St. Lawrence Church of England Primary School 
D.T. Curriculum
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The curriculum mapping below shows how Design and Technology (DT) is structured across each year group, ensuring clear progression in knowledge, skills and understanding. Learning is designed to build cumulatively over time, enabling pupils to develop as confident, creative and reflective designers and makers who can design, make and evaluate purposeful products.

	Year 1

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we make a freestanding structure more stable by changing the width and weight of its base?
	How can we use different fabrics and basic sewing techniques to design and make decorative bunting?
	How can we use wheels and axles to design and make a moving pull-along toy?

	Knowledge
Substantive
Disciplinary
Theoretical
	· A structure is something that has been made and put together.
· A stable structure stays upright and does not topple.
· Structures with wide, flat bases are more stable than structures with narrow bases.
· Adding weight to the base of a structure can improve its stability.
· Different tools and equipment have different purposes.
· Different types of glue can be used to join materials.
· A user is the person who will use a product.
· The purpose of a product is what it is designed to do.

· Explore and compare stable and unstable structures.
· Investigate how changing the width of a base affects stability.
· Test how adding weight to a structure affects its stability.
· Explore existing products to develop design ideas.
· Create simple drawings to communicate design ideas.
· Plan the order of steps needed to make a product.
· Select and use appropriate tools and joining techniques safely.
· Practise making evenly spaced cuts and marks.
· Design and construct a stable structure for a specific user.
· Test and evaluate their finished product, identifying strengths and suggesting improvements.

· Explain why structures with wider bases are generally more stable.
· Describe how adding weight to the base of a structure can help prevent it from toppling.
· Understand that different users may have different needs and preferences.
· Explain how the purpose of a product influences its design.
· Recognise that existing products can inspire new designs.
· Understand that some designs are more successful than others.
· Explain how testing and evaluating products can help improve their design.
· Recognise that feedback from others can help designers develop and improve their ideas.

	· Different fabrics have different textures and properties.
· Texture describes how a material feels.
· Choosing different materials can affect how a finished product looks or works.
· Sewing involves joining pieces of fabric together using a needle and thread.
· A stitch is a loop of thread used to join or decorate fabric.
· Evenly spaced stitches help to create a consistent pattern.
· Different tools and equipment have different purposes.
· Following instructions helps us use sewing equipment safely.
· Drawings can be used to communicate design ideas.

· Explore and compare different fabrics, identifying their textures and properties.
· Practise threading a needle and creating simple stitches.
· Develop control when making evenly spaced stitches.
· Use drawings to communicate ideas for a textile product.
· Select appropriate fabrics and materials for a design.
· Use templates to mark and cut fabric accurately.
· Follow instructions to use scissors, needles and other equipment safely.
· Combine fabric pieces and basic sewing techniques to create decorative bunting.
· Evaluate their finished product, identifying strengths and suggesting improvements.
· Share ideas and feedback to help others improve their designs.

· Explain how the choice of fabric affects the appearance and purpose of a product.
· Describe why different fabrics may be more suitable for particular designs.
· Understand why evenly spaced stitches are important when following a pattern.
· Explain how texture can influence the appearance and feel of a textile product.
· Recognise why following instructions is important when using sewing equipment.
· Understand that a finished product may differ from its original design.
· Explain how evaluating a product can help identify possible improvements.
· Recognise that sharing ideas and receiving feedback can help improve a design.

	· A mechanism is a set of parts that work together to create movement.
· Wheels and axles are mechanisms that allow objects to move.
· An axle allows a wheel to turn without falling off.
· Many moving products contain internal parts that help them function.
· Mechanisms help control movement and prevent unwanted movement.
· Straight lines, equal spacing and finding the centre of an object help make products more accurate.
· Different tools and techniques are used to cut and shape materials.
· Materials can be joined in different ways to create secure connections.
· A user is the person who will use a product.
· Designers create products to solve problems or meet a user's needs.

· Explore and investigate existing products that use wheels and axles.
· Identify wheels, axles and other moving parts in everyday objects.
· Investigate how wheels and axles work together to create movement.
· Explore different ways of attaching wheels and axles securely.
· Use drawings to communicate design ideas for a moving toy.
· Measure and mark straight lines, equal spaces and central points with increasing accuracy.
· Select and use appropriate tools to cut and shape materials safely.
· Join materials securely to construct a moving product.
· Apply colour and texture to improve the appearance of a product.
· Design and make a pull-along toy that meets the needs of a specific user.
· Test and evaluate the movement and appearance of their finished product.
· Share ideas and feedback to suggest improvements to their own and others' designs.

· Explain how wheels and axles work together to allow a product to move.
· Understand why mechanisms are used to control movement in everyday products.
· Explain why accurate measuring, spacing and positioning are important when constructing moving mechanisms.
· Recognise that different joining techniques can affect how securely a product is assembled.
· Understand that different users may have different needs and preferences.
· Explain how the intended user and purpose influence design decisions.
· Recognise that existing products can provide inspiration for new designs.
· Understand that some mechanisms and designs work more effectively than others.
· Explain why a finished product may differ from its original design.
· Recognise how testing, evaluating and receiving feedback can improve a product.

	Vocabulary
	Base, better, compare, design, freestanding, stable, structure, unstable, user

	Design, even, fabric, like, needle, sketch, stitch, thread

	Careful, choose, compare, design, dislike, like, mechanism, movement


	Enrichment
	Children to give as a gift to a loved one.
	Display bunting at a school celebration.
	Toy-testing trail in the playground.


	
	





















	






















	

	Year 2

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we use levers and pivots to create mechanisms that make everyday tasks easier?
	How can we use our knowledge of a balanced diet to design and make a tasty, healthy wrap?
	How can we use strong shapes and suitable materials to design and build a sturdy chair for a bear?

	Knowledge
Substantive
Disciplinary
Theoretical
	· Different products work in different ways and contain parts that help them function.
· Many moving objects contain internal mechanisms that create or control movement.
· A lever is a rigid part that moves around a fixed point.
· A pivot is the point around which a lever moves.
· Mechanisms help control movement and limit unwanted movement.
· Drawings can be used to explain how a product or mechanism works.
· Labels identify and explain different parts of a drawing.
· Some tools, such as scissors and knives, have sharp edges and must be used safely.

· Explore and investigate everyday products that use levers and pivots.
· Identify moving parts and investigate how they work together.
· Create labelled drawings to communicate how mechanisms work.
· Experiment with different lever and pivot arrangements to create movement.
· Select and use appropriate tools safely when cutting and shaping materials.
· Adjust their grip and the position of materials to improve cutting accuracy.
· Align and join materials carefully to create strong, neat connections.
· Apply balanced and consistent finishing techniques to improve the appearance of a product.
· Test simple mechanisms to identify how effectively they create and control movement.

· Explain how levers and pivots work together to create movement.
· Understand why moving products need mechanisms to control their movement.
· Explain how the position of a pivot affects the movement of a lever.
· Recognise that different products use different mechanisms depending on their purpose.
· Explain why labelled drawings are useful when communicating design ideas.
· Understand how changing grip and positioning materials can improve safety and accuracy.
· Explain why careful alignment and joining techniques improve the strength and appearance of a product.
· Recognise how balanced and consistent finishing contributes to the overall quality of a product.

	· A diet is the food and drink that a person or animal usually consumes.
· The five main food groups are carbohydrates, fruits and vegetables, protein, dairy, and foods high in fat and sugar.
· A balanced diet involves eating a variety of foods from different food groups.
· Ingredients are the food items used in a recipe.
· Different foods have different appearances, tastes and smells.
· Kitchen equipment is used to prepare and combine ingredients.
· Different pieces of kitchen equipment are suited to different tasks.
· A design brief explains what needs to be made.
· Design criteria describe what a product needs to achieve to be successful.
· A plan identifies the order of steps needed to make a product.
· Some kitchen tools, such as knives and scissors, are sharp and must be used safely.

· Explore and identify foods belonging to different food groups.
· Investigate the appearance, taste and smell of different ingredients.
· Explore and evaluate existing food products against design criteria.
· Use a design brief and design criteria to generate ideas for a healthy wrap.
· Select suitable ingredients from different food groups.
· Plan the order of steps needed to prepare and assemble a wrap.
· Select appropriate kitchen equipment for different food preparation tasks.
· Follow instructions to use kitchen tools safely.
· Adjust their grip and positioning of ingredients to cut food safely and accurately.
· Prepare and combine ingredients to create a balanced wrap.
· Evaluate their finished product against the design criteria.
· Share constructive feedback and suggest improvements to their own and others' products.
· Explain why eating foods from different food groups contributes to a balanced diet.
· Understand how the choice of ingredients affects the taste, smell and appearance of a finished product.
· Explain how a design brief and design criteria guide decisions when creating a food product.
· Recognise that different kitchen tools are suited to different food preparation tasks.
· Understand why planning the order of preparation steps is important.
· Explain how correct grip and positioning improve safety and accuracy when cutting ingredients.
· Recognise that existing food products can provide ideas for new designs.
· Explain how design criteria can be used to judge the success of a finished product.
· Understand how feedback and evaluation can help improve a food product.

	· Different structures are used for different purposes.
· Structures have different features that affect their strength and stability.
· Different shapes have different levels of stability.
· Cylinders can be used to create stable structures.
· Folding paper can make it stronger and stiffer.
· Supporting structures can improve stability.
· Different materials have properties that make them suitable for different purposes.
· A structure may have weak points that affect its stability.

· Explore and compare existing structures, identifying their features.
· Use a simple design brief to create design criteria for a specific user.
· Generate ideas using design criteria and features of existing products.
· Select appropriate materials and components for a structure.
· Measure, mark and space lines accurately using simple tools.
· Cut materials with increasing control by adjusting grip and positioning.
· Join materials by carefully aligning edges and applying glue neatly.
· Use templates and familiar shapes to create and adapt structures.
· Construct stable structures using card and cylinders.
· Experiment with folding paper to increase strength and stiffness.
· Add supporting structures to improve stability.
· Test and compare the stability of different shapes.
· Identify weak points in a structure and make improvements.
· Evaluate finished products against design criteria.

· Explain why different structures are designed for different purposes.
· Understand how the shape of a structure affects its stability.
· Explain why cylinders and supporting structures can improve stability.
· Understand how folding materials can increase their strength and stiffness.
· Explain how material properties influence design decisions.
· Recognise why accurate measuring, cutting and joining contribute to a successful structure.
· Compare existing products and explain why some meet design criteria more successfully than others.
· Explain how identifying weaknesses can help improve a structure.


	Vocabulary
	label
lever
material
mechanism
pivot
purpose
rotate
select

	evaluate (Y2)
fruit (Y1)
grate (Y2)
ingredient (Y1)
smell (Y1)
snip (Y2)
spread (Y2)
taste (Y1)

	flexible
improve
select
stiff
strong
thicker
thinner
weak


	Enrichment
	Class and parent gallery walk.
	A taste testing session.
	Bring in own Teddy bears and conduct a teddy chair test.

	
	
	




















	

	
	Year 3

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we use 3D nets to design and make effective packaging?
	How can we use programming and CAD to design and create a wearable product that lights up?
	How can we use seasonal fruit and vegetables grown in the UK to design and make a tasty tart?

	Knowledge
Substantive
Disciplinary
Theoretical
	· To know that a problem or need is something that a designer can help to solve.
· To know that CAD is computer-aided design.
· To know that thumbnail sketches are less detailed quick sketches.
· To know that an exploded diagram shows how the parts of a product fit together.
· To know that a prototype is a detailed model that helps a user understand how a product will work.
· To know that form is the look and shape of something.
· To know that function is what something does and how it works.
· To know that designers and inventors create products.
· To know how a range of structures are built.
· To know that a shell structure is a hollow shape with a thin outer layer.
· To know that 3D shapes can form structures.
· To know that structures can be strengthened by manipulating materials and shapes.

· To know that thinking together can help generate ideas.
· To know that CAD can be used to better communicate ideas.
· To know that extra information on drawings or diagrams can help the user understand a design or idea.
· To know that different pieces of equipment will be used at different stages in a plan.
· To know that stronger and long-lasting joins may be needed depending on the materials and how the product will be used.
· To know that accurate shaping and refining of 2D and 3D forms improves appearance and performance.
· To stiffen structures by layering.
· To strengthen structures by layering materials (lamination).

· To know that not everything can be made in the classroom.
· To know that some products are more successful than others because of their function.
· To know that choices of materials and equipment can affect the final product.
· To know that feedback is ideas and suggestions from other people that can help improve their work.
· To know that the better the suggestions, the better the feedback.
· To know that they can choose to use feedback or not.

	· Beginning to use understanding from computing to control products.
· Begin to use a micro:bit as the starting point for a product.
· Using code to control button presses.
· Using code to sense light.

· Noticing simple problems or needs in their everyday life.
· Creating simple design criteria that outline basic functionality and appeal to individual users or target audiences.
· Beginning to use 2D CAD software to communicate their ideas.
· Developing drawing and sketching skills with a focus on clarity and simplicity.
· Developing designs by adding detail and justifications about materials, tools and methods.
· Selecting materials, components or ingredients based on their form as well as their functional properties.
· Creating and refining accurate 2D and 3D shapes to suit the function of a product.
· Applying precise and varied finishing techniques to enhance appearance and surface quality.
· Using a micro:bit simulator to test code.
· Investigating and analysing a range of existing products by looking at their functionality and appeal.
· Evaluating their designs by comparing them against design criteria and considering feedback from peers to suggest improvements.

· Explaining their choices with regard to function and form.
· Analysing why specific products, designers or inventors are successful.
· Explaining why they think certain aspects of a peer's design are effective or why they suggested specific improvements.

	· To know that a problem or need is something that a designer can help to solve.
· To know that form is the look and shape of something.
· To know that function is what something does and how it works.
· To know that not all fruits and vegetables can be grown in the UK.
· To know that climate affects food growth.
· To know that vegetables and fruit grow in certain seasons.
· To know that cooking instructions are known as a ‘recipe’.
· To know that imported food is food which has been brought into the country.
· To know that similar coloured fruits and vegetables often have similar nutritional benefits.
· To know which foods are grown in the UK in a specified season.
· To know which foods can be cut and peeled using equipment.

· To know that thinking together can help generate ideas.
· To know that extra information on drawings or diagrams can help the user understand a design or idea.
· To know that ordering the steps of a build can make it easier.
· To know that different pieces of equipment will be used at different stages in a plan.
· To know that different tools and equipment have different dangers.
· To know that different cutting tools and techniques are suited to specific materials and levels of resistance.
· To know that finishing techniques can improve both the look and performance of a product.
· To know that feedback is ideas and suggestions from other people that can help improve their work.
· To know that the better the suggestions, the better the feedback.

· To know that not everything can be made in the classroom.
· To know that some products are more successful than others because of their function.
· To know that choices of materials and equipment can affect the final product.
· To know that they can choose to use feedback or not.
· To know that the appearance of food is as important as taste.


	Vocabulary
	function
net
shell structure
tab
three-dimensional (3D)

	design criteria (Y2)
form (Y3)
function (Y3)
input (Y3)
label (Y2)
LED (Y3)
output (Y3)
product (Y1)

	cut (Y1/2)
design (Y1/2)
evaluate (Y1/2)
flavour (Y3/4)
fruit (Y1/2)
grate (Y1/2)
ingredients (Y1/2)
mock-up (Y1/2)
peel (Y1/2)
seasonality (Y3/4)
snip (Y1/2)
taste (Y1/2)
texture (Y3/4)
vegetable (Y1/2)


	Enrichment
	Local business owner to review products.
	Showcase light-up wearables in a fashion show.
	Taste and create a food review.
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	Year 4

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we adapt a recipe to design and make tasty biscuits for a chosen audience?

	How can we use mechanical systems and customer feedback to design and create an effective mechanical car kit?
	How can we use electrical circuits and switches to design and create a product that makes everyday life safer or easier?

	Knowledge
Substantive
Disciplinary
Theoretical
	· Selecting materials, components or ingredients from a wider choice but within a limited design space (e.g. seasonal ingredients from May and June in the UK).
· Selecting materials, components or ingredients based on their form as well as their functional properties.

· Noticing simple problems or needs in their everyday life.
· Using empathy and conducting simple surveys to recognise the needs of others.
· Creating simple design criteria that outline basic functionality and appeal to individual users or target audiences.
· Taking part in structured idea-generation sessions.
· Coming up with more ideas and considering the feasibility of their ideas in the classroom.
· Ordering the main stages of making into a plan.
· Selecting equipment required for a series of tasks based on the plan.
· Suggesting simple safety rules based on their understanding of tool dangers.
· Participating in discussions about classroom safety procedures.
· Following detailed safety instructions.
· Creating and refining accurate 2D and 3D shapes to suit the function of a product.
· Applying precise and varied finishing techniques to enhance appearance and surface quality.
· Investigating and analysing a range of existing products by looking at their functionality and appeal.
· Evaluating their designs by comparing them against design criteria and considering feedback from peers to suggest improvements.
· Evaluating how effective their chosen materials and tools were in fulfilling the design brief.
· Following the instructions within a recipe.
· Following a baking recipe, including the preparation of ingredients.
· Cooking safely, following basic hygiene rules.

· Explaining their choices with regard to function and form.
· Explaining why each piece of equipment is suitable for each stage.
· Explaining why they think certain aspects of a peer's design are effective or why they suggested specific improvements.
· Reflecting on feedback to decide if and how it could be used to improve future iterations.

	· Beginning to understand how mechanisms work.

· Creating simple design criteria that outline basic functionality and appeal to individual users or target audiences.
· Developing drawing and sketching skills with a focus on clarity and simplicity.
· Developing designs by adding detail and justifications about materials, tools and methods.
· Beginning to recognise the benefit of a range of diagram types or prototypes to communicate ideas (e.g. sketches, cross-sectional diagrams, thumbnail sketches and exploded diagrams).
· Creating prototypes using materials with similar properties to their final design.
· Selecting equipment required for a series of tasks based on the plan.
· Following detailed safety instructions.
· Cutting more complex shapes and a wider range of materials and foods accurately and safely.
· Joining materials securely by selecting and applying appropriate joining methods for the material and purpose.
· Creating and refining accurate 2D and 3D shapes to suit the function of a product.
· Applying precise and varied finishing techniques to enhance appearance and surface quality.
· Investigating and analysing a range of existing products by looking at their functionality and appeal.
· Evaluating their designs by comparing them against design criteria and considering feedback from peers to suggest improvements.
· Evaluating how effective their chosen materials and tools were in fulfilling the design brief.

· Explaining why each piece of equipment is suitable for each stage.
· Analysing why specific products, designers or inventors are successful.
· Explaining why they think certain aspects of a peer's design are effective or why they suggested specific improvements.
· Reflecting on feedback to decide if and how it could be used to improve future iterations.

	· To know that a problem or need is something that a designer can help to solve.
· To know that a target audience is a group of people that might like the idea.
· To know that a cross-sectional diagram shows the inside of a product.
· To know that form is the look and shape of something.
· To know that function is what something does and how it works.
· To know that designers and inventors create products.
· To know that an electrical system is a group of parts (components) that work together to transport electricity around a circuit.
· To know some common features of an electric product (e.g. switch, battery, plug, dials, buttons, etc).
· To know that a battery contains stored electricity that can be used to power products.
· To know that an electrical circuit must be complete for electricity to flow.
· To know that a switch can be used to complete and break an electrical circuit.

· To know that extra information on drawings or diagrams can help the user understand a design or idea.

· To know that not everything can be made in the classroom.
· To know that some products are more successful than others because of their function.
· To know that choices of materials and equipment can affect the final product.


	Vocabulary
	design criteria (Y2)
evaluation
feedback (Y3)
function (Y3)
ingredients (Y1)
recipe (Y3)
research
sieve

	bearing
chassis
force
machine
mechanism
prototype
target audience

	battery
bulb
buzzer
circuit
cross-sectional diagram
electricity
research
switch


	Enrichment
	Family tea and biscuit event.
	Run a prototype test track.
	A peer review of each others designs.

	
	
	



	

	
	Year 5

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we use motors and circuits to design and make a wobble bot that meets a user's needs?
	How can we use gears and pulleys to design an eco-friendly bike?
	

	Knowledge
Substantive
Disciplinary
Theoretical
	· Beginning to understand that electricity flows around a circuit.
· Using different components to produce different results from electrical systems

· Creating more complex design criteria that require considering detailed user needs, environmental impact, materials and cost.
· Developing more independence in generating ideas.
· Coming up with a broader range of ideas and deeper innovation, requiring pupils to think critically about their ideas' practicality and originality.
· Using a series of prototypes to refine and improve their designs.
· Producing lists of equipment, materials and tools that they need for a task.
· Creating a step-by-step plan for making.
· Selecting materials, components or ingredients based on research or user needs.
· Selecting and applying joining methods to create strong, durable and well-finished products.
· Shaping and refining materials and components to balance aesthetics and functionality.
· Assessing their designs against a more complex set of design criteria that includes functionality, aesthetics, user experience, sustainability and cost.
· Considering alternative materials, tools or techniques that could enhance the product.
· Providing feedback that is helpful, specific and encouraging.
· Creating working electrical circuits with a wider variety of electrical components.
· Deconstructing electrical systems to understand how they work.

· Explaining their choices, referring to their research.
· Understanding and explaining the importance of each safety rule.
· Reflecting on the usability, aesthetics, innovation and sustainability of products and discussing how design choices impact these aspects.
· Incorporating feedback from peers or users to improve their product further, explaining the changes they made and the impact they had.

	· To know that risks are things that might go wrong.
· To know that sustainability means thinking about the materials that were used to make a product and how the product was made.
· To know that gears and pulleys allow us to transfer movement and force from one part of a mechanical system to another.
· To know that gears allow us to increase the output of a mechanism.

· To know that precise measuring and marking are essential for parts to fit and function correctly.
· To know that precision in cutting affects how well parts fit, function and look.
· To know that evaluating their designs in detail will help them understand its successful and less successful parts.
· To know that feedback should be positive, helpful and specific.

· To know that the form of a product influences how it looks, feels and performs.
· To know that their final product can still be improved by different materials or techniques.
· To know that explaining how they used feedback to improve their design can help them create better products in the future.

	

	Vocabulary
	annotate
assemble
electrical component
motor
battery (LKS2)
circuit (LKS2)
electricity (LKS2)

	annotate
axle
force
gear
gear system
input
machine
market research

	

	Enrichment
	Wobble-bot challenge: invite another class to test designs.
	Observe bicycle gears; local cycling and sustainable travel discussion.
	

	
	
	







	

	Year 6

	
	Unit 1
	Unit 2
	Unit 3

	Big Question
	How can we use sewing techniques to design and make a bag that meets the needs of a specific user?
	How can we use our knowledge of food preparation and the journey from farm to fork to plan and prepare a three-course meal?
	How can we design and programme a product that works as both a compass and a pedometer?

	Knowledge
Substantive
Disciplinary
Theoretical
	· To know that different materials have different costs.
· To know that original and innovative ideas are different from what has been made before.
· To know that drawings and diagrams can be communicated in 3D.
· To know that aesthetics are the way something looks.
· To know that risks are things that might go wrong.
· To know that sustainability means thinking about the materials that were used to make a product and how the product was made.
· To know that using a template (or clothing pattern) helps to accurately mark out a design on fabric.
· To know that blanket stitch is useful to reinforce the edges of a fabric material or join two pieces of fabric.
· To know that complete products are sometimes made in parts that are sewn together.
· To know that consistently sized stitches improve the aesthetic of a product.

· To know that improving on prototypes can help to improve the final design.
· To know that materials and equipment lists help to plan better.
· To know that precise measuring and marking are essential for parts to fit and function correctly.
· To know that precision in cutting affects how well parts fit, function and look.
· To know that joins may need reinforcement or adjustment to improve strength and stability.
· To know that evaluating their designs in detail will help them understand its successful and less successful parts.

· To know that research can help decide on form and function.
· To know that the form of a product influences how it looks, feels and performs.
· To know that finishes can improve durability, protect materials and make products suitable for different uses or environments.
· To know that looking at other designers' work can help inform designs.
· To know that their final product can still be improved by different materials or techniques.
· To know that explaining how they used feedback to improve their design can help them create better products in the future.

	· To know that problems can be large and small.
· To know that environmental impact is how the product and making the product might affect the environment.
· To know that different materials have different costs.
· To know that original and innovative ideas are different from what has been made before.
· To know that aesthetics are the way something looks.
· To know that risks are things that might go wrong.
· To understand where meat comes from.
· To know that recipes can be adapted to suit nutritional needs and dietary requirements.
· To know that adapting means changing ingredients.
· To know that flavour is how a food or drink tastes.

· To know that materials and equipment lists help to plan better.
· To know that some equipment can work well with other equipment.
· To know that precision in cutting affects how well parts fit, function and look.
· To know that evaluating their designs in detail will help them understand its successful and less successful parts.
· To know that feedback should be positive, helpful and specific.

· To know that the form of a product influences how it looks, feels and performs.
· To know that looking at other designers' work can help inform designs.
· To know that their final product can still be improved by different materials or techniques.
· To know that explaining how they used feedback to improve their design can help them create better products in the future.
· To know how the steps in a recipe fit together and what happens if they are changed.

	· To know that problems can be large and small.
· To know that market research is a way of collecting information about problems or needs.
· To know that a constraint is a limit or condition when making a product.
· To know that environmental impact is how the product and making the product might affect the environment.
· To know that different materials have different costs.
· To know that original and innovative ideas are different from what has been made before.
· To know that drawings and diagrams can be communicated in 3D.
· To know that risks are things that might go wrong.
· To know that sustainability means thinking about the materials that were used to make a product and how the product was made.
· To know that coding can complete tasks when used with a device such as a micro:bit.
· To know the features of a micro:bit that are useful for the product.
· To know that conditional statements (and, or, if) can be used to monitor and control products.
· To know that some micro:bit functions can detect movement.

· To know that improving on prototypes can help to improve the final design.
· To know that some equipment can work well with other equipment.
· To know that evaluating their designs in detail will help them understand its successful and less successful parts.
· To know that feedback should be positive, helpful and specific.
· To know that looking at other designers' work can help inform designs.
· To know that their final product can still be improved by different materials or techniques.
· To know that explaining how they used feedback to improve their design can help them create better products in the future.


	Vocabulary
	innovative
pattern piece
seam allowance

	cross-contamination (Y5/6)
equipment list (Y5/6)
farm (Y5/6)
flavour (Y3/4)
rear (Y5/6)
recipe (Y3/4)
research (Y3/4)
savoury (Y5/6)

	Aesthetic, alternative, constraints, design criteria (KS1), innovative, iteration (LKS2), target audience (LKS2), user (KS1)


	Enrichment
	Make reusable bags; discuss reducing single-use plastics.
	Test on an outdoor walking route; compare step counts and direction.
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