 
could make their own 
templates or paper 
patterns. If necessary, 
they can use ones 
provided by the
teacher.
Using prepared 
teaching aids, 
demonstrate the correct 
use of  appropriate tools 
to mark out, tape or pin 
the fabric to the 
templates or paper 
patterns and cut out the 
relevant fabric pieces 
for the product.

Using prepared 
teaching aids, 
demonstrate 
appropriate examples of 
joining techniques for 
children to practise in 
guided groups e.g. 
running stitch including 
threading own needle, 
stapling, lacing and 
gluing. Talk about the 
advantages and 
disadvantages of each 
technique.
Using prepared 
teaching aids, 
demonstrate examples 
of finishing techniques 
for children to practise 
in guided groups e.g. 
sewing buttons, 3-D 
fabric paint, gluing 
sequins, printing.

Design
Provide the children 
with a context that is 
authentic. Discuss 
with children the 
purpose and user of 
the products they will 
be designing, making 
and evaluating. 
Design criteria 
developed with the 
teacher
should be used to 
guide the development 
and evaluation of the 
children’s products.
Ask the children to 
generate a range of 
ideas e.g. What parts 
will the product need 
to have and what
will it be made from? 
What size will it be? 
How will it be joined 
and finished?
Through talk, drawings 
and mock-ups, ask the 
children to develop 
and communicate their 
ideas.
ICT could be used for 
symmetry and pattern 
ideas. Choose one
idea to follow through.

Make
Apply understanding 
and skills learnt 
through the IEAs and 
FTs to making their 
finished product e.g. 
glove puppet, finger 
puppet, simple bag, 
clothes for teddy/soft 
toy/class doll, fabric 
placemat

Evaluate
Evaluate ongoing 
work and the final 
products against the 
intended purpose 
and with the 
intended user,
drawing on the 
design criteria 
previously agreed.

Recurring 
Vocabulary- Tier 3-

Cut, join, fabric, 
material, make, design

Vocabulary- Tier 3
names of existing products, joining and finishing techniques, tools, fabrics and components
template, pattern pieces, mark out, join, decorate, finish, features, suitable, quality, mock-up, design brief

Tier 2: design criteria, make, evaluate, user, purpose, function

Future vocabulary- 
tier 3
fabric, names of fabrics, 
fastening, compartment, zip, 
button, structure, finishing 
technique,
strength, weakness, 
stiffening, templates, stitch, 
seam, seam allowance, 
pattern pieces, prototype, 
annotated sketch,

Tier 2: functional, innovative, 
investigate, label, drawing, 
aesthetics, function, user, 
purpose, design, model, 
evaluate

Cross-curricular opportunities

Science – everyday materials. Investigate
physical properties of fabric types against suitability for the product to 
be made. Link to Y2 materials unit
Maths – measurement using non-
standard and standard units.
Art and design – quick drawings or detailed observational drawings 
of one product to develop and share ideas. Use colour, pattern, 
texture, and shape as appropriate.

Resources
existing products linked to chosen project, 
variety of textiles e.g. dipryl, felt, reclaimed 
fabric, thread, pins, needles, magnet, staplers, 
staples, fabric glue
left/right handed scissors, items for finishing 
e.g.
buttons, wool, fabric paints, sequins, drawing 
and colouring, media

Useful websites/resources:
Teddy's Safety Jacket

Joining and fastening fabrics - PowerPoints 
YR1/2

Special Sun hat for Barnaby Bear YR1/2

Designing with textiles

Three Bears Picnic Blanket

8.00 Let's Look at Hats 

 

https://drive.google.com/open?id=17N9mWojQDJhDai8GLYtP2tFu9ZHWCbhv
https://drive.google.com/open?id=17N9mWojQDJhDai8GLYtP2tFu9ZHWCbhv
https://www.data.org.uk/shop-products/teddys-safety-jacket/
https://www.data.org.uk/resource-shop/joining-and-fastening-fabrics-powerpoints-yr12/
https://www.data.org.uk/resource-shop/joining-and-fastening-fabrics-powerpoints-yr12/
https://www.data.org.uk/resource-shop/special-sun-hat-for-barnaby-bear-yr12/
https://www.data.org.uk/resource-shop/designing-with-textiles/
https://www.data.org.uk/resource-shop/three-bears-picnic-blanket/
https://www.data.org.uk/resource-shop/lets-look-at-hats/


Mechanisms- Year 3- levers and linkages

Prior 
knowledge

Explored and 
used 
mechanisms 
such as flaps,
sliders and 
levers.
• Gained 
experience of 
basic cutting, 
joining and
finishing 
techniques with 
paper and card.

New knowledge: levers and linkages  3_4 Levers and linkages.pdf 
Example projects: story book, greetings card, information book,
storyboard
NC objectives:  
Technical knowledge and understanding:
Understand and use lever and linkage mechanisms.
• Distinguish between fixed and loose pivots.
• Know and use technical vocabulary relevant to the project.

Designing
Generate realistic ideas and their own design criteria through discussion, focusing on the needs
of the user.
• Use annotated sketches and prototypes to develop, model and communicate ideas.

Making
Order the main stages of making.
• Select from and use appropriate tools with some accuracy to cut, shape and join paper and card.
• Select from and use finishing techniques suitable for the product they are creating.

Evaluating
• Investigate and analyse books and, where available, other products with lever and linkage
mechanisms.
• Evaluate their own products and ideas against criteria and user needs, as they design and make.

Future knowledge

Understand and use 
pneumatic mechanisms.
• Know and use technical 
vocabulary relevant to 
the project.
Order the main stages of 
making.
• Select from and use 
appropriate tools with 
some accuracy to cut 
and join materials and
components such as 
tubing, syringes and 
balloons.
• Select from and use 
finishing techniques 
suitable for the product 
they are creating.

Investigative 
and Evaluative 
Activities (IEAs)
Children 
investigate, 
analyse and 
evaluate books 
and, where 
available, other 
products which 
have a range of 
lever and linkage 
mechanisms.
• Use questions to 
develop children’s 
understanding e.g. 
Who might it be 
for? What is its 
purpose? What
do you think will 
move? How will 
you make it move? 
What part moved 
and how did it 
move? How do you 
think the 
mechanism works? 
What materials 
have been used? 
How effective do 
you think it is and
why? What else 
could move?

Focused Tasks
• Demonstrate a 
range of lever and 
linkage mechanisms 
to the children using 
prepared teaching 
aids.
• Use questions to 
develop children’s 
understanding e.g. 
Which card strip is 
the lever? Which 
card strip
is acting as the 
linkage? Which part 
of the system is the 
input and which part 
the output? What 
does the type of 
movement remind 
you of? Which are 
the fixed pivots and 
which are the loose 
pivots?
• Demonstrate the 
correct and accurate 
use of measuring, 
marking out, cutting, 
joining and finishing 
skills
and techniques.
• Children should 
develop their 
knowledge and skills 
by replicating one or 
more of the teaching 
aids.

Design
Develop a design 
brief with the 
children.

Ask the children to 
generate a range 
of ideas, 
encouraging 
creative responses.
Agree on design 
criteria that can be 
used to guide the 
development and 
evaluation of the 
children’s
products.
Using annotated 
sketches and 
prototypes, ask the 
children to develop, 
model and 
communicate their 
ideas.
Ask the children to 
consider the main 
stages in making 
before assembling 
high quality 
products,
drawing on the 
knowledge, 
understanding and 
skills learnt through 
IEAs and FTs.

Make

Chn plan and 
make storybook or 
greetings card 
with lever 
mechanism.

Evaluate

Evaluate the final 
products against 
the intended 
purpose and with 
the intended 
user, drawing on 
the
design criteria 
previously 
agreed.

Recurring 
Vocabulary- Tier 
3-
slider, lever, 
pivot, slot, 
bridge/guide 
card, masking 
tape, paper 
fastener, join, 
pull, push, up, 
down, straight, 
curve, forwards, 
backwards

Vocabulary- Tier 3
mechanism, lever, linkage, pivot, slot, bridge, guide, system, input, process, output
linear, rotary, oscillating, reciprocating, 
Tier 2: user, purpose, function, prototype, design criteria,
innovative, appealing, design brief

Future vocabulary- 
tier 3

components, fixing, 
attaching, tubing, 
syringe, plunger, split 
pin, paper fastener, 
pneumatic system, 
input, movement, 
process, output 
movement, control, 
compression, 
pressure, inflate, 
deflate, pump, seal, 
air-tight, linear, rotary, 
oscillating, 
reciprocating

Cross-curricular opportunities

Maths – use the vocabulary of position,
direction and movement. Use a ruler to
measure to the nearest cm, half cm or mm.
Computing – digital graphics and text could be incorporated 
into final products 
Spoken language – ask relevant questions to extend 
knowledge and understanding. Build their technical 
vocabulary.
Art and design – use colour, pattern, line, shape.
as the background or moving parts.
Writing- instructions or recount

Resources
books and other products with lever and linkage
Mechanisms, lever and linkage teaching aids,
card strips, card rectangles, paper, masking tape, paper 
fasteners, paper binders, stick glue
left/right handed scissors, cutting mats, card drill,
finishing media and materials

Useful websites/resources:
Levers and linkages - Poster and Support Pack YR3/4/5/6

Mechanisms with a message

Moving history book - levers and linkages 

Developing
 

Embedded

https://drive.google.com/open?id=1CRXXHbO8RKQsDFGo5ul1bbP-y-peMBKv
https://www.data.org.uk/shop-products/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/resource-shop/mechanisms-with-a-message/
https://www.data.org.uk/shop-products/moving-history-book-levers-and-linkages/


Textiles- Year 3- 2D shape to 3D product

Prior 
knowledge

Have joined 
fabric in simple 
ways by gluing 
and
stitching.
• Have used 
simple patterns 
and templates 
for
marking out.
• Have 
evaluated a 
range of textile 
products.

New knowledge:  2D shape to 3D product 3_4 2D shape to 3D product.pdf 
Example projects: purse/wallet, soft toy/mascot, apron, fashion accessory, beach bag, shoe bag, 
pencil case, story sack

NC objectives:  
Technical knowledge and understanding:
Know how to strengthen, stiffen and reinforce existing fabrics.
• Understand how to securely join two pieces of fabric together.
• Understand the need for patterns and seam allowances.
• Know and use technical vocabulary relevant to the project.

Designing
Generate realistic ideas through discussion and design criteria for an appealing, functional product
fit for purpose and specific user/s.
• Produce annotated sketches, prototypes, final product sketches and pattern pieces.
 
Making
Plan the main stages of making.
• Select and use a range of appropriate tools with some accuracy e.g. cutting, joining and finishing.
• Select fabrics and fastenings according to their functional characteristics e.g. strength, and
aesthetic qualities e.g. pattern.

Evaluating
Investigate a range of 3-D textile products relevant to the project.
• Test their product against the original design criteria and with the intended user.
• Take into account others’ views.
• Understand how a key event/individual has influenced the development of the chosen product
and/or fabric.

Future knowledge

• A 3-D textile product 
can be made from a 
combination of 
accurately made pattern 
pieces,
fabric shapes and 
different fabrics.
• Fabrics can be 
strengthened, stiffened 
and reinforced where 
appropriate.

Investigative 
and Evaluative 
Activities (IEAs)
Children 
investigate a range 
of textile products 
that have a 
selection of 
stitches, joins, 
fabrics, finishing
techniques, 
fastenings and 
purposes, linked to 
the product they 
will design, make 
and evaluate. Think 
about products 
from the past and 
what changes have 
been made in 
textile production 
and products
e.g. the invention of 
zips and Velcro.

Give children the 
opportunity to 
disassemble 
appropriate textiles 
products to gain an 
understanding of
3-D shape, 
patterns and seam 
allowances.

Use questioning to 
develop 
understanding e.g. 
What is its 
purpose? Which 
one is most suited 
to its purpose? 
What 
properties/characte
ristics does the 
fabric have? Why 
has this fabric been 
chosen? How has 
the fabric been 
joined together? 
How effective are 
its fastenings?

Focused Tasks

Demonstrate a 
range of stitching 
techniques and allow 
children to practise 
sewing two small 
pieces of fabric 
together, 
demonstrating the 
use of, and need for, 
seam allowances.

Allow children to use 
a textile product they 
have taken apart to 
create a paper 
pattern using 2-D
shapes.

 Provide a range of 
fabrics – children to 
consider whether 
fabrics are suitable 
for the chosen 
purpose
and user. The fabrics 
also can be used for 
demonstrating and 
testing out a range 
of decorative 
finishing techniques 
e.g. appliqué, 
embroidery, fabric 
pens/paints, printing.

Use questioning to 
develop 
understanding e.g. 
Which joining 
technique makes the 
strongest seam?
Why? Which stitch is 
appropriate for the 
purpose? Which 
joining techniques 
are suitable for the 
fabric and purpose? 
How can you stiffen 
your fabric?

Design

Children to create 
a design brief, 
supported by the 
teacher, set within 
a context which is 
authentic and
meaningful. 
Discuss the 
intended user, 
purpose and 
appeal of their 
product. Create a 
set of design
Criteria.

Ask children to 
sketch and 
annotate a range of 
possible ideas, 
constantly 
encouraging 
creative
thinking. Produce 
mock-ups and 
prototypes of their 
chosen product.

Plan the main 
stages of making 
e.g. using a 
flowchart or 
storyboard.

Make

Children to 
assemble their 
product using their 
existing 
knowledge, skills 
and 
understanding 
from IEAs
and FTs. 
Encourage 
children to think 
about the 
aesthetics and 
quality finish of 
their product.

Examples: 
purse/wallet, soft 
toy/mascot, apron, 
fashion 
accessory, beach 
bag, shoe bag, 
pencil case, story 
sack

Evaluate

Evaluate as the 
process is 
undertaken and 
the final product 
in relation to the 
design brief and 
criteria.
The product 
should be tested 
by the intended 
user and for its 
purpose and 
others’ views 
sought to help
with identifying 
possible 
improvements.

Recurring 
Vocabulary- Tier 
3-

joining and 
finishing 
techniques, tools, 
fabrics and 
components
template, pattern 
pieces, mark out, 
join, decorate, 
finish, features, 
suitable, quality, 
mock-up, design 
brief,

Vocabulary- Tier 3
fabric, names of fabrics, fastening, compartment, zip, button, structure, finishing technique,
strength, weakness, stiffening, templates, stitch, seam, seam allowance, pattern pieces, prototype, annotated sketch,

Tier 2: functional, innovative, investigate, label, drawing, aesthetics, function, user, purpose, design, model, evaluate

Future vocabulary- 
tier 3
seam, seam 
allowance, wadding, 
reinforce, right side, 
wrong side, hem, 
template, pattern
Pieces, name of 
textiles and fastenings 
used, pins, needles, 
thread, pinking 
shears,
fastenings, iron 
transfer paper,
Tier 2: design criteria, 
annotate, design 
decisions, 
functionality, 
innovation, authentic, 
user, purpose, 
evaluate, mock-up, 
prototype

Cross-curricular opportunities
Science – physical properties of fabrics. Identify and 
compare the suitability
of a variety of fabrics for particular uses.
Link to Y2 materials unit
Maths– nets of shapes and accurate
measurements mm/cm.
Computing – opportunity to create pattern pieces using a 
computer program.
Art and design – investigating visual and
tactile qualities of fabrics and using colour and pattern 
appropriately. Using a range of tools and decorative 
techniques. Develop sketching techniques.
History – investigating textiles and textile
products from age being studied.
Writing – written evaluation of their product, organising it 
under e.g. headings,
subheadings.

Resources
collection of textile products linked to the chosen product to be 
made, selection of fabrics and
Fastenings, left/right handed scissors,
needles, thread, tape, fabric glue, pins, measuring tape, items 
to use for finishing e.g. fabric paints, threads, appliqué pieces, 
paints for printing, thin paint brushes

Useful websites/resources:
8.00 Aprons YR3/4

Fancy a bag?

Designing with textiles

Bendy Bags YR2/3/4 

Developing
 

Embedded

https://drive.google.com/open?id=1y--kvI495Vq31HOEcdDcfFcZo09jVBmA
https://www.data.org.uk/shop-products/aprons-yr34/
https://www.data.org.uk/resource-shop/fancy-a-bag/
https://www.data.org.uk/resource-shop/designing-with-textiles/
https://www.data.org.uk/resource-shop/bendy-bags-yr234/


Structures- Year 3- Shell structures

Prior 
knowledge

Experience of 
using different 
joining, cutting 
and
finishing 
techniques with 
paper and card.
• A basic 
understanding 
of 2-D and 3-D 
shapes in
mathematics 
and the 
physical 
properties and
everyday uses 
of materials in 
science.

New knowledge: shell structures 3_4 Shell structures.pdf 
Example projects: gift boxes/containers, desk tidy, disposable/recyclable lunch boxes, packaging, 
cool boxes, party boxes, keep safe boxes, mystery boxes
NC objectives:  
Technical knowledge and understanding:
Develop and use knowledge of how to construct strong, stiff shell structures.
• Develop and use knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D
shapes.
• Know and use technical vocabulary relevant to the project.

Designing
• Generate realistic ideas and design criteria collaboratively through discussion, focusing on the needs of the user and purpose of the 
product.
• Develop ideas through the analysis of existing products and use annotated sketches and prototypes to model and communicate 
ideas.

Making
• Order the main stages of making.
• Select and use appropriate tools to measure, mark out, cut, score, shape and assemble with some
accuracy.
• Explain their choice of materials according to functional properties and aesthetic qualities.
• Use finishing techniques suitable for the product they are creating.

Evaluating
• Investigate and evaluate a range of existing shell structures including the materials, components
and techniques that have been used.
• Test and evaluate their own products against design criteria and the intended user and purpose.

Future knowledge

Understand how to 
strengthen, stiffen and 
reinforce 3-D 
frameworks.
• Know and use technical 
vocabulary relevant to 
the project.

Carry out research into 
user needs and existing 
products, using surveys, 
interviews, 
questionnaires and 
web-based resources.
• Develop a simple 
design specification to 
guide the development of 
their ideas and products, 
taking
account of constraints 
including time, resources 
and cost.
• Generate, develop and 
model innovative ideas, 
through discussion, 
prototypes and 
annotated
sketches.

Investigative 
and Evaluative 
Activities (IEAs)
Children 
investigate a 
collection of 
different shell 
structures including 
packaging. Use 
questions to
develop children’s 
understanding e.g. 
What is the 
purpose of the shell 
structure – 
protecting,
containing, 
presenting? What 
material is it made 
from? How has it 
been constructed? 
Are the materials
recyclable or 
reusable? How has 
it been stiffened i.e. 
folded, corrugated, 
ribbed, laminated? 
What
size/shape/colour 
is it? What 
information does it 
show and why? 
How attractive is 
the design?

Children take a 
small package 
apart identifying 
and discussing 
parts of a net 
including the tabs 
e.g. How are 
different faces of 
the package 
arranged? How are 
the tabs used to 
join the ‘free’ edges 
of the
net?

Evaluate existing 
products to 
determine which 
designs children 
think are the most 
effective. Provide
opportunities for 
the children to 
judge the suitability 
of the shell 
structures for their 
intended users and
purposes. Discuss 
graphics including 
colours/impact of 
style/logo/size of 
font

Focused Tasks

Children use kit 
parts with flat faces 
to construct nets. 
Practise making nets 
out of card, joining 
flat faces with 
masking tape to 
create 3-D shapes. 
Experiment with 
assembling in nets in 
numerous ways.

Demonstrate skills 
and techniques of 
scoring, cutting out 
and assembling 
using pre-drawn 
nets. Then
allow children to 
practise by 
constructing a 
simple box. Show 
how a window could 
be cut out and 
acetate sheet added.

Demonstrate how to 
use different ways of 
stiffening and 
strengthening their 
shell structures e.g. 
folding
and shaping, 
corrugating, ribbing, 
laminating. Provide 
opportunities for the 
children to practise 
these and to carry 
out tests to find out 
where their 
structures might 
need to be 
strengthened or 
stiffened.
Children discuss and 
explore the graphics 
techniques and 
media that could be 
used to achieve the 
desired appearance 
of their products.

Practise using 
computer-aided 
design (CAD) 
software to design 
the net, text and 
graphics for their
products according 
to purposes.

Design
Develop a design 
brief with the 
children within a 
context which is 
authentic and 
meaningful.

Discuss with the 
children the uses 
and purposes of 
their shell 
structures

Ask the children to 
use annotated 
sketches and 
prototypes to 
develop, model 
and communicate 
their ideas for the 
product e.g. What 
will you need to 
include in your 
design? How can 
you improve it? 
What materials will 
you use? How will 
you make sure 
your product works 
well and has the 
right appearance?

Ask children to 
identify the main 
stages of making 
and the appropriate 
tools and skills they 
learnt through 
focused tasks. 
Encourage the 
children to work 
with accuracy, 
using 
computer-aided 
design (CAD) 
where appropriate.

Make

Chn make their 
shell structure 
product according 
to their plan and 
design briee.g. gift 
boxes/containers, 
desk tidy, 
disposable/recycla
ble lunch boxes, 
packaging, cool 
boxes, party 
boxes, keep safe 
boxes, mystery 
boxesf

Evaluate

Evaluate 
throughout and 
the final products 
against the 
intended purpose 
and with the 
intended user,
drawing on the 
design criteria 
previously 
agreed.

Recurring 
Vocabulary- Tier 
3-
cut, fold, join, fix, 
structure,
design, make, 
evaluate, user, 
purpose, ideas, 
design criteria, 
product, function

Vocabulary- Tier 3
shell structure, three-dimensional (3-D) shape, net, cube, cuboid, prism, vertex, edge, face, length, width, breadth, 
capacity, marking out, scoring, shaping, tabs, adhesives, joining, assemble, accuracy, material, stiff, strong, reduce, 
reuse, recycle, corrugating, ribbing, laminating, font, lettering, text, graphics, 
Tier 2: decision, evaluating, design brief, design criteria, innovative, prototype

Future vocabulary- 
tier 3
frame structure, 
stiffen, strengthen, 
reinforce, 
triangulation, stability, 
shape, join, 
temporary,
Permanent, design 
brief, design 
specification, 
prototype, annotated 
sketch,

Cross-curricular opportunities
Maths – use appropriate standard and
non-standard measures. Recognise and name common 2-D 
and 3-D shapes.
Science – think about the properties of
materials that make them suitable or
unsuitable for particular purposes.
Link to Y1 materials unit
Geography – use simple fieldwork and
observational skills to study the geography of their school 
and its grounds and the key physical features of its 
surrounding environment.
Spoken language – participate in discussion about various 
structures, taking turns and listening to what others say. Ask 
relevant questions to extend their knowledge and 
understanding. Build technical vocabulary.

Resources
photographs of various structures, construction kits that can be 
used to construct freestanding structures e.g. walls, towers, 
frameworks
paper, card, plastic sheet, paper and plastic straws,
pipe cleaners, reclaimed materials including small
containers, card boxes, cotton reels, string, masking tape, PVA 
glue, Plasticine, left/right handed scissors, hole punch, stapler, 
finishing media and
materials

Useful websites/resources:
Door hinges helpsheet

Let’s Get Building and Using Construction Kits Effectively 

Chairs for Three Bears

Hinges and Catches

Picture Frames and holders

Developing
 

Embedded

https://drive.google.com/open?id=1TZ4FWjJoM-NX0xtWLKSXJPXJKSK5lx1h
https://www.data.org.uk/resource-shop/primary/structures/door-hinges-helpsheet/
https://www.data.org.uk/resource-shop/lets-get-building-and-using-construction-kits-effectively/
https://www.data.org.uk/resource-shop/chairs-for-three-bears/
https://www.data.org.uk/resource-shop/primary/structures/hinges-and-catches/
https://www.data.org.uk/resource-shop/picture-frames-and-holders/


Electrical Systems - year 4 - simple units and circuits

Prior knowledge

Year 4 science:
Constructed a 
simple series 
electrical circuit in 
science, using 
bulbs, switches 
and buzzers.

KS1 and LKS2 
DT:
Cut and joined a 
variety of 
construction 
materials,
such as wood, 
card, plastic, 
reclaimed 
materials

New knowledge: Simple circuits and switches project on a page 3_4 
Simple circuits and switches.pdf 
Example projects: siren for a toy vehicle, reading light,  noise-making toy, nightlight,  
buzzer for school office
NC objectives:  

Technical knowledge and understanding:
• Understand and use electrical systems in their products, such as series circuits incorporating switches, 
bulbs and buzzers.
• Apply their understanding of computing to program and control their products.
• Know and use technical vocabulary relevant to the project.
Designing
• Gather information about needs and wants, and develop design criteria to inform the design of products 
that are fit for purpose, aimed at particular individuals or groups.
• Generate, develop, model and communicate realistic ideas through discussion and, as appropriate, 
annotated sketches, cross-sectional and exploded diagrams.
Making
• Order the main stages of making.
• Select from and use tools and equipment to cut, shape, join and finish with some accuracy.
• Select from and use materials and components, including construction materials and electrical 
components according to their functional properties and aesthetic qualities.
Evaluating
• Investigate and analyse a range of existing battery-powered products.
• Evaluate their ideas and products against their own design criteria and identify the strengths and areas for 
improvement in their work.

Future Knowledge
.Understand and use electrical 
systems in their products.
• Understand the use of computer 
control systems in products.
• Apply their understanding of 
computing to program, monitor and 
control their products.

Create
and modify a computer control 
program to enable the product to 
work automatically in response to
changes in the environment.

Investigative and 
Evaluative Activities 
(IEAs)
Discuss, investigate and 
potentially disassemble 
examples of relevant 
battery-powered
products, including 
those which are 
commercially available 
e.g. 
•investigate examples of 
switches
which work in different 
ways e.g. push-to-make, 
push-to-break, toggle 
switch. 
• Remind children about 
the dangers of mains 
electricity.

Focused Tasks
Distinguish between input devices 
e.g. switches and output devices e.g. 
bulbs and buzzers

Demonstrate how to find a fault in 
circuits

Use a simple computer control 
program with an interface box or 
standalone control box to physically
control output devices e.g. bulbs and 
buzzers.

Make a variety of switches by using 
simple classroom materials e.g. card,
corrugated plastic, aluminium foil, 
paper fasteners and paper clips.

Model how to avoid short circuits

Design
Develop design 
brief with 
children.

Discuss purpose 
of the 
battery-powered 
products that 
they will be 
designing and
making and who 
they will be for.

Using annotated 
sketches, 
cross-sectional 
and exploded 
diagrams, as 
appropriate, ask 
the children to
develop, model 
and 
communicate 
their ideas.

Make

Chn make 
their 
product, 
incorporatin
g series 
circuits with 
switches, 
bulbs and/or 
buzzers
E.g. night 
light or 
alarmed toy 
car

Evaluate

Evaluate 
throughout 
and the final 
products 
against the 
intended 
purpose and 
with the 
intended 
user,
drawing on 
the design 
criteria 
previously 
agreed.

Recurring 
Vocabulary- Tier 3-

Vocabulary- Tier 3
series circuit, fault, connection, toggle switch, push-to-make switch, push-to-break switch, battery, battery 
holder, bulb, bulb holder, wire, insulator, conductor, crocodile clip, control, program, system, input device, 
output device, user, purpose, function, prototype, design criteria, innovative, appealing, design brief

Future Vocabulary-
Tier 3
reed switch, toggle switch, 
push-to-make switch, push-to-break 
switch, light dependent resistor 
(LDR), tilt switch, light emitting 
diode (LED), bulb, bulb holder,
battery, battery holder, USB cable, 
wire, insulator, conductor, crocodile 
clip
control, program, system, input 
device, output device, series circuit, 
parallel circuit,
function, innovative, design 
specification, design brief, user, 
purpose

Cross-curricular 
opportunities
Year 4: science 
electricity unit
• Science – know 
how to construct 
simple series circuits 
and have a basic 
understanding of 
conductors, 
insulators and open 
and closed
switches.

Art and design – 
using and  
developing drawing 
skills.

Resources
handling collection of battery-powered electrical
Products, switches including toggle, push-to-make and push-to-break

aluminium foil, paper fasteners, paper clips,
card, corrugated plastic, reclaimed materials,
finishing materials and media, buzzers, bulbs, bulb holders, zinc carbon or zinc chloride 
batteries, batteries, battery holders, wire, automatic wire, strippers, suitable control program 
with interface box or standalone control box, right/left handed scissors, PVA glue, cutting 
mats

Useful websites/resources:
8.00 Developing handmade switches

8.00 Night lights (links to Literacy) YR3

0.00 Hand-made switches helpsheet

Alarming vehicles YR 4/5/6

Developing 

 

Embedded

https://drive.google.com/open?id=1tKUlSX8Ow1rBXFyDn_8Dx26a-SdgEaf2
https://drive.google.com/open?id=1tKUlSX8Ow1rBXFyDn_8Dx26a-SdgEaf2
https://www.data.org.uk/shop-products/developing-handmade-switches/
https://www.data.org.uk/resource-shop/night-lights-links-to-literacy-yr3/
https://www.data.org.uk/shop-products/hand-made-switches-helpsheet/
https://www.data.org.uk/resource-shop/alarming-vehicles-yr-456/


Food - year 4 -  Healthy and varied diet

Prior knowledge

Y1/2:
• Know some ways to 
prepare ingredients 
safely
and hygienically.
• Have some basic 
knowledge and 
understanding
about healthy eating 
and The eatwell plate.
• Have used some 
equipment and utensils 
and
prepared and 
combined ingredients 
to make a
product.

New knowledge: healthy and varied diet 3_4 Healthy and varied diet.pdf
Example projects: Year A: sandwich/wrap/pitta/toasties
Year B: dips and salad snacks, fruit cocktails
NC objectives:  
Technical knowledge and understanding:
• Know how to use appropriate equipment and utensils to prepare and combine food.
• Know about a range of fresh and processed ingredients appropriate for their product, and whether they 
are grown, reared or caught.
• Know and use relevant technical and sensory vocabulary appropriately.

Designing
Generate and clarify ideas through discussion with peers and adults to develop design criteria
including appearance, taste, texture and aroma for an appealing product for a particular user and
purpose.
• Use annotated sketches and appropriate information and communication technology, such as web-based recipes, to 
develop and communicate ideas.

Making
• Plan the main stages of a recipe, listing ingredients, utensils and equipment.
• Select and use appropriate utensils and equipment to prepare and combine ingredients.
• Select from a range of ingredients to make appropriate food products, thinking about sensory
characteristics.

Evaluating
• Carry out sensory evaluations of a variety of ingredients and products. Record the evaluations
using e.g. tables and simple graphs.
• Evaluate the ongoing work and the final product with reference to the design criteria and the views
of others.

Future knowledge
Know how to use utensils and 
equipment including heat sources to 
prepare and cook food.
• Understand about seasonality in 
relation to food products and the 
source of different food products.
• Know and use relevant technical 
and sensory vocabulary.

Investigative and 
Evaluative Activities 
(IEAs)
Investigate a range of 
food products e.g. the 
content of their 
lunchboxes over a 
week, a selection of 
foods provided for them, 
food from a visit to a 
local shop. Link to the 
principles of a varied 
and healthy diet using 
The eatwell plate

Carry out sensory 
evaluations on the 
contents of the food 
from e.g. a variety of 
bought food products
such as a range of 
wraps or sandwiches. 
Record results, for 
example using a table. 
Use appropriate
words to describe the 
taste/smell/texture/appe
arance
Gather information 
about existing products 
available relating to your 
product. Visit a local 
supermarket
and/or use the internet.

Find out how a variety of 
ingredients used in 
products are grown and 
harvested, reared, 
caught and
processed.

Focused Tasks

Learn to select and use a range of 
utensils and use a range of 
techniques as appropriate to prepare
ingredients hygienically including the 
bridge and claw technique, grating, 
peeling, chopping, slicing,
mixing, spreading, kneading and 
baking.

• Food preparation and cooking 
techniques could be practised by 
making a food product using an 
existing recipe.

• Discuss basic food hygiene 
practices when handling food 
including the importance of following
instructions to control risk

Design
• Discuss the 
purpose of the 
products that the 
children will be 
designing, 
making and 
evaluating and 
who
the products will 
be for.
• Develop and 
agree on design 
criteria with the 
children within a 
context that is 
authentic and 
meaningful.
This can include 
criteria relating 
to healthy eating 
and a varied diet 
e.g. What do 
you need to 
consider
to make it part of 
a balanced diet? 
How do we 
select the 
ingredients? 
How could we 
make it 
appealing
to eat?
• Ask children to 
generate a 
range of ideas 
encouraging 
realistic 
responses.
• Using 
discussion, 
annotated 
sketches and 
information and 
communication 
technology if 
appropriate,
ask the children 
to develop and 
communicate 
their ideas.

Make

 Ask 
children to 
consider the 
main stages 
in making 
the food 
product, 
before 
preparing/co
oking the
product 
including 
the 
ingredients 
and utensils 
they will 
need.

Chn prepare 
and make 
food 
product:

Year A: 
sandwich/wr
ap/pitta/toas
ties

Year B: dips 
and salad 
snacks, fruit 
cocktails

Evaluate
Evaluate as 
the 
assignment 
proceeds and 
the final 
product 
against the 
intended 
purpose and 
user,
reflecting on 
the design 
criteria 
previously 
agreed. 
Consider 
what others 
think of the 
product when
considering 
how the work 
might be 
improved.

Recurring 
Vocabulary- Tier 3-
fruit and vegetable 
names, names of 
equipment and 
utensils, sensory 
vocabulary e.g.
soft, juicy, crunchy, 
sweet, sticky, smooth, 
sharp, crisp, sour, hard,  
flesh, skin, seed, pip,
core, slicing, peeling, 
cutting, squeezing, 
healthy diet, choosing, 
ingredients, planning,
investigating tasting, 
arranging, popular, 
design, evaluate, 
criteria

Vocabulary- Tier 3
name of products, names of equipment, utensils, techniques and ingredients
texture, taste, sweet, sour, hot, spicy, appearance, smell, preference, greasy, moist, cook, fresh, savoury, 
hygienic, edible, grown, reared, caught, frozen, tinned, processed,
seasonal, harvested, healthy/varied diet, planning, design criteria, purpose, user, annotated
sketch, sensory, evaluations

Future vocabulary- tier 3
ingredients, yeast, dough, bran, 
flour, wholemeal,unleavened, 
baking soda, spice, herbs
fat, sugar, carbohydrate, protein, 
vitamins, nutrients, nutrition, 
healthy, varied, gluten,
dairy, allergy, intolerance, savoury, 
source, seasonality, utensils, 
combine, fold, knead, stir, pour, mix, 
rubbing in, whisk, beat, roll out, 
shape, sprinkle, crumble, design 
specification,
innovative, research, evaluate, 
design brief

Cross-curricular 
opportunities

Maths and 
computing – making 
use of mathematical 
and computing skills 
to present results of 
sensory evaluations 
graphically. 
Conversions of g/kg
• Science – using 
and developing skills 
of
observing and 
questioning. Humans 
get
nutrition from what 
they eat. Discuss 
changes of state if 
heat is used. Year 3 
animals including 
humans unit
• Spoken language 
– developing relevant
vocabulary e.g. 
sensory descriptors. 
Ask
relevant questions to 
extend their 
knowledge.
Writing – new 
vocabulary. Use 
non-fiction
texts such as 
description, 
explanation and
instructions e.g. 
recipes. Organise 
their work using e.g. 
headings, 
subheadings.

Resources
information about foods from around the world,
basic recipes, range of relevant example foods to taste and evaluate

suitable equipment and utensils such as: knives,
chopping board, weighing scales, measuring jugs,
bowls, baking trays, spoons – various sizes,
parchment paper, plastic film

Useful websites/resources:
Dips and dippers YR3

Super Salads

Caribbean Fruit Cocktails

0.00 Sandwich Snacks 

https://www.foodafactoflife.org.uk/ 

Eatwell guide

Primary D&T Food Guidance

Developing 

 

Embedded

https://drive.google.com/open?id=1L-CU3QLknDQ1sB7Gm0A4tL8QPKR0Wn7E
https://www.data.org.uk/shop-products/dips-and-dippers-yr3/
https://www.data.org.uk/resource-shop/primary/food/super-salads/
https://www.data.org.uk/resource-shop/caribbean-fruit-cocktails/
https://www.data.org.uk/resource-shop/sandwich-snacks/
https://www.foodafactoflife.org.uk/
https://www.gov.uk/government/publications/the-eatwell-guide
https://www.data.org.uk/resource-shop/primary/food/primary-dt-food-guidance/


Mechanisms- Year 4- pneumatics

Prior 
knowledg
e

Explored 
simple 
mechanism
s, such as 
sliders and
levers, and 
simple 
structures.
• Learnt 
how 
materials 
can be 
joined to 
allow
movement.
• Joined and 
combined 
materials 
using 
simple tools
and 
techniques.

New knowledge: pneumatics 3_4 Pneumatics.pdf 
Example projects: tipper truck, jack-in-the-box, class display,
moving creature, shop window display, moving toy

NC objectives:  
Technical knowledge and understanding:
Understand and use pneumatic mechanisms.
• Know and use technical vocabulary relevant to the project.

Designing
Generate realistic and appropriate ideas and their own design criteria through discussion, focusing
on the needs of the user.
• Use annotated sketches and prototypes to develop, model and communicate ideas.

Making
Order the main stages of making.
• Select from and use appropriate tools with some accuracy to cut and join materials and
components such as tubing, syringes and balloons.
• Select from and use finishing techniques suitable for the product they are creating.

Evaluating
• Investigate and analyse books, videos and products with pneumatic mechanisms.
• Evaluate their own products and ideas against criteria and user needs, as they design and make.

New knowledge: cams  
5_6 Cams.pdf 
Example projects: a shop 
display with moving parts 
e.g. lifting or
rotating images of items for 
sale, a vehicle incorporating 
cam-driven components, a 
toy with oscillating, rotating 
or reciprocating movement

NC objectives:  
Technical knowledge and 
understanding:
Understand that mechanical systems 
have an input, process and an output.
• Understand how cams can be used to 
produce different types of movement 
and change the
direction of movement.
• Know and use technical vocabulary 
relevant to the project.

Designing
• Generate innovative ideas by carrying 
out research using surveys, interviews, 
questionnaires
and web-based resources.
• Develop a simple design specification 
to guide their thinking.
• Develop and communicate ideas 
through discussion, annotated drawings, 
exploded drawings and drawings from 
different views.

Making
Produce detailed lists of tools, 
equipment and materials. Formulate 
step-by-step plans and, if
appropriate, allocate tasks within a 
team.
• Select from and use a range of tools 
and equipment to make products that 
are accurately assembled and well 
finished. Work within the constraints of 
time, resources and cost.

Evaluating
• Compare the final product to the 
original design specification.
• Test products with the intended user, 
where safe and practical, and critically 
evaluate the quality of
the design, manufacture, functionality 
and fitness for purpose.
• Consider the views of others to 
improve their work.
• Investigate famous manufacturing and 
engineering companies relevant to the 
project.

Investigative and Evaluative 
Activities (IEAs)
Children investigate, analyse and 
evaluate familiar objects that use 
air to make them work e.g. bicycle
pump, balloon, inflatable 
swimming aids, foot pump for 
inflating an air bed.
Construct a simple pneumatic 
system by joining a balloon to 
5mm tubing and then to a 
washing-up
liquid bottle. What happens to the 
air when you squeeze the bottle? 
What happens when you let go?
Can you lift a soft toy or a note 
pad using a balloon?
Demonstrate lifting an object and 
ask the children to think about 
ways in which this might be used 
in a
product.
Demonstrate a range of 
pneumatic mechanisms using 
prepared teaching aids including 
two syringes
joined by plastic tubing; three 
syringes connected using a 
T-connector and using different 
sized
syringes.

Focused Tasks
Demonstrate how to assemble the 
systems using syringes, tubing, 
balloons and plastic bottles.
Introduce ways in which pneumatic 
systems can be used to operate levers.
• Demonstrate the correct and accurate 
use of measuring, marking out, cutting, 
joining and finishing skills
and techniques.
• Provide the materials and ask the 
children to try out and draw the three 
systems they have been shown: a) 
Balloon connected to a washing-up 
liquid bottle. What happens when you 
squeeze the
bottle? What happens when you let go? 
b) Two syringes of the same size 
connected together. What happens 
when you press the plunger of one 
syringe down? How far does the other 
syringe move? c) Two syringes of 
different sizes connected together. How 
far do these syringes move when 
pressed?
Note: take care as the syringe may 
come out with force.

Design
Develop a design 
brief with the 
children.
Discuss with 
children the 
purpose of the 
products they will 
be designing and 
making and who 
the products will be 
for. Ask the children 
to generate a range 
of ideas, 
encouraging 
creative responses.
Agree on design 
criteria.

Using annotated 
sketches and 
prototypes, ask the 
children to develop, 
model and 
communicate their 
ideas.

Make

Chn make 
their 
chosen 
product 
with 
pneumatic 
mechanis
m 
according 
to their 
design 
brief .eg. 
tipper 
truck, 
jack-in-the-
box, class 
display,
moving 
creature, 
shop 
window 
display, 
moving toy

Evaluat
e

Evaluate 
the final 
products 
against 
the 
intended 
purpose 
and with 
the 
intended 
user, 
where 
safe and
practical, 
drawing 
on the 
design 
criteria 
previousl
y agreed.

Recurring 
Vocabulary
- Tier 3-
user, 
purpose, 
function, 
prototype, 
design 
criteria, 
innovative, 
appealing,
design brief, 
research, 
evaluate, 
ideas, 
constraints, 
investigate

Vocabulary- Tier 3
components, fixing, attaching, tubing, syringe, plunger, split pin, paper fastener, pneumatic system, input, 
movement, process, output movement, control, compression, pressure, inflate, deflate, pump, seal, air-tight, linear, 
rotary, oscillating, reciprocating

Tier 2: user, purpose, function, prototype, design criteria, innovative, appealing,
design brief, research, evaluate, ideas, constraints, investigate

Vocabulary- Tier 3
cam, snail cam, off-centre cam, peg 
cam, pear-shaped cam, follower, 
axle, shaft, crank, handle, housing, 
framework, rotation, rotary motion, 
oscillating motion, reciprocating 
motion
annotated sketches, exploded 
diagrams, mechanical system, 
Tier 2: input movement, process, 
output movement, design decisions, 
functionality, innovation, authentic, 
user, purpose, design specification, 
design brief

Cross-curricular 
opportunities

Science – identify and 
compare the suitability of a 
variety of everyday materials 
for particular uses. When 
evaluating, make systematic 
and careful observations and 
take accurate
measurements.

Maths – measure, compare, 
add and
subtract: lengths, volume and 
capacity.

Art and design – use and 
develop drawing techniques. 
Use colour, pattern, line, 
shape.

Resources
examples of products and books, photos and videos
showing pneumatic systems, washing-up liquid bottles, 5mm plastic tubing, sterile syringes,
T-connectors, balloons, card, plastic sheet, PVA
glue, masking tape, parcel tape, sticky pads,
pipe cleaners, elastic bands, syringe clips,
left/right handed scissors, snips, card drills, cutting
mats, hole punches, finishing media and  materials

Useful websites/resources:
Mighty Mascots

Working with Plastics

Developing 
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https://drive.google.com/open?id=1wBiH4ohD4tKDOLIjch4XueNhgDLWuOp7
https://drive.google.com/open?id=1lZJgO2x_iXlpVb5kdidcEQj8Kdyg_WvG
https://www.data.org.uk/resource-shop/mighty-mascots/
https://www.data.org.uk/resource-shop/primary/working-with-plastics/


Year 5 - Electrical Systems - Simple Programming

Prior 
knowledge

Year 4 
science:
Constructed a 
simple series 
electrical 
circuit in 
science, using 
bulbs, 
switches and 
buzzers.

KS1 and 
LKS2 DT:
Cut and joined 
a variety of 
construction 
materials,
such as wood, 
card, plastic, 
reclaimed 
materials.

Create 
product with 
simple circuits 
and electrical 
components 
Year 4 DT)

New knowledge: Simple programming project on a page  3_4 Simple 
programming and control.pdf
Example projects: illuminated sign that flashes on or off, display lighting, burglar 
alarm
NC objectives:  
Technical knowledge and understanding:
• Understand and use computing to program and control products containing electrical systems, such as 
series circuits incorporating switches, bulbs and buzzers.
• Know and use technical vocabulary relevant to the project.
Designing
• Gather information about users’ needs and wants, and develop design criteria to inform the design of
products that are fit for purpose.
• Generate, develop, model and communicate realistic ideas through discussion and, as appropriate, annotated 
sketches, cross-sectional and exploded diagrams.
Making
Order the main stages of making.
• Select from and use tools and equipment to cut, shape, join and finish with some accuracy.
• Connect simple electrical components and a battery in a series circuit to achieve a functional
outcome.
• Program a standalone control box, microcontroller or interface box to enhance the way the product
works.
Evaluating
Investigate and analyse a range of existing battery-powered products, including pre-programmed and programmable 
products.
• Evaluate their ideas and products against their own design criteria and identify the strengths and
areas for improvement in their work.

Future 
knowledge

Understand and 
use electrical 
systems in their 
products.
• Understand the 
use of computer 
control systems in 
products.
• Apply their 
understanding of 
computing to 
program, monitor 
and control their 
products.

Create
and modify a 
computer control 
program to enable 
the product to 
work automatically 
in response to
changes in the 
environment.

Investigative 
and 
Evaluative 
Activities 
(IEAs)
Discuss, 
investigate and 
potentially 
disassemble 
examples of 
relevant 
battery-powered
products, 
including those 
which are 
commercially 
available e.g. 
•investigate 
examples of 
switches
which work in 
different ways 
e.g. 
push-to-make, 
push-to-break, 
toggle switch. 
• Remind 
children about 
the dangers of 
mains 
electricity.

Focused 
Tasks

Recap with the 
children how to 
make manually 
controlled, simple 
series circuits 
with batteries and 
different types of 
switches, bulbs, 
motors and 
buzzers.

Distinguish 
between input 
devices e.g. 
switches and 
output devices 
e.g. bulbs and 
buzzers

Demonstrate how 
to find a fault in 
circuits

Demonstrate and 
ask children to 
practise the use 
of a simple 
computer control 
program using an 
interface box, 
microcontroller or 
standalone 
control box to 
control output 
devices, e.g. 
bulbs and
buzzers, using a 
repeating 
sequence of 
instructions.

Make a variety of 
switches by using 
simple classroom 
materials e.g. 
card, corrugated 
plastic, 
aluminium foil, 
paper fasteners 
and paper clips.

Model how to 
avoid short 
circuits

Design
Develop a 
design brief with 
the children 
within a context 
which is 
authentic and 
meaningful.
• Discuss with 
children the 
purpose of the 
battery-powered
, programmable 
products that 
they will be 
designing and 
making and how 
they will work 
more effectively 
for the intended 
user than those 
that are 
manually 
controlled. 
Consider who 
they will be for 
and how they 
address a 
problem or 
need.

• Using 
annotated 
sketches, 
cross-sectional 
and exploded 
diagrams, as 
appropriate, ask 
the children to
develop, model 
and 
communicate 
their ideas.

Make

Have the 
children write, 
test and debug 
programs that 
will control the 
electrical 
product they 
have made
for a clearly 
defined 
purpose e.g. 
bulb on a night 
light switching 
off after a 
period of time 
when the user
has gone to 
sleep or LEDs 
flashing on and 
off to illuminate 
a sign in a 
shop window.

Chn make their 
product, 
incorporating 
series circuits 
with switches, 
bulbs and/or 
buzzers using 
computing and 
programming 
to control these 
components

Evaluate

Evaluate 
throughout 
and the final 
products 
against the 
intended 
purpose and, 
where safe 
and practical,
with the 
intended user, 
drawing on the 
design criteria 
previously 
agreed.

Recurring 
Vocabulary- 
Tier 3-

Series circuit, 
electrical 
component, 
electricity, 
bulb, battery, 
cell, battery 
holder, buzzer, 
switch

Vocabulary- Tier 3

series circuit, fault, connection, toggle switch, push-to-make switch, push-to-break switch, battery, 
battery holder, bulb, bulb holder, wire, insulator, conductor, crocodile clip, control, program, system, 
input device, output device, user, purpose, function, prototype, design criteria, innovative, appealing, 
design brief

Future 
vocabulary

reed switch, toggle 
switch, 
push-to-make 
switch, 
push-to-break 
switch, light 
dependent resistor 
(LDR), tilt switch, 
light emitting diode 
(LED), bulb, bulb 
holder,
battery, battery 
holder, USB cable, 
wire, insulator, 
conductor, 
crocodile clip
control, program, 
system, input 
device, output 
device, series 
circuit, parallel 
circuit,
function, 
innovative, design 
specification, 
design brief, user, 
purpose

Cross-curricular opportunities
Year 4: science electricity unit

Science – know how to construct simple series 
circuits and have a basic understanding of 
conductors, insulators and open and closed
switches.
• Computing – design, write and debug
programs that accomplish specific goals,
including controlling physical systems.

Art and design – using and developing
drawing skills.

Spoken language – asking questions to check 
understanding, develop technical vocabulary and 
build knowledge.

Resources
microcontroller or a standalone control box or an interface box

collection of battery- powered, manually- controlled and  programmable electrical products
different switches including toggle, push-to-make, push-to-break

plastic packaging, card,corrugated plastic, reclaimed materials, finishing media
output devices including buzzers, bulbs, bulb holders, LEDs, zinc carbon or zinc chloride batteries, 
battery holders, wire, automatic wire 
strippers right/left handed scissors, PVA glue, cutting mats

Useful websites/resources:
Primary Crumble Controller Starter Kit CRM-201

Applying Computing in D&T at KS2 and KS3

8.00 Developing handmade switches

0.00 Hand-made switches helpsheet

Alarming vehicles YR 4/5/6

Developing
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https://drive.google.com/open?id=11-Qnvhd0e2seKzrzD7rFIXramOuurymR
https://drive.google.com/open?id=11-Qnvhd0e2seKzrzD7rFIXramOuurymR
https://www.data.org.uk/shop-products/primary-crumble-controller-starter-kit-crm-201/
https://www.data.org.uk/shop-products/applying-computing-in-dt-at-ks2-and-ks3/
https://www.data.org.uk/shop-products/developing-handmade-switches/
https://www.data.org.uk/shop-products/hand-made-switches-helpsheet/
https://www.data.org.uk/resource-shop/alarming-vehicles-yr-456/


Year 5 - Textiles - Combining different fabric shapes
Prior 
knowledge

• Experience 
of basic 
stitching, 
joining 
textiles and
finishing 
techniques.
• Experience 
of making 
and using 
simple 
pattern
pieces.

New knowledge:   combining different fabric shapes 5_6 Combining different fabric shapes.pdf 
Example projects: tablet case, mobile phone carrier, shopping bag, insulating bag, hat/cap, garden tool belt, slippers, 
sandals, fabric advent calendar, fabric door stop

NC objectives:  
Technical knowledge and understanding:
• A 3-D textile product can be made from a combination of accurately made pattern pieces,
fabric shapes and different fabrics.
• Fabrics can be strengthened, stiffened and reinforced where appropriate.

Designing
• Generate innovative ideas by carrying out research including surveys, interviews and questionnaires.
• Develop, model and communicate ideas through talking, drawing, templates, mock-ups and  prototypes and, where appropriate, computer-aided design.
• Design purposeful, functional, appealing products for the intended user that are fit for purpose based
on a simple design specification.

Making
• Produce detailed lists of equipment and fabrics relevant to their tasks.
• Formulate step-by-step plans and, if appropriate, allocate tasks within a team.
• Select from and use a range of tools and equipment to make products that are accurately
assembled and well finished. Work within the constraints of time, resources and cost.

Evaluating
• Investigate and analyse textile products linked to their final product.
• Compare the final product to the original design specification.
• Test products with intended user and critically evaluate the quality of the design, manufacture,
functionality and fitness for purpose.
• Consider the views of others to improve their work.

Investigative and Evaluative 
Activities (IEAs)
Children investigate, analyse and 
evaluate a range of existing products 
which have been produced by
combining fabric shapes. Investigate 
work by designers and their impact on 
fabrics and products.
 Use
questions to develop children’s 
understanding e.g. Is the product 
functional or decorative? Who would 
use this product? What is its purpose? 
What design decisions have been 
made? Do the textiles used match the 
intended purpose? What components 
have been used to enhance the 
appearance?

Children investigate and analyse how 
existing products have been 
constructed. Children disassemble a
product and evaluate what the fabric 
shapes look like, how the parts have 
been joined, how the product
has been strengthened and stiffened, 
what fastenings have been used and 
why.
Children investigate properties of 
textiles through investigation e.g. 
exploring insulating properties,
water resistance, wear and strength of 
textiles.

Focused 
Tasks
Develop skills of 
threading 
needles and 
joining textiles 
using a range of 
stitches. This 
activity must 
build
upon children’s 
earlier 
experiences of 
stitches e.g. 
improving 
appearance and 
consistency of 
stitches
and introducing 
new stitches.

Develop skills of 
sewing textiles 
by joining right 
sides together 
and making 
seams. Children 
should 
investigate how 
to sew and 
shape curved 
edges by 
snipping seams, 
how to tack or 
attach wadding 
or stiffening and 
learn how to 
start and finish 
off a row of 
stitches.

Develop skills of 
2-D paper 
pattern making 
using grid or 
tracing paper to 
create a 3-D 
dipryl mock-up 
of
a chosen 
product. 
Remind/teach 
how to pin a 
pattern on to 
fabric ensuring 
limited wastage, 
how to leave a 
seam allowance 
and different 
cutting 
techniques.

Develop skills of 
computer-aided 
design (CAD) by 
using on-line 
pattern making 
software to 
generate pattern 
pieces. 
Investigate 
using art 
packages on the 
computer to 
design prints 
that can be 
applied to 
textiles using 
iron transfer 
paper

Design
Set an 
authentic and 
meaningful 
design brief. 
Children 
generate ideas 
by carrying out 
research using 
e.g. surveys, 
interviews, 
questionnaires 
and the web. 
Children 
develop a 
simple design 
specification 
for
their product.

Drawings 
should indicate 
design 
decisions 
made, the 
methods of 
strengthening, 
the type of 
fabrics to be 
used and the 
types of 
stitching that 
will be 
incorporated.

Produce 
step-by-step 
plans, lists of 
tools 
equipment, 
fabrics and 
components 
needed. 
Allocate tasks 
within a team if  
appropriate.

Make
Apply 
understanding 
and skills from 
IEAs and FTs 
to produce 
textile product 
e.g. tablet 
case, mobile 
phone carrier, 
shopping bag, 
insulating bag, 
hat/cap, 
garden tool 
belt, slippers, 
sandals, fabric 
advent 
calendar, 
fabric door 
stop.
Incorporate 
simple 
computer-aide
d manufacture 
(CAM) if 
appropriate 
e.g. printing on 
fabric. 
Children
use a range of 
decorating 
techniques to 
ensure a 
well-finished 
final product 
that matches 
the intended
user and 
purpose.

Evaluate
Evaluate both 
as the children 
proceed with 
their work and 
the final 
product in use, 
comparing the 
final
product to the 
original design 
specification. 
Critically 
evaluate the 
quality of the 
design, the
manufacture, 
functionality, 
innovation 
shown and 
fitness for 
intended user 
and purpose

Future 
knowledge

understand and 
use the properties 
of materials and 
the performance of 
structural elements 
to achieve 
functioning 
solutions

use research and 
exploration, such 
as the study of 
different cultures, 
to identify and 
understand user 
needs

select from and 
use specialist 
tools, techniques, 
processes, 
equipment and 
machinery 
precisely, including 
computer-aided 
manufacture

Recurring 
Vocabulary- 
Tier 3-
fabric, names 
of fabrics, 
fastening, 
compartment, 
zip, button, 
structure, 
finishing 
technique,
strength, 
weakness, 
stiffening, 
templates, 
stitch, seam, 
seam 
allowance, 
pattern pieces, 
prototype, 
annotated 
sketch

Vocabulary- Tier 3
seam, seam allowance, wadding, reinforce, right side, wrong side, hem, template, pattern
Pieces, name of textiles and fastenings used, pins, needles, thread, pinking shears,
fastenings, iron transfer paper,
Tier 2: design criteria, annotate, design decisions, functionality, innovation, authentic, user, purpose, 
evaluate, mock-up, prototype

Future 
vocabulary- tier 
3
Structural, 
computer-aided-m
anufacture (CAM), 
designer, 
specification, 
textiles

Cross-curricular opportunities

Science – work scientifically investigating
properties of fabrics. Children plan different types of 
scientific enquiries to answer questions. Link to Y5 
properties of materials topic
Maths – apply knowledge of how 2-D
nets can be formed into 3-D shapes; apply skills of 
accurate measuring using standard units i.e. 
cm/mm.
Computing – children express themselves and 
develop ideas using a range of information and 
communication technology resources.
History – significant person/people in their locality 
linked to textiles and products e.g. William Morris, 
Amanda Wakeley.
Art and design – investigate methods of
adding colour, pattern and texture on to textiles and 
how to make their own textiles through weaving or 
felt making.

Resources
existing textile products for investigation and
deconstruction linked to their product, wide selection of textiles including reclaimed and reusable fabrics, 
dipryl, pins, needles, thread, measuring tape,
left/right handed fabric scissors, pinking shears
iron, iron transfer paper, sewing machine, range of fastenings, materials for insulating or strengthening 
e.g. bubble wrap, wadding, interfacing finishing materials e.g. sequins, buttons, fabric paints

Useful websites/resources:
Designing with textiles

Designer Bags

8.00 Re-cycling to sell YR 5

Butterflies in my Tummy

Developing
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https://drive.google.com/open?id=1F9-xctVCz3xfD5thFcYLQu-iWIHgCX3-
https://www.data.org.uk/resource-shop/designing-with-textiles/
https://www.data.org.uk/shop-products/designer-bags/
https://www.data.org.uk/shop-products/re-cycling-to-sell-yr-5/
https://www.data.org.uk/shop-products/butterflies-in-my-tummy/


Mechanisms- Year 5- Cams

Prior knowledge

• Experience of axles, 
axle holders and 
wheels that
are fixed or free 
moving.
• Basic understanding 
of different types of
movement.
• Experience of cutting 
and joining techniques 
with a
range of materials 
including card, plastic 
and
wood.
• An understanding of 
how to strengthen and 
stiffen
structures.

New knowledge: cams  5_6 Cams.pdf 
Example projects: a shop display with moving parts e.g. lifting or
rotating images of items for sale, a vehicle incorporating cam-driven components, a toy 
with oscillating, rotating or reciprocating movement

NC objectives:  
Technical knowledge and understanding:
Understand that mechanical systems have an input, process and an output.
• Understand how cams can be used to produce different types of movement and change the
direction of movement.
• Know and use technical vocabulary relevant to the project.

Designing
• Generate innovative ideas by carrying out research using surveys, interviews, questionnaires
and web-based resources.
• Develop a simple design specification to guide their thinking.
• Develop and communicate ideas through discussion, annotated drawings, exploded drawings and drawings from different 
views.

Making
Produce detailed lists of tools, equipment and materials. Formulate step-by-step plans and, if
appropriate, allocate tasks within a team.
• Select from and use a range of tools and equipment to make products that are accurately assembled and well finished. 
Work within the constraints of time, resources and cost.

Evaluating
• Compare the final product to the original design specification.
• Test products with the intended user, where safe and practical, and critically evaluate the quality of
the design, manufacture, functionality and fitness for purpose.
• Consider the views of others to improve their work.
• Investigate famous manufacturing and engineering companies relevant to the project.

Future knowledge

 Understand that mechanical and 
electrical systems have an input, 
process and an output.
• Understand how gears and pulleys 
can be used to speed up, slow down 
or change the direction of
movement.
• Know and use technical vocabulary 
relevant to the project.

Investigative and 
Evaluative 
Activities (IEAs)
Investigate, analyse 
and evaluate existing 
everyday products 
and existing or 
pre-made toys that
incorporate gear or 
pulley systems. Use 
videos and 
photographs of 
products that cannot 
be explored through 
first-hand experience.

Use observational 
drawings and 
questions to develop 
understanding of each 
product in the 
collection

Children could 
research and, if 
possible, visit 
engineering and 
manufacturing 
companies that are
relevant to the 
product they are 
designing and making 
e.g. Jaguar Land 
Rover, JCB, local 
companies

Focused Tasks
• Using a construction 
kit, investigate 
combinations of two 
different sized pulleys 
to learn about direction
and speed of rotation 
e.g. How many times 
does the smaller pulley 
turn each time the 
larger pulley turns 
once? Do the pulleys 
move in the same 
direction? How can you 
reverse the direction of 
rotation?

AND/OR
• Using a construction 
kit, explore 
combinations of two 
different size gears 
meshed together. 
Investigate
the direction and speed 
of rotation focusing on 
how the size of the 
driver gear affects the 
speed of the
follower gear. Ask the 
children to use the 
number of teeth on 
each gear to decide 
upon the gear ratios
e.g. 10 tooth driver 
gear meshed with a 20 
tooth follower gear 
produces a ratio of 2:1

Build a working circuit 
that incorporates a 
battery, a motor and a 
handmade switch, such 
as a reversing
switch. Demonstrate 
the accurate use of 
tools and equipment 
including cutting and 
stripping wire, and
making secure 
electrical connections.

Design
Children generate 
innovative ideas by 
carrying out research 
including surveys, 
interviews and
questionnaires and 
develop a design 
specification for their 
product, carefully 
considering the 
purpose
and intended user for 
their product.

Communicate ideas 
through detailed, 
annotated drawings 
from different views 
and/or exploded
diagrams.

Produce detailed 
step-by-step plans 
and lists of tools, 
equipment and 
materials needed. If 
appropriate
allocate tasks within a 
team.

Make
Make high quality 
products, applying 
knowledge, 
understanding and 
skills from IEAs and 
FTs. Children
should use a range 
of decorative 
finishing techniques 
to ensure a well 
finished final product 
that
matches the 
intended user and 
purpose.

Example projects: 
fairground ride with 
gears or pulleys e.g. 
carousel,
Ferris wheel, 
controllable toy 
vehicle with gears or 
pulleys e.g.
dragster, off-road 
vehicle, sports car, 
lorry, window display 
with moving parts 
e.g. lifting or turning 
items for sale

Evaluate

Evaluate throughout 
and the final 
product in use, 
comparing it to the 
original design 
specification.
Critically evaluate 
the quality of the 
design, the 
manufacture, 
functionality, 
innovation shown 
and fitness
for the intended 
user and purpose.

Recurring 
Vocabulary- Tier 3-
vehicle, wheel, axle, 
axle holder, chassis, 
body, cab, assembling, 
cutting, joining, 
shaping,
finishing, fixed, free, 
moving, mechanism, 
tation, rotary motion, 
oscillating motion, 
reciprocating motion
annotated sketches, 
exploded diagrams, 
mechanical system, 

Vocabulary- Tier 3
pulley, drive belt, gear, rotation, spindle, driver, follower, ratio, transmit, axle, motor
circuit, switch, circuit diagram, annotated drawings, exploded diagrams, mechanical system,
electrical system, input, process, output

Tier 2: design decisions, functionality, innovation, authentic, user, purpose, design specification, design brief

Future vocabulary- tier 3
 user-centred design, annotated 
sketches, detailed plans, 3-D 
and mathematical modelling

Cross-curricular opportunities

Maths – understand ratios. Apply
understanding and skill to carry out accurate measuring using 
standard units i.e. cm/mm.
Science – apply knowledge and understanding of circuits, 
switches, conductors and insulators.
Recognise that some mechanisms, including pulleys and gears, 
allow a smaller force to have a greater effect. Links to Y5 forces 
unit
Art and design – use and apply drawing skills. Use techniques 
with colour, pattern, texture, line and shape.

Resources
videos, photographs and everyday products 
or toys
with pulleys or gears, batteries, battery 
holders,
wires, crocodile clips, motors, switches,
aluminium foil, paper fasteners, paper 
clips,card, motors, motor stands, dowel, 
paper sticks,
consumable and construction kit pulleys or 
gears of different sizes, elastic bands, junior 
hacksaws, glass
paper, G-clamps, bench hooks, hand drill,
automatic wire strippers, PVA glue, sticky 
pads,
masking tape, dowel, double-sided tape, 
card
triangles, square section wood, card, 
corrugated
plastic, finishing media

Useful websites/resources:
Levers and linkages - Poster and Support 
Pack YR3/4/5/6

8.00 Developing handmade switches

0.00 Hand-made switches helpsheet

Gears and Pulleys
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https://drive.google.com/open?id=1lZJgO2x_iXlpVb5kdidcEQj8Kdyg_WvG
https://www.data.org.uk/shop-products/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/shop-products/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/shop-products/developing-handmade-switches/
https://www.data.org.uk/shop-products/hand-made-switches-helpsheet/
https://www.data.org.uk/resource-shop/primary/7-to-9-years/gears-and-pulleys/


Mechanisms- Year 6- pulleys and gears

Prior knowledge
Experience of axles, 
axle holders and 
wheels that
are fixed or free 
moving.
• Basic understanding 
of electrical circuits, 
simple
switches and 
components.
• Experience of cutting 
and joining techniques 
with a
range of materials 
including card, plastic 
and
wood.
• An understanding of 
how to strengthen and 
stiffen
structures.

New knowledge: pulleys and gears 5_6 Pulleys or gears.pdf 
Example projects: fairground ride with gears or pulleys e.g. carousel,
Ferris wheel, controllable toy vehicle with gears or pulleys e.g.
dragster, off-road vehicle, sports car, lorry, window display with moving parts e.g. lifting or 
turning items for sale

NC objectives:  
Technical knowledge and understanding:
• Understand that mechanical and electrical systems have an input, process and an output.
• Understand how gears and pulleys can be used to speed up, slow down or change the direction of
movement.
• Know and use technical vocabulary relevant to the project.

Designing
Generate innovative ideas by carrying out research using surveys, interviews, questionnaires
and web-based resources.
• Develop a simple design specification to guide their thinking.
• Develop and communicate ideas through discussion, annotated drawings, exploded drawings and drawings from different 
views.

Making
• Produce detailed lists of tools, equipment and materials. Formulate step-by-step plans and, if
appropriate, allocate tasks within a team.
• Select from and use a range of tools and equipment to make products that are accurately assembled and well finished. 
Work within the constraints of time, resources and cost.

Evaluating
Compare the final product to the original design specification.
• Test products with intended user and critically evaluate the quality of the design, manufacture,
functionality and fitness for purpose.
• Consider the views of others to improve their work.
• Investigate famous manufacturing and engineering companies relevant to the project.

Future knowledge

understand how more advanced 
mechanical systems used in 
their products enable changes in 
movement and force  

understand how more advanced 
electrical and electronic systems 
can be powered and used in 
their products [for example, 
circuits with heat, light, sound 
and movement as inputs and 
outputs]

Investigative and 
Evaluative 
Activities (IEAs)
Investigate, analyse 
and evaluate existing 
everyday products 
and existing or 
pre-made toys that
incorporate gear or 
pulley systems. Use 
videos and 
photographs of 
products that cannot 
be explored through 
first-hand experience.

Use observational 
drawings and 
questions to develop 
understanding of each 
product in the 
collection

Children could 
research and, if 
possible, visit 
engineering and 
manufacturing 
companies that are
relevant to the 
product they are 
designing and making 
e.g. Jaguar Land 
Rover, JCB, local 
companies

Focused Tasks
• Using a construction 
kit, investigate 
combinations of two 
different sized pulleys 
to learn about direction
and speed of rotation 
e.g. How many times 
does the smaller pulley 
turn each time the 
larger pulley turns 
once? Do the pulleys 
move in the same 
direction? How can you 
reverse the direction of 
rotation?

AND/OR
• Using a construction 
kit, explore 
combinations of two 
different size gears 
meshed together. 
Investigate
the direction and speed 
of rotation focusing on 
how the size of the 
driver gear affects the 
speed of the
follower gear. Ask the 
children to use the 
number of teeth on 
each gear to decide 
upon the gear ratios
e.g. 10 tooth driver 
gear meshed with a 20 
tooth follower gear 
produces a ratio of 2:1

Build a working circuit 
that incorporates a 
battery, a motor and a 
handmade switch, such 
as a reversing
switch. Demonstrate 
the accurate use of 
tools and equipment 
including cutting and 
stripping wire, and
making secure 
electrical connections.

Design
Children generate 
innovative ideas by 
carrying out research 
including surveys, 
interviews and
questionnaires and 
develop a design 
specification for their 
product, carefully 
considering the 
purpose
and intended user for 
their product.

Communicate ideas 
through detailed, 
annotated drawings 
from different views 
and/or exploded
diagrams.

Produce detailed 
step-by-step plans 
and lists of tools, 
equipment and 
materials needed. If 
appropriate
allocate tasks within a 
team.

Make
Make high quality 
products, applying 
knowledge, 
understanding and 
skills from IEAs and 
FTs. Children
should use a range 
of decorative 
finishing techniques 
to ensure a well 
finished final product 
that
matches the 
intended user and 
purpose.

Example projects: 
fairground ride with 
gears or pulleys e.g. 
carousel,
Ferris wheel, 
controllable toy 
vehicle with gears or 
pulleys e.g.
dragster, off-road 
vehicle, sports car, 
lorry, window display 
with moving parts 
e.g. lifting or turning 
items for sale

Evaluate

Evaluate throughout 
and the final 
product in use, 
comparing it to the 
original design 
specification.
Critically evaluate 
the quality of the 
design, the 
manufacture, 
functionality, 
innovation shown 
and fitness
for the intended 
user and purpose.

Recurring 
Vocabulary- Tier 3-
vehicle, wheel, axle, 
axle holder, chassis, 
body, cab, assembling, 
cutting, joining, 
shaping,
finishing, fixed, free, 
moving, mechanism, 
tation, rotary motion, 
oscillating motion, 
reciprocating motion
annotated sketches, 
exploded diagrams, 
mechanical system, 

Vocabulary- Tier 3
pulley, drive belt, gear, rotation, spindle, driver, follower, ratio, transmit, axle, motor
circuit, switch, circuit diagram, annotated drawings, exploded diagrams, mechanical system,
electrical system, input, process, output

Tier 2: design decisions, functionality, innovation, authentic, user, purpose, design specification, design brief

Future vocabulary- tier 3
 user-centred design, annotated 
sketches, detailed plans, 3-D 
and mathematical modelling

Cross-curricular opportunities

Maths – understand ratios. Apply
understanding and skill to carry out accurate measuring using 
standard units i.e. cm/mm.
Science – apply knowledge and understanding of circuits, 
switches, conductors and insulators.
Recognise that some mechanisms, including pulleys and gears, 
allow a smaller force to have a greater effect. Links to Y5 forces 
unit
Art and design – use and apply drawing skills. Use techniques 
with colour, pattern, texture, line and shape.

Resources
videos, photographs and everyday products 
or toys
with pulleys or gears, batteries, battery 
holders,
wires, crocodile clips, motors, switches,
aluminium foil, paper fasteners, paper 
clips,card, motors, motor stands, dowel, 
paper sticks,
consumable and construction kit pulleys or 
gears of different sizes, elastic bands, junior 
hacksaws, glass
paper, G-clamps, bench hooks, hand drill,
automatic wire strippers, PVA glue, sticky 
pads,
masking tape, dowel, double-sided tape, 
card
triangles, square section wood, card, 
corrugated
plastic, finishing media

Useful websites/resources:
Levers and linkages - Poster and Support 
Pack YR3/4/5/6

8.00 Developing handmade switches

0.00 Hand-made switches helpsheet

Gears and Pulleys

Developing
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https://drive.google.com/open?id=1Sk5i6v8c7w0hFyfopy_4f15XojlIsw2O
https://www.data.org.uk/shop-products/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/shop-products/levers-and-linkages-poster-and-support-pack-yr3456/
https://www.data.org.uk/shop-products/developing-handmade-switches/
https://www.data.org.uk/shop-products/hand-made-switches-helpsheet/
https://www.data.org.uk/resource-shop/primary/7-to-9-years/gears-and-pulleys/


Food- Year 6- Celebrating culture and seasonality

Prior knowledge
 Know how to use appropriate 
equipment and utensils to 
prepare and combine food.
• Know about a range of fresh 
and processed ingredients 
appropriate for their product, 
and whether they are grown, 
reared or caught.
• Know and use relevant 
technical and sensory 
vocabulary appropriately.

New knowledge: Celebrating culture and seasonality  5_6 Celebrating 
culture and seasonality.pdf 
Example projects: bread, pizza, savoury biscuits, savoury scones, savoury 
muffin, soup

NC objectives:  
Technical knowledge and understanding:
Know how to use utensils and equipment including heat sources to prepare and cook food.
• Understand about seasonality in relation to food products and the source of different food 
products.
• Know and use relevant technical and sensory vocabulary.

Designing
Generate innovative ideas through research and discussion with peers and adults to develop a design brief and 
criteria for a design specification.
• Explore a range of initial ideas, and make design decisions to develop a final product linked to user
and purpose.
• Use words, annotated sketches and information and communication technology as appropriate to
develop and communicate ideas.

Making
• Write a step-by-step recipe, including a list of ingredients, equipment and utensils
• Select and use appropriate utensils and equipment accurately to measure and combine appropriate
ingredients.
• Make, decorate and present the food product appropriately for the intended user and purpose.

Evaluating
• Carry out sensory evaluations of a range of relevant products and ingredients. Record the
evaluations using e.g. tables/graphs/charts such as star diagrams.
• Evaluate the final product with reference back to the design brief and design specification, taking
into account the views of others when identifying improvements.
• Understand how key chefs have influenced eating habits to promote varied and healthy diets.

Future knowledge
understand and apply the principles of 
nutrition and health  cook a repertoire of 
predominantly savoury dishes so that they 
are able to feed themselves and others a 
healthy and varied diet  become competent 
in a range of cooking techniques [for 
example, selecting and preparing 
ingredients; using utensils and electrical 
equipment; applying heat in different ways; 
using awareness of taste, texture and smell 
to decide how to season dishes and 
combine ingredients; adapting and using 
their own recipes]  understand the source, 
seasonality and characteristics of a broad 
range of ingredients

Investigative 
and Evaluative 
Activities (IEAs)
Children use first 
hand and 
secondary sources 
to carry out 
relevant research 
into existing 
products to include 
personal/cultural 
preferences, 
ensuring a healthy 
diet, meeting 
dietary needs and 
the availability of 
locally 
sourced/seasonal/o
rganic ingredients. 
This could include 
a visit to a local 
bakery, farm, farm 
shop or  
supermarket

carry out sensory 
evaluations of a 
variety of existing 
food products and 
ingredients relating 
tothe project. The 
ingredients could 
include those that 
could be added to 
a basic recipe such 
as herbs,
spices, vegetables 
or cheese. These 
could be locally 
sourced, seasonal, 
Fair Trade or 
organic. Present
results in e.g. 
tables/graphs/chart
s and by using 
evaluative writing.

Research key 
chefs and how they 
have promoted 
seasonality, local 
produce and 
healthy eating

Focused Tasks
Demonstrate how to 
measure out,cut , 
shape and combine 
e.g. knead, beat, rub 
and mix ingredients.
• Demonstrate how 
to use appropriate 
utensils and 
equipment that the 
children may use 
safely and 
hygienically.
• Techniques could 
be practised 
following a basic 
recipe to prepare 
and cook a savoury 
food product.
• Ask questions 
about which 
ingredients could be 
changed or added in 
a basic recipe such 
as types of flour, 
seeds, garlic, 
vegetables. 
Consider texture, 
taste, appearance 
and smell.
• When using a basic 
dough recipe, 
explore making 
different shapes to 
change the 
appearance of the
food product e.g. 
Which shape is most 
appealing and why?

Design
Develop a design 
brief and simple 
design 
specification with 
the children within 
a context that is
authentic and 
meaningful. This 
can include design 
criteria relating to 
nutrition and 
healthy eating.
• Discuss the 
purpose of the 
products that the 
children will be 
designing, making 
and evaluating and 
who
the products will be 
for.

Ask children to 
record the steps, 
equipment, utensils 
and ingredients for 
making the food 
product
drawing on the 
knowledge, 
understanding and 
skills learnt through 
IEAs and FTs.

Make

Chn design and 
make a food 
product linked to 
seasonality, and 
their design brief 
(could link to their 
historical topic or 
religious learning). 
E.g. bread, pizza, 
savoury biscuits, 
savoury scones, 
savoury muffin, 
soup

Evaluate
Evaluate the work 
as it progresses 
and the final 
product against 
the intended 
purpose and user
reflecting on the 
design 
specification 
previously 
agreed.

Recurring Vocabulary- Tier 3-
Ingredients, utensils, equipment, 
texture, taste, sweet, sour, hot, 
spicy, appearance, smell, 
preference, greasy, moist, cook, 
fresh, savoury, hygienic, edible, 
grown, reared, caught, frozen, 
tinned, processed,
seasonal, harvested, healthy/varied 
diet, planning, design criteria, 
purpose, user, annotated
sketch, sensory, evaluations

Vocabulary- Tier 3
ingredients, yeast, dough, bran, flour, wholemeal,unleavened, baking soda, spice, herbs
fat, sugar, carbohydrate, protein, vitamins, nutrients, nutrition, healthy, varied, gluten,
dairy, allergy, intolerance, savoury, source, seasonality, utensils, combine, fold, knead, stir, pour, 
mix, rubbing in, whisk, beat, roll out, shape, sprinkle, crumble, design specification,
innovative, research, evaluate, design brief

Future vocabulary- tier 3
Savoury, seasonality, source, nutrition

Cross-curricular opportunities

Maths and computing – making use of mathematical and 
computing skills to present results of sensory evaluations 
graphically, handling and interpreting data. Measuring mass 
kg/g.
Understand and use approximate equivalences between 
metric and imperial units.
Science – recognise the impact of diet on the way their 
bodies function. Year 6 animals including humans unit

Geography – distribution of natural resources i.e. food.

Art and design – using and developing
drawing skills. Design packaging

Writing – purpose of writing e.g. for planning and 
evaluation. Persuasive writing- advert for food product.

Resources
information about food from around the 
world, video clips of foods in the context 
of where they come from, used and 
eaten range of relevant examples of 
foods to taste and evaluate, basic 
recipes, suitable equipment and utensils 
to make and cook recipes such as: 
weighing scales, measuring jugs, bowls,
spoons – various sizes, baking trays, 
parchment
paper, plastic film

Useful websites/resources:
Christmas Ginger Biscuits

Willy Wonka's Fair Trade Cookies

8.00 Making Bread using the Six 
Essentials

LGP! Are you Teaching Food in Primary 
D&T
Make it Safe! 

Eatwell guide

Primary D&T Food Guidance

Developing
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https://drive.google.com/open?id=15C82AyRaGi8Sv3RMZtjuVvXCiVivGRv-
https://drive.google.com/open?id=15C82AyRaGi8Sv3RMZtjuVvXCiVivGRv-
https://www.data.org.uk/shop-products/christmas-ginger-biscuits/
https://www.data.org.uk/resource-shop/willy-wonkas-fair-trade-cookies/
https://www.data.org.uk/resource-shop/primary/food/making-bread-using-the-six-essentials/
https://www.data.org.uk/resource-shop/primary/food/making-bread-using-the-six-essentials/
https://www.data.org.uk/resource-shop/primary/food/lgp-are-you-teaching-food-in-primary-dt/
https://www.data.org.uk/resource-shop/primary/food/lgp-are-you-teaching-food-in-primary-dt/
https://www.data.org.uk/shop-products/make-it-safe/
https://www.gov.uk/government/publications/the-eatwell-guide
https://www.data.org.uk/resource-shop/primary/food/primary-dt-food-guidance/


Textiles- Year 6- Combining different fabric shapes

Prior knowledge

• Experience of 
basic stitching, 
joining textiles and
finishing 
techniques.
• Experience of 
making and using 
simple pattern
pieces.

New knowledge:   combining different fabric shapes 5_6 Combining 
different fabric shapes.pdf 
Example projects: tablet case, mobile phone carrier, shopping bag, insulating 
bag, hat/cap, garden tool belt, slippers, sandals, fabric advent calendar, fabric 
door stop

NC objectives:  
Technical knowledge and understanding:
• A 3-D textile product can be made from a combination of accurately made pattern pieces,
fabric shapes and different fabrics.
• Fabrics can be strengthened, stiffened and reinforced where appropriate.

Designing
• Generate innovative ideas by carrying out research including surveys, interviews and questionnaires.
• Develop, model and communicate ideas through talking, drawing, templates, mock-ups and  prototypes and, 
where appropriate, computer-aided design.
• Design purposeful, functional, appealing products for the intended user that are fit for purpose based
on a simple design specification.

Making
• Produce detailed lists of equipment and fabrics relevant to their tasks.
• Formulate step-by-step plans and, if appropriate, allocate tasks within a team.
• Select from and use a range of tools and equipment to make products that are accurately
assembled and well finished. Work within the constraints of time, resources and cost.

Evaluating
• Investigate and analyse textile products linked to their final product.
• Compare the final product to the original design specification.
• Test products with intended user and critically evaluate the quality of the design, manufacture,
functionality and fitness for purpose.
• Consider the views of others to improve their work.

Future knowledge

understand and use the properties of materials 
and the performance of structural elements to 
achieve functioning solutions

use research and exploration, such as the 
study of different cultures, to identify and 
understand user needs

select from and use specialist tools, techniques, 
processes, equipment and machinery precisely, 
including computer-aided manufacture

Investigative and 
Evaluative 
Activities (IEAs)
Children investigate, 
analyse and evaluate 
a range of existing 
products which have 
been produced by
combining fabric 
shapes. Investigate 
work by designers 
and their impact on 
fabrics and products.
 Use
questions to develop 
children’s 
understanding e.g. Is 
the product functional 
or decorative? Who 
would use this 
product? What is its 
purpose? What 
design decisions have 
been made? Do the 
textiles used match 
the intended purpose? 
What components 
have been used to 
enhance the 
appearance?

Children investigate 
and analyse how 
existing products have 
been constructed. 
Children disassemble 
a
product and evaluate 
what the fabric 
shapes look like, how 
the parts have been 
joined, how the 
product
has been 
strengthened and 
stiffened, what 
fastenings have been 
used and why.
Children investigate 
properties of textiles 
through investigation 
e.g. exploring 
insulating properties,
water resistance, 
wear and strength of 
textiles.

Focused Tasks
Develop skills of 
threading needles 
and joining textiles 
using a range of 
stitches. This 
activity must build
upon children’s 
earlier 
experiences of 
stitches e.g. 
improving 
appearance and 
consistency of 
stitches
and introducing 
new stitches.

Develop skills of 
sewing textiles by 
joining right sides 
together and 
making seams. 
Children should 
investigate how to 
sew and shape 
curved edges by 
snipping seams, 
how to tack or 
attach wadding or 
stiffening and 
learn how to start 
and finish off a 
row of stitches.

Develop skills of 
2-D paper pattern 
making using grid 
or tracing paper to 
create a 3-D dipryl 
mock-up of
a chosen product. 
Remind/teach 
how to pin a 
pattern on to 
fabric ensuring 
limited wastage, 
how to leave a 
seam allowance 
and different 
cutting 
techniques.

Develop skills of 
computer-aided 
design (CAD) by 
using on-line 
pattern making 
software to 
generate pattern 
pieces. 
Investigate using 
art packages on 
the computer to 
design prints that 
can be applied to 
textiles using iron 
transfer paper.

Design
Set an authentic and 
meaningful design brief. 
Children generate ideas 
by carrying out research 
using e.g. surveys, 
interviews, 
questionnaires and the 
web. Children develop a 
simple design 
specification for
their product.

Drawings should 
indicate design 
decisions made, the 
methods of 
strengthening, the type 
of fabrics to be used and 
the types of stitching that 
will be incorporated.

Produce step-by-step 
plans, lists of tools 
equipment, fabrics and 
components needed. 
Allocate tasks within a 
team if  appropriate.

Make
Apply understanding and 
skills from IEAs and FTs 
to produce textile product 
e.g. tablet case, mobile 
phone carrier, shopping 
bag, insulating bag, 
hat/cap, garden tool belt, 
slippers, sandals, fabric 
advent calendar, fabric 
door stop.
Incorporate simple 
computer-aided 
manufacture (CAM) if 
appropriate e.g. printing 
on fabric. Children
use a range of decorating 
techniques to ensure a 
well-finished final product 
that matches the intended
user and purpose.

Evaluate
Evaluate both as the children proceed with their work and the 
final product in use, comparing the final
product to the original design specification. Critically evaluate 
the quality of the design, the
manufacture, functionality, innovation shown and fitness for 
intended user and purpose

Cross-curricular 
opportunities

Science – work 
scientifically 
investigating
properties of fabrics. 
Children plan different 
types of scientific 
enquiries to answer 
questions. Link to Y5 
properties of materials 
topic
Maths – apply 
knowledge of how 2-D
nets can be formed 
into 3-D shapes; apply 
skills of accurate 
measuring using 
standard units i.e. 
cm/mm.
Computing – children 
express themselves 
and develop ideas 
using a range of 
information and 
communication 
technology resources.
History – significant 
person/people in their 
locality linked to 
textiles and products 
e.g. William Morris, 
Amanda Wakeley.
Art and design – 
investigate methods 
of
adding colour, pattern 
and texture on to 
textiles and how to 
make their own 
textiles through 
weaving or felt 
making.

Vocabulary- Tier 3
seam, seam allowance, wadding, reinforce, right side, wrong side, hem, template, pattern
Pieces, name of textiles and fastenings used, pins, needles, thread, pinking shears,
fastenings, iron transfer paper,
Tier 2: design criteria, annotate, design decisions, functionality, innovation, authentic, user, purpose, 
evaluate, mock-up, prototype

Future vocabulary- tier 3
Structural, computer-aided-manufacture (CAM), 
designer, specification, textiles

Cross-curricular opportunities

Science – work scientifically investigating
properties of fabrics. Children plan different 
types of scientific enquiries to answer 
questions. Link to Y5 properties of materials 
topic
Maths – apply knowledge of how 2-D
nets can be formed into 3-D shapes; apply skills 
of accurate measuring using standard units i.e. 
cm/mm.
Computing – children express themselves and 
develop ideas using a range of information and 
communication technology resources.
History – significant person/people in their 
locality linked to textiles and products e.g. 
William Morris, Amanda Wakeley.
Art and design – investigate methods of
adding colour, pattern and texture on to textiles 
and how to make their own textiles through 
weaving or felt making.

Resources
existing textile products for investigation and
deconstruction linked to their product, wide selection 
of textiles including reclaimed and reusable fabrics, 
dipryl, pins, needles, thread, measuring tape,
left/right handed fabric scissors, pinking shears
iron, iron transfer paper, sewing machine, range of 
fastenings, materials for insulating or strengthening 
e.g. bubble wrap, wadding, interfacing finishing 
materials e.g. sequins, buttons, fabric paints

Useful websites/resources:
Designing with textiles

Designer Bags

8.00 Re-cycling to sell YR 5

Butterflies in my Tummy
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https://drive.google.com/open?id=1F9-xctVCz3xfD5thFcYLQu-iWIHgCX3-
https://drive.google.com/open?id=1F9-xctVCz3xfD5thFcYLQu-iWIHgCX3-
https://www.data.org.uk/resource-shop/designing-with-textiles/
https://www.data.org.uk/shop-products/designer-bags/
https://www.data.org.uk/shop-products/re-cycling-to-sell-yr-5/
https://www.data.org.uk/shop-products/butterflies-in-my-tummy/

