


	
	Learning Objective
	Knowledge Gained
	Skills Used
	Resources Used by Children
	Vocabulary

	Y1
	Result: Textiles – joining with glue and tape to make a finger puppet/s.
	Students will explore various textiles and their properties, understanding why specific materials may be chosen for a task.
	Design, crafting, evaluating, problem-solving
	Textiles, glue, tape, scissors, design sheets
	Textiles, puppet, design, evaluation

	

	To explore the textiles. 
	Understanding textile properties and selection.
	Research, exploration, – this is your opportunity to discover textiles you think would work well.
	Variety of textiles
	Properties, selection

	

	To explain why you have used certain textiles.
	The importance of planning and design rationale.
	Drawing, labelling, create a detailed and labelled design –
	Design sheets, pencils
	Rationale, design, label

	

	To use the plan, do, review.
	Importance of iterative design and adaptability.
	Crafting, modifying, Using the plan, do, review continuously amend and make adjustments during the production stage.
	Craft materials
	Iterative, amend, production

	

	To review your finished product. Did you make any changes – why?
	Self-evaluation and critical thinking.
	Reflective, critique, evaluation.
	Completed puppets
	Review, reflection, evaluation

	

	What went well? What would you do differently next time?
	Understanding the design process and areas for improvement.
	Self-assessment
	Review sheets
	Improvement, assessment

	
Y1
	Result: Mechanisms – using a slider to make a card.
	Students learn about mechanisms that create movement through design.
	Designing, crafting, evaluating
	Card, sliders, craft materials
	Mechanism, design, slider

	

	How are sliders used to move objects now? Prototypes.
	Familiarity with function and use of sliders.
	Research, exploration
	Slider examples
	Functionality, prototypes

	

	What do you need your model to be able to do? Who is it for?
	Identifying user needs in design.
	Questioning, analysis
	User profiles
	User identification, needs analysis

	

	To sketch and label the models you will create. 
	Enhancing visualization skills through sketching.
	Drawing, labelling
	Design sheets, pencils
	Visualization, sketch

	

	To create a plan.
	Understanding the significance of planning in design.
	Create a plan that shows order, equipment and tools and explains how the design will work.
	Planning sheets
	Planning, sequence

	

	To create the model.
	Practical crafting skills.
	Creating, building, making amendments, following a plan
	Craft materials
	Construction, model

	

	To evaluate using original design criteria.
	Learning to assess designs against initial goals.
	Evaluation
	Evaluation sheet
	Criteria, assessment

	Y1

	Food and nutrition - Fruit kebab.
	Understanding nutritional values and food preparation.
	Food preparation, design
	A variety of fruits, skewers
	Nutrition, fruit, kebab

	

	I can explore and name various fruits.
	Recognition of different fruits and their qualities.
	Discussion, comparing, inference
	Fruit examples
	Recognition, qualities

	

	To discuss the different fruits.
	Understanding food categories and seasons. the idea of a fruit salad and mention these that cannot be stored; including frozen fruit, dried fruit and canned fruit.
	Discussion, categorizing, comparing
	Examples of fruits in different forms
	Seasonal, categorisation

	

	To explain that they will be making a fruit kebab.
	Preparing students for hands-on activities.
	Pre-planning, lists
	Greeting materials
	Preparation

	

	What does lemon do to preserve fruit?
	Understanding of food preservation techniques.
	Observation
	Lemon juice, demonstration fruit
	Preservation, demonstration

	

	To plan a fruit kebab. 
	Individualized design process.
	Decision making,
choose their three favourite fruits and create a labelled design.
	Design sheets, fruit options
	Preference, design

	

	Would additional fruit or fruit juice improve the flavour?
	Critical tasting and combination skills.
	Evaluating
	Tasting cups
	Tasting, evaluation

	

	Do: 
	Developing food preparation skills.
	Food preparation, Children independently prepare the fruit.
	Preparation tools
	Preparation, skills

	

	How will you arrange the fruit on the kebab stick?
	Designing presentation skills.
	Arrangement
	Skewers, fruit
	Arrangement, presentation

	

	Review: What worked well?
	Reflective practices.
	Evaluation
	Review sheet
	Evaluation, reflective

	

	Did you make changes during the ‘do’? What would you do differently next time?
	Self-evaluation skills.
	Reflection
	Review sheet
	Change, reflection

	Y2
	Structures - Create a chair to support the weight of a small weight.
	Understanding of forces and load-bearing designs.
	Designing, testing
	Materials for chair
	Structure, weight

	

	Exploring the materials available. Prototypes.
	Familiarity with different materials and their properties.
	Exploration
	Various construction materials
	Materials, properties

	

	What do you need your model to be able to do? Who is it for?
	Identifying user needs in design.
	Analysis
	User profiles
	User, needs

	

	Sketch and label the model/s you will create.
	Improving design communication through sketching.
	Drawing, labelling
	Sketching materials
	Sketch, label

	

	Create a detailed plan that shows order, equipment, materials and tools and explains how your design will work.
	Emphasis on planning and rationale.
	Planning
	Planning sheets
	Detailed plan, equipment

	

	Create the model – annotating your initial design with and changes you make.
	Documenting the design process.
	Crafting, annotating
	Craft materials
	Annotation, design process

	

	Evaluate using original design criteria.
	Self-assessment against goals.
	Evaluation
	Evaluation sheet
	Criteria, evaluation

	

	Mechanisms – moving vehicle with axle wheels.
	Understanding of mechanisms and the principles of motion.
	Crafting, testing
	Wheels, axles
	Mechanism, motion

	

	How are axles and wheels used to move objects now? Prototypes.
	Awareness of real-world applications.
	Research
	Prototypes of axles and wheels
	Application, prototype

	

	What do you need your model to be able to do? Who is it for?
	Defining functionality and purpose.
	Analysis
	Design sheets
	Functionality, purpose

	

	Sketch and label the models you will create. Axles and wheels.
	Developing representation skills.
	Drawing, labelling
	Design materials
	Representation

	

	Create a plan that shows order, equipment and tools and explains how the design will work.
	The significance of planning for successful execution.
	Planning
	Planning sheets
	Plan, execution

	

	Create the model.
	Haptic experience and hands-on learning.
	Crafting
	Construction materials
	Model, construction

	

	Evaluate using original design criteria.
	Learning to assess the effectiveness of designs.
	Evaluation
	Evaluation sheet
	Assessment

	

	Cooking and Nutrition – make a smoothie.
	Understanding healthy food choices and basic cooking skills.
	Cooking, tasting
	Variety of fruits
	Nutrition, smoothie

	

	Discuss fruits in detail – talk about frozen and seasonal fruits enabling prior knowledge to be discussed.
	Expanding knowledge of fruit varieties.
	Discussion, sharing
	Fruit examples
	Knowledge, varieties

	

	Discuss the idea of a fruit smoothie and mention these important elements: taste, texture, colour and the seasonal availability of fruits that cannot be stored; including frozen fruit, dried fruit and canned fruit.
	Understanding of smoothie composition.
	Discussion, categorising
	Examples of smoothies
	Composition, elements

	

	Prototypes: Children have a taste of samples of smoothies (these can be shop bought or ready-made by the teacher).
	Exposure to real-world products.
	Tasting
	Smoothie samples
	Tasting

	

	Plan: Children choose their three favourite fruits and create a labelled design with a rationale.
	Individualizing the smoothie-making process.
	Decision making
	Design sheets
	Preference, design

	

	Do: Would additional fruit improve the colour?
	Reflection on aesthetics in food design.
	Evaluating
	Smoothie materials
	Aesthetic, food design

	

	Would additional fruit improve the texture?
	Exploratory learning around food properties.
	Exploration
	Fruit for smoothies
	Texture

	

	Children independently prepare the fruit for the blender.
	Practising food preparation skills.
	Food preparation
	Preparation tools
	Preparation

	

	Share their smoothies with the class and their families.
	Encouraging community engagement.
	Sharing
	Classmates and family
	Sharing, community

	

	Review: What worked well?
	Self-evaluation of experiences.
	Evaluation
	Review sheet
	Reflection

	

	Did you make changes during the ‘do’? What would you do differently next time?
	Critical thinking practices.
	Reflection
	Review sheet
	Change, evaluation

	Y3
	Mechanisms – 3D model with lever and pulleys.
	Understanding mechanical systems.
	Designing, testing
	Pulleys, levers
	Mechanism, model

	

	How are levers and pulleys used to move objects now? Prototypes.
	Real-world applications of mechanical systems.
	Research
	Examples of levers and pulleys
	Application

	

	What do you need your model to be able to do? Who is it for?
	Defining user needs and functionality.
	Analysis
	User profiles
	Needs, functionality

	

	Sketch and label the models you will create. Levers and pulleys.
	Improving design communication.
	Drawing, labelling
	Design materials
	Sketch, label

	

	Create a plan that shows order, equipment and tools and explains how the design will work.
	Significant planning for success.
	Planning
	Planning sheets
	Planning

	

	Create the model.
	Practical application of theory.
	Crafting
	Construction materials
	Model, creation

	

	Evaluate using original design criteria.
	Self-assessment based on original objectives.
	Evaluation
	Evaluation sheet
	Criteria

	

	Textiles – use running stitch to create a purse.
	Introducing basic sewing techniques and textiles knowledge.
	Sewing, crafting
	Fabric, needles, thread
	Textile, sewing

	

	What textiles will you use? Prototypes.
	Awareness of textiles available.
	Research
	Examples of fabric
	Textile awareness

	

	Create a detailed plan with an explanation of how you will join the textiles.
	Importance of detailed planning in sewing.
	Planning
	Planning sheets
	Joining, textiles

	

	What resources will you need to be successful?
	Exploring resource requirements for projects.
	Listing
	Resource list
	Resources

	

	What tools will you need? Practice your method.
	Familiarity with tools and techniques.
	Practice
	Sewing tools
	Tools, practise

	

	Continually plan, do and review, annotating your plan in the moment.
	Emphasis on iterative design.
	Annotation
	Planning document
	Annotate

	

	Evaluate using the original design criteria – what went well, what would you do differently next time.
	Reflective learning and improvement.
	Evaluation
	Evaluation sheet
	Improvement

	

	Cooking and Nutrition – make rock cakes.
	Learning about baking and nutritional considerations.
	Baking
	Ingredients for rock cakes
	Nutrition, baking

	

	Plan: Look at a range of rock cake recipes and discuss ingredients.
	Understanding recipe evaluation.
	Discussion
	Recipe examples
	Recipe, ingredients

	

	Taste a range of prototypes.
	Sensory engagement and analysis.
	Tasting
	Sample rock cakes
	Tasting

	

	Design and create a detailed recipe (an algorithm/a set of instructions) and method; create a labelled design with a rationale.
	Importance of detailed instructions in cooking.
	Planning
	Recipe template
	Instructions, rationale

	

	Do: Follow the recipe and method to make rock cakes.
	Practical application of theoretical knowledge.
	Baking
	Baking tools
	Method, execution

	

	Share their rock cakes with the class and their families.
	Community sharing and engagement.
	Sharing
	Classmates, families
	Sharing

	

	Review: What worked well? Did you make changes during the ‘do’? What would you do differently next time?
	Reflective practices.
	Evaluation
	Review sheet
	Evaluation

	Y4
	Structures – create a picture frame.
	Understanding of structural integrity and design processes.
	Designing, crafting
	Materials for frame
	Structure, design

	

	Exploring the materials available. Prototypes.
	Familiarity with potential building materials.
	Exploration
	Examples of frames
	Prototypes

	

	What do you need your model to be able to do? Who is it for?
	Identifying user needs in frame design.
	Analysis
	User profiles
	User needs

	

	Sketch and label the model/s you will create.
	Enhancing visual communication through design drawings.
	Drawing, labelling
	Design sheets
	Sketch, label

	

	Create a detailed plan that shows order, equipment, materials and tools and explains how your design will work.
	Emphasis on planning.
	Planning
	Planning methodology
	Detailed plan

	

	Create the model – annotating your initial design with and changes you make.
	Documenting changes during the process.
	Crafting
	Construction materials
	Documentation

	

	Evaluate using original design criteria.
	Assessing the effectiveness of the design.
	Evaluation
	Evaluation sheet
	Assessment

	

	Mechanisms – levers and linkages to create a creature.
	Understanding of movement and mechanical design principles.
	Designing, building
	Levers, linkages
	Mechanism, linkage

	

	How are levers and linkages used to move objects now? Prototypes.
	Understanding application and functionality.
	Research
	Prototype examples
	Functional application

	

	What do you need your model to be able to do? Who is it for?
	Defining the purpose of the creature.
	Analysis
	User profiles
	Purpose

	

	Sketch and label the models you will create. Levers and linkages.
	Enhancing visual representation skills.
	Drawing, labelling
	Design materials
	Visualization

	

	Create a plan that shows order, equipment and tools and explains how the design will work.
	Importance of structure in design.
	Planning
	Planning sheets
	Structured plan

	

	Create the model.
	Haptic learning experience through hands-on building.
	Crafting
	Construction materials
	Model

	

	Evaluate using original design criteria.
	Appraising the final product against initial goals.
	Evaluation
	Evaluation sheet
	Appraisal

	

	Electronics – design and make a nightlight.
	Exploring basic electronic systems and design.
	Designing, building
	LEDs, batteries
	Electronics, design

	

	Plan: Explore and investigate nightlight prototypes.
	Understanding existing products and their functions.
	Research
	Examples of nightlights
	Prototypes

	

	Who are you designing it for?
	Identifying target audience for design.
	User analysis
	User profiles
	Audience

	

	Revise complete circuits knowledge.
	Reinforcing knowledge of electrical components.
	Review
	Circuit materials
	Circuits

	

	Create a clear and detailed nightlight design; detailed labelling; provide a rationale for your nightlight design.
	Importance of communication in design.
	Planning, drawing
	Design methodology
	Rationale

	

	Do: Create a nightlight using your plan – annotate and make changes if required.
	Fostering adaptability in execution.
	Crafting
	Building materials
	Execution

	

	Review: What went well? What would you do differently next time?
	Encouraging self-reflection and evaluation.
	Reflective practice
	Review sheet
	Reflection

	Y5
	Mechanisms – cams toys.
	Understanding of CAM systems and their applications.
	Designing, creating
	CAM kits
	Mechanism, cam

	

	How are CAM toys used to move objects now? Prototypes.
	Real-world links and practical understanding.
	Research
	Examples of CAM toys
	Application

	

	What do you need your model to be able to do? Who is it for?
	Defining functionalities in design development.
	User analysis
	User profiles
	Functionality

	

	Sketch and label the models you will create. Levers and linkage systems.
	Improving communication through drawing.
	Drawing
	Sketching materials
	Visualization

	

	Create a plan that shows order, equipment and tools and explains how the design will work.
	Planning for successful implementation.
	Planning
	Planning sheets
	Structured plan

	

	Create the model.
	Hands-on experiences with mechanical systems.
	Crafting
	Construction materials
	Model

	

	Evaluate using original design criteria.
	Self-assessment based on goals and expectations.
	Evaluation
	Evaluation sheet
	Assessment

	

	Textiles – stuffed cushions with cross stitch and applique.
	Introduction to decorative sewing techniques.
	Sewing, crafting
	Fabrics, threads
	Textile, applique

	

	What textiles will you use? Prototypes.
	Understanding various textile properties.
	Research
	Fabric samples
	Properties

	

	Create a detailed plan with an explanation of how you will join the textiles.
	Importance of planning in sewing projects.
	Planning
	Planning sheets
	Joining

	

	What resources will you need to be successful?
	Identifying essential tools and materials.
	Listing
	Resource list
	Resources

	

	What tools will you need? Practice your method.
	Familiarity with techniques and tool use.
	Practice
	Sewing tools
	Tools

	

	Continually plan, do and review annotating your plan in the moment.
	Iterative improvement processes in design.
	Annotation
	Planning document
	Annotation

	

	Evaluate using the original design criteria – what went well, what would you do differently next time.
	Educational growth through self-reflection.
	Evaluation
	Evaluation sheet
	Improvement

	

	Cooking and Nutrition - Design and make pizzas/calzones.
	Comprehending cooking processes and nutrition.
	Cooking, baking
	Pizza ingredients
	Nutrition, baking

	

	Plan: Look at a range of dough recipes and pizza/calzone ingredients; discuss ingredients.
	Understanding composition of meals.
	Discussion
	Recipe resources
	Ingredients

	

	Taste a range of prototypes.
	Engaging sensory experiences in taste testing.
	Tasting
	Sample pizzas
	Tasting

	

	Design and create a detailed recipe (an algorithm/a set of instructions) a method; create a labelled design with a rationale.
	Creating procedural documents for cooking.
	Planning
	Recipe templates
	Instructions

	

	Do: Follow the recipe and method to make dough.
	Execution of culinary skills.
	Baking
	Baking materials
	Execution

	

	Add the ingredients to the rolled out dough.
	Applying knowledge in the baking process.
	Cooking
	Pizza ingredients
	Application

	

	Share their pizza with the class and their families.
	Community building through food.
	Sharing
	Community
	Sharing

	

	Review: What worked well? Did you make changes during the ‘do’? What would you do differently next time?
	Self-evaluation and improvement.
	Reflective practice
	Review sheet
	Reflection

	Y6
	Electrical systems – use Crumble to program a movable mouth on a creature.
	Introduction to basic programming and electronics.
	Programming, electronics
	Crumble kit
Electrical systems – use crumble to program create movable mouth on creature. 
https://www.stem.org.uk/system/files/elibrary-resources/2017/06/Crumble%20Getting%20Started%20Guide%2015-11-2015.pdf  

	Programming

	

	What is a Program? A program is simply a list of instructions that the Crumble will follow.
	Understanding of programming concepts.
	Learning
	Instruction sheets
	Programming

	

	A Step-by-Step Example - Write a simple program to flash a motor output LED.
	Applying programming to practical tasks.
	Coding
	LED, programming materials
	Codification

	

	Crumble Software Basics: Tips on how to use the Crumble software – moving block program.
	Navigating programming software.
	Technical navigation
	Crumble software
	Navigation

	

	Using Motors and Sparkles
	Introduction to motor functions in design.
	Practical applications
	Motors, sparkles
	Motor function

	

	Using Inputs: If the input is not connected to a voltage it will read LO.
	Learning about inputs and outputs in programming.
	Learning
	Electrical materials
	Voltage

	

	Variables and Maths: A variable can store a value.
	Understanding of variable usage in programming.
	Math application
	Coding materials
	Variables

	

	Advanced Sparkle Control: Mixing primary colours for visual effects.
	Exploring colour theory and electronics design.
	Design application
	Sparkles
	Advanced colour control

	

	Structures - using a frame structure, e.g., bus shelter.
	Understanding of structures and design integrity.
	Designing, building
	Various materials
	Structure

	

	Exploring the materials available. Prototypes.
	Familiarity with available building materials.
	Research
	Prototypes of shelters
	Prototypes

	

	What do you need your model to be able to do? Who is it for? Purpose?
	Defining structure purpose based on user needs.
	User analysis
	User profiles
	Purpose

	

	Sketch and label the model/s you will create. Detailed labelling and captions for explanation.
	Enhancing visual communication in design.
	Drawing
	Design sheets
	Label

	

	Create a detailed plan and rationale that shows order, equipment, materials and tools and explains how your design will work.
	Emphasis on detailed planning.
	Planning
	Planning documentation
	Detailed rationale

	

	Create the model – annotating your initial design with and changes you make.
	Documenting the design process for future reference.
	Crafting
	Model constructing materials
	Documentation

	

	Evaluate using original design criteria. Essential for reflection on the process.
	Self-assessing design effectiveness.
	Evaluation
	Evaluation sheets
	Assessment

	

	Cooking and Nutrition - design and make Langar.
	Understanding cultural influences on cooking and nutrition.
	Cooking, preparing
	Langar ingredients
	Nutrition

	

	Plan: Look at a range of Guru's Langar recipes and ingredients; discuss ingredients.
	Exploring cultural context in culinary practices.
	Discussion
	Recipe resources
	Cultural context

	

	Taste a range of prototypes.
	Sensory evaluation and feedback in cooking.
	Tasting
	Sample Langar
	Tasting

	

	Design and create a detailed recipe (an algorithm/a set of instructions) a method; create a labelled design with a detailed rationale.
	Learning the importance of clarity in instructions.
	Planning
	Recipe templates
	Clarity

	

	Do: Follow the recipe and method to make Guru's Langar.
	Executing a traditional recipe.
	Cooking
	Cooking tools
	Execution

	

	Share their Guru's Langar with the class and their families.
	Community building and sharing experiences.
	Sharing
	Community
	Community engagement

	

	Review: What worked well? Did you make changes during the ‘do’? What would you do differently next time?
	Reflective learning and growth.
	Evaluation
	Review sheet
	Reflection


This curriculum overview serves as a framework for instructing students in Design and Technology, fostering their creative, practical, and analytical skills across multiple domains. Through these projects, students will engage with materials, tools, and concepts that lay the foundation for lifelong learning in technology and design. Each project encourages active participation, critical thinking, and relative understanding, allowing students to navigate the complexities of the design process efficiently. 
