
Year Group 
Year 1 

Autumn 1 Autumn 
2 

Spring 
1 

Spring 2 Summer 
1 

Summer 2 

DT area Cooking and 
nutrition (4 

weeks) 
 
 

Materials (3 
weeks) 

 
 

 Mechanisms 
(sliders) 

 

 Textiles 

National 
Curriculum 
Aims 

 I can use the 
basic principles 
of a varied 
diet to prepare 
dishes. 

 I can 
understand 
where food 
comes from 

 I can cut 

ingredients 
safely and 
hygienically. 
 
Materials 

 I can 
demonstrate a 
range of 
cutting and 
shaping 
techniques  

   I can design purposeful, functional 
and appealing products. 

 I can select from and use a variety 
of tools and techniques. 

 I can explore and use mechanisms in 
products. 

 
 
 
Computing 

 I can model designs using software 
 
 https://www.abcya.com/games/animate 

  I can shape 
textiles 
using 
templates. 

 I can join 
textiles 
using a 
running 
stitch. 

 I can select 

from a 
range of 
materials 
and textiles. 

 I can 
generate 
and develop 
their ideas 
through 
drawing 

https://www.abcya.com/games/animate


 I can 
demonstrate a 
range of 
joining 
techniques 
(gluing and  
combining 
materials) 

and 
templates. 

Line of 
Enquiry 

How can I 
prepare fruit to 
make a fruit 
salad? 

  How can I make a boat move in a 
picture? 

 How can I 
sew materials 
to make a 
hand puppet? 

Lesson 1 What is a fruit? 
Where/ how do 
different fruits 
grow? 

  Research moving pictures in books. How 
are they moving? 

 Look at a 
variety of 
hand puppet 
designs. How 
are they 
attached? 

Lesson 2  Taste fruits and 
design what you 
would like in your 
fruit salad. 

  Look at images of boats. Design own 
picture of boat. What materials are you 
going to use? Label the diagram. 

 Draw fairytale 
character 
design and 
label the 
materials 

needed  



Lesson 3  Practise cutting 
skills. Use 
playdough and 
practice bridge 
technique and the 
claw technique. 

  Make boat picture using a slider 
mechanism. 

 Draw around 
templates for 
different parts 
and cut them 
out. 

Lesson 4 Make and 
evaluate the fruit 
salad. 

  Evaluate the moving picture  Attach the 2 
parts of the 
puppet by 
sewing them 
together using 
a running 
stitch. 

Lesson 5 Line of Enquiry 
– How can I 
weave materials 
to make a 
basket? 
 

  Line of enquiry – How can I create a 
simple animation using a computer 
programme? 

 Use glue to 
attach the 
features of the 
puppet on. 
 
Evaluate the 
puppet. 

Research the functions on animation 
programme. 
https://www.abcya.com/games/animate 
 Look at woven 

baskets. 
Learn weaving 
technique. 

Lesson 6 Design woven 
basket with a 

  Create animation with 3+ frames.  Using 
cardboard 
boxes make a 

https://www.abcya.com/games/animate


 

 

handle to carry a 
piece of fruit. 
 

puppet show 
theatre by 
measuring and 
cutting gap for 
stage. 

Lesson 7 Make and 
evaluate basket 

  Watch and evaluate animation   



Year 2 
 

Autumn 
1 

Autumn 2 Spring 1 Spring 
2 

Summer 
1 

Summer 2 

DT area  DT – construction 
 Build a sled 

 

DT – Mechanisms –wheels 
and axels (safari vehicle) 

 
 

 DT – Cooking and 
Nutrition (vegetable stir 

fry) 

National 
Curriculum Aims 

  I can generate, 
develop, model and 
communicate ideas 
through talking, 
drawing, templates 
and mock ups. 

 I can select and use 
a range of tools 
for cutting, shaping 
and joining. 

 I can select and use 
a range of 
construction 
materials. 

 I can build 
structures, exporing 
how they can be 
made stronger and 
more stable. 

 I can evaluate ideas 
and products 
against design 

criteria. 

 I can explore and 
evaluate a range of 
existing products. 

 I can design 
purposeful, functional, 
appealing products for 
themselves and others 
based on design 
criteria. 

 I can explore and use 
wheels and axels in 
products. 

 I can evaluate ideas 
against design criteria. 

    Use computer 
software to research 
and design ideas. 

 I can use the basic 
principle of a healthy 
and varied diet to 
prepare dishes. 

 I can understand 
where food comes 
from. 

 I can cut and peel 
ingredient safely and 
hygienically. 

 I can assemble or 
cook ingredients. 

 I can weigh using 
scales. 

 
Computing  
 Model designs using 

software 

           



Line of Enquiry 
 

 How can I make a 
sled strong enough to 
pull along 4 lego men? 

How can I make a toy 
safari vehicle that moves 
using wheels and axles? 

  How can I prepare and 
cook vegetables to make 
a stir fry? 

Lesson 1  Research sleds. What 
were they used for? 
How did they move? 

Research  
Safari vehicles. What do 
they have to be like?  

  Look at recipes to make 
a stir fry. What 
ingredients are in all of 
them? What type of 
food are they? 

Lesson 2  Draw a design of a 
sled. Label the 
materials needed 

Look at toy cars. How 
are the wheels attached? 
Investigate wheels and 
axels. 
Draw design/ labelling 
resources. 

  Taste different 
ingredients/ sauces. 
Choose ingredients you 
would  like to use and 
how each are going to 
be prepared. 

Lesson 3  Explore joining 
techniques – glue, 
masking tape, sellotape, 
strengthening with 
triangles. 

Select resources measuring 
parts with ruler and 
cutting. 
 

  Practise cutting 
techniques with 
playdough using the 
claw and bridge grip. 

Lesson 4  Select, measure and 
join materials to make 
the sled.  

Make vehicle – use wheels 
and axels to make it 
move. 
 

  Make vegetable stir fry 
– peel, grate, cut 
vegetable as appropriate. 
Taste and Evaluate(Take 
photographs at each 
stage).  



 

Lesson 5  Test and evaluate the 
sled. 

Computing – design a 
logo to go on the side of 
the vehicle. 
 

  Using photos from 
making of vegetable stir 
fry, design own recipe 
card. 

Lesson 6   Test and evaluate product. 
 

  Move photos/ writing to 
make it clear and easy 
to follow. 

Lesson 7      Evaluate recipe card. 



Year Group 
Year 3 

Autumn 
1 

Autumn 2 Spring 1 Spring 
2 

Summer 1 Summer 
2 

DT area  DT – construction 
 Build a stone age hut 

 

DT – Mechanisms – levers 
and linkages 

 
 

DT – Cooking and 
Nutrition 

 

National 
Curriculum Aims 

  Choose suitable 
techniques to 
construct products. 

 Strengthen materials 
using suitable 
techniques. 

 Design with purpose 
by identifying 
opportunities to 
design. 

 Make products by 
working effectively 
(such as by 
carefully selecting 
materials). 

 Refine work and 
techniques as work 
progresses, 
continually 
evaluating the 
product design. 

 Use software to 

design and represent 
product designs. 

 Use scientific knowledge 
of the transference of 
forces to choose 
appropriate mechanisms 
for a product (such as 
levers, winding 
mechanisms, levers, 
linkages, pulleys and 
gears). 

 Cut materials accurately 
and safely by selecting 
appropriate tools. 

 Measure and mark out 
to the nearest 
millimetre. 

 Apply appropriate 
cutting and shaping 
techniques that include 
cuts within the perimeter 
of the material (such 
as slots or cut outs). 

 Select appropriate 

joining techniques. 

  I can prepare food 
hygienically using 
appropriate utensils.  

 I can measure 
ingredients to the 
nearest gram 
accurately. 

 I can follow a 
recipe. 

 I can assemble or 
cook ingredients. 

 I can understand 
and apply the 
principles of a 
healthy varied diet. 

 I can understand 
seasonality and 
know where and 
how a variety of 
ingredients are 
grown, reared, 
caught and 

processed. 

 



 Control and monitor 
model using 
software designed 
for this purpose. 

 Design with purpose by 
identifying opportunities 
to design. 

 Make products by 
working effectively 
(such as by carefully 
selecting materials). 

 Refine work and 
techniques as work 
progresses, continually 
evaluating the product 
design. 

 Use software to design 
and represent product 
designs. 

  
 
 

Line of Enquiry 
 

 How can I join natural 
materials to make a 
strong, windproof hut? 

How can I use levers and 
linkages to make an 
erupting volcano? 

 Which processes are 
used to make bread? 

 

Lesson 1  Research huts from the 
stone age. What 

materials were used? 

To know how use lever 
and linkages to make a 

moving grabber 

 Research different 
types of bread. 

Analyse recipes. What 
are the common 
ingredients? 

 



Lesson 2  Draw a design of 
what you want your 
hut to be like. Think 
about shape, materials, 
resources needed. 

   Taste and choose 
ingredients for bread 
eg seeds? Herbs? 
Olives? Cheese? 
Design and label bread 

 

Lesson 3  Gather resources to 
use for hut. How will 
you join them 
together? Practise 
joining techniques – 
attaching with 
clay/tying/glueing 

Plan volcano picture with 
grabber as a pop out 
volcano. 
Draw design and label the 
parts. 

  Measure ingredients to 
the nearest gram to 
make and prepare the 
bread/ 

 

Lesson 4  Make stone age hut  Make grabber mechanism 
and volcano picture. 

  Taste and evaluate 
the bread. 
Write a list of the 
ingredients needed for 
the bread. Take 
pictures of process of 
making bread to make 
recipe card. 

 

Lesson 5  Evaluate hut – test by 
blowing fan. Is it 
stable? 

Complete picture and 
evaluate 

 Make recipe card to 
include the processes 
involved in making 

bread. 

 



 

 

 

Lesson 6  Draw model of hut on 
‘tinkercad’ 3D modelling 
computer programme. 

Follow a recipe to make 
chocolate molten lava 
cake. Measure to the 
nearest gram 

   

Lesson 7       



Year Group 
Year 4 

Autumn 
1 

Autumn 2 Spring 1 Spring 
2 

Summer 1 Summer 
2 

DT area  DT – Construction and 
materials 

 

DT – Mechanics – 
winding mechanisms 

 
 

DT – textiles  

National 
Curriculum Aims 

  Choose suitable 
techniques to 
construct products. 

 Strengthen materials 
using suitable 
techniques. 

 Design with purpose 
by identifying 
opportunities to 
design. 

 Make products by 
working effectively 
(such as by 
carefully selecting 
materials). 

 Refine work and 
techniques as work 
progresses, 
continually 
evaluating the 
product design. 

 Use software to 

design and represent 
product designs. 

 Use scientific knowledge 
of the transference of 
forces to choose 
appropriate mechanisms 
for a product (such as 
levers, winding 
mechanisms, levers, 
linkages, pulleys and 
gears). 

 Cut materials accurately 
and safely by selecting 
appropriate tools. 

 Measure and mark out 
to the nearest 
millimetre. 

 Apply appropriate 
cutting and shaping 
techniques that include 
cuts within the perimeter 
of the material (such 
as slots or cut outs). 

 Select appropriate 

joining techniques. 

  Understand the 
need for a seam 
allowance. 

 Join textiles with 
appropriate 
stitching. 

 Select the most 
appropriate 
techniques to 
decorate textiles. 

 Cut materials 
accurately and 
safely by selecting 
appropriate tools. 

 Measure and mark 
out to the nearest 
millimetre. 

 Apply appropriate 
cutting and shaping 
techniques that 
include cuts within 
the perimeter of the 

material (such as 
slots or cut outs). 

 



 Measure and mark 
out to the nearest 
millimetre. 

 
 

 Design with purpose by 
identifying opportunities 
to design. 

 Make products by 
working effectively 
(such as by carefully 
selecting materials). 

 Refine work and 
techniques as work 
progresses, continually 
evaluating the product 
design. 

 
 

Select appropriate 
joining techniques. 

Line of Enquiry 
 

 How can I make a 
strong and stable 
waterwheel? 

How can I use a winding 
mechanisms to make a 
moving toy boat? 

 How can I join 
materials appropriately 
to enable sandals to 
stay on my feet? 

 

Lesson 1  Research waterwheels. 
What were they used 
for? What was their 
structure like? 

Look at wind-up toys and 
toy boats. Watch example 
of wind up boat. 
Look at range of materials 
and think about suitability 

of each for a boat. 
 

 What were Roman 
sandals? What were 
they made of? Why? 
What did they have to 
be? 

 



 

Lesson 2  Look at examples of 
waterwheels being 
made. Select materials 
to use. 

Draw design of boat. 
Think about shape and 
write measurements and 
materials for each part. 

  Draw a design for 
pattern on Roman 
sandals. Label the 
materials. 

 

Lesson 3  Draw design of 
waterwheel. Write 
measurement in cm for 
each part.  

Measure a cut parts 
precisely. Use suitable 
tools safely. 

  Draw around feel to 
make a template. Stitch 
felt onto the cardboard 
sole. 

 

Lesson 4  How can you make it 
stronger? Look at a 
wobbly frame. How 
can it be made 
stronger?  

Join materials together to 
make the boat. Strengthen 
boat and make sure no 
gaps. 

 Attach/ tie/glue/stitch 
ribbons/stiring to 
complete the sandals 

 

Lesson 5  Make waterwheel.  Attach the winding 
mechanism. 
Test out the boat. Evaluate 
it. Does it move? Does 
water stay out of it? 

 .Test and evaluate.  

Lesson 6  Complete waterwheel 
and evaluate. 

Draw boat on 3D 
modelling programme of 
tinkercad. 

 Measure and cut parts 
to make a box for the 
sandals. 

 

Lesson 7       



Year Group 
Year 5 

Autumn 1 Autumn 
2 

Spring 1 Spring 
2 

Summer 1 Summer 
2 

DT area Construction/materials 
Food 

 
 

DT – Mechanisms –   
 

DT – textiles  

National 
Curriculum 
Aims 

 Design with the user 
in mind 

 Choose suitable 
techniques to 
construct products. 

 Strengthen materials 
using suitable 
techniques. 

 Design with purpose 
by identifying 
opportunities to 
design. 

 Make products by 
working effectively 
(such as by carefully 
selecting materials). 

 Refine work and 
techniques as work 
progresses, 
continually evaluating 
the product design. 

 Use software to 
design and represent 

product designs. 

 
 

 Design with the user in 
mind 

 Use cross sectional 
diagrams to represent 
designs. 

 Use combinations of 
mechanics in product 
designs. 

 Cut materials with precision 
and refine the finish with 
appropriate tools. 

 Measure and mark out to 
the nearest millimetre. 

 Apply appropriate cutting 
and shaping techniques that 
include cuts within the 
perimeter of the material 
(such as slots or cut outs). 

 Select appropriate joining 
techniques. 

 Design with purpose by 
identifying opportunities to 
design. 

 Make products by working 
effectively (such as by 

  Research and 
develop design 
criteria 

 Model and 
communicate 
ideas through 
pattern pieces. 

 Understand the 
need for a seam 
allowance. 

 Join textiles with 
a combination of 
stitching 
techniques. 

 Use the qualities 
of materials to 
create visual and 
tactile effects. 

 Select the most 
appropriate 
techniques to 
decorate textiles. 

 Cut materials 

with precision 
and refine the 
finish. 

 



 Measure and mark 
out to the nearest 
millimetre. 

 Ensure products have 
a high quality finish. 

 
Food 
 Understand 

importance of correct 
storage and handling 
of ingredients. 

 Prepare ingredients 
hygienically 

 Create and refine 
recipes 

 Know where and 
how ingredients are 
grown and 
processed. 

 
 

carefully selecting 
materials). 

 Refine work and techniques 
as work progresses, 
continually evaluating the 
product design. 

 
 

 Measure and 
mark out to the 
nearest 
millimetre. 
 

Line of 
Enquiry 
 

How do I make an 
appealing chocolate box 
that can hold 6 
truffles? 

 How can I make a working 
pedal bin with a pivot 
mechanism? 

 Which stitching 
techniques can I use 
to attach materials 
to make a 
facemask?  

 



 

Lesson 1 Look at a range of 
chocolate boxes. Look at 
the shapes. How do 
they close? How are 
they joined? Do they fit 
one or 2 layers in? 

 Look at pedal bins. How do 
they work? Watch example of 
making pedal bin. Discuss 
design of bin. What materials 
will you use? How will you 
join materials? 

 Look at a range of 
masks. What type 
of mask do you 
want to you want 
to make? Which 
materials will you 
use? 

 

Lesson 2 Draw a design for your 
chocolate box. What 
shape? How will you 
attach it? 

 Draw design of what it will be 
like. Draw as cross section.  
Label sizes to nearest mm and 
materials/ joining techniques. 

 Draw a design of 
mask. Label 
materials and size 
of each part. 

 

Lesson 3 Look at different 
methods for closing 
boxes. Test some out 
and decide how to close 
your box. 

  Measure and cut base– precise 
scissor cut. 
 Choose resources and make 
pivot for the base. 

 Create templates of 
different parts of 
the animal mask. 

 

Lesson 4 Use cardboard to 
measure and cut shapes 
accurately and safely 
using appropriate tools. 

 Cut parts of bin safely and 
accurately. Join materials 
appropriately. 

 Learn and practise 
different stitches 
and choose stiches 
for different parts.  

 

Lesson 5 Decorate and join parts 
of box to make 
functional and 
appealing. 

 Finish making the bin. Test it 
out and evaluate the bin. 

 Use appropriate 
stitches to join 
parts. 

 



 

 

Lesson 6 Make truffles, using 
techniques, with choice 
of filling.  
 

  Show design on Tinkercad  Try mask on and 
evaluate. Does it 
fit? Does it look 
effective? Evaluate 
against design. 

 

Lesson 7 
 

Test out and evaluate 
chocolate box. Listen to 
views of others. 

     



Year 
Group 
Year 6 

Autumn 1 Autumn 
2 

Spring 1 Spring 
2 

Summer 1 Summer 
2 

DT area Mechanisms  

 

Textiles  

 

Construction and 

Electronics 

 

National 
Curriculum 
Aims 

 Design with 
the user in 
mind 

 Use cross 
sectional 
diagrams to 
represent 
designs. 

 Use 
combinations 
of mechanics 
in product 
designs. 

 Cut materials 
with precision 
and refine 
the finish 
with 
appropriate 
tools. 

 Measure and 
mark out to 

the nearest 
millimetre. 

 
 

 
 Understand the need for a seam allowance. 
 Join textiles with a combination of stitching 

techniques. 
 Use the qualities of materials to create 

visual and tactile effects. 
 Select the most appropriate techniques to 

decorate textiles. 
 Cut materials with precision and refine the 

finish. 
 Measure and mark out to the nearest 

millimetre. 
 

  Design with 
the user in 
mind 

 Choose 
suitable 
techniques to 
construct 
products. 

 Strengthen 
materials 
using 
suitable 
techniques. 

 Design with 
purpose by 
identifying 
opportunities 
to design. 

 Make 
products by 
working 
effectively 

(such as by 
carefully 

 



 Apply 
appropriate 
cutting and 
shaping 
techniques 
that include 
cuts within 
the perimeter 
of the 
material (such 
as slots or 
cut outs). 

 Select 
appropriate 
joining 

techniques. 
 Design with 

purpose by 
identifying 
opportunities 
to design. 

 Make 
products by 
working 
effectively 
(such as by 

selecting 
materials). 

 Refine work 
and 
techniques as 
work 
progresses, 
continually 
evaluating 
the product 
design. 

 Use software 
to design 
and 
represent 

product 
designs. 

 Measure and 
mark out to 
the nearest 
millimetre. 

 Ensure 
products 
have a high 
quality 
finish. 



carefully 
selecting 
materials). 

 Refine work 
and 
techniques as 
work 
progresses, 
continually 
evaluating the 
product 
design. 

 
 
 

 Understand 
and use 
electrical 
systems in 
their 
products 
incorporating 
switches and 
bulbs. 

 

Line of 
Enquiry 
 

How can I use 
cams to make a 
moving dragon? 

 How can I make a bag with a seam 
allowance? 

 How do I make 
a wooden 
lantern which 
incorporates an 
electrical circuit? 

 

Lesson 1 Look at 
examples of 
cams 

mechanisms. 
How do they 
work?  

 https://www.youtube.com/watch?v=xymE8tLn6tw 
Look at examples of bags. How do they close? 
What are they made out of? 

Draw design of bag with measurements. Allow 
for seam 

 Research 
lanterns & 
create design 

criteria 

 

https://www.youtube.com/watch?v=xymE8tLn6tw


Draw a design 
for dragon 
cams. Label the 
different parts. 
How many 
cams? Write 
measurements 
for each part. 

Lesson 2  Make frame 
for cams.  How 
can you make it 
stronger? Test 
out the best 
way to apply to 
the frame. 

  Make templates for bag – measure accurately.  Draw design of 
lantern. 
Shape/material/ 
measurements. 

 

Lesson 3 Make sections of 
dragon’s body. 
What size/ 
shape? Measure 
accurately 

   Draw around templates and cut precisely.  Select resources 
needed. 
Measure/ cut/ 
saw materials 

 

Lesson 4  Measure and 
attach cams/ 
dragon body 

parts. 

  Create visual and tactile effects by decorating 
outside of bag using running stitch. 

 Decide how to 
attach each part 
– glue/ masking 

tape  

 



 

 

Lesson 5  Test out the 
moving dragon. 
Evaluate it. 
 

  Sew bag and handle using blanket stitch.  Attach bulb and 
switch 

 

Lesson 6 Make a video of 
the moving 
dragon. 

  Test and evaluate bag.  Evaluate the 
lantern. 

 

Lesson 7       


