[image: image1.jpg]CaleGreen
Primary School
Learwing & Living Toge ther



[image: image8.png]CaleGreen
Primary School
Leariing & Living Together





[image: image15.png]



Design and Technology Curriculum policy 2024-2025 

As stated in the National Curriculum,

‘Design Technology is an inspiring, practical and rigorous subject.’ 

‘Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens.’ 

‘High-quality design and technology education makes an essential contribution to the creativity, culture, wealth and well-being of the nation.’ 
Vision and Aims
In line with the National Curriculum, our Design and Technology curriculum aims to ensure that all pupils have opportunities to:

· Learn to think and intervene creatively to solve problems, both as individuals and as part of a team 

· Develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world 

· Build and apply a repertoire of knowledge, understanding and skills in order to design and make high quality products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values

· Select appropriate tools and techniques with increasing accuracy for making a product, whilst following safe procedures

· Critique, evaluate and test their ideas and products and the work of others, following the iterative process

· Reflect on and evaluate present and past design and technology, its uses and its impact 

· Apply the principles of nutrition and learn how to cook, considering seasonality and availability.

· Understand how key events and individuals in design and technology have helped shape the world.
At Cale Green we aim to:
· Challenge racism and gender stereotypes, raising awareness of design and technology and its place in the modern world.
· Promote the learning and development of our children to ensure they are ready for the next phase of learning

· Provide a broad and balanced education for all pupils that is coherently planned and sequenced towards cumulatively sufficient knowledge for skills and future learning and employment, using (using the design and technology association’s ‘Projects on a Page’ and our in-house bespoke EYFS progression documents.

· Enable pupils to develop knowledge, understand concepts and acquire skills in relevant situations, which are transferable and can be applied in the wider world.
· Support pupils’ spiritual, moral, social and cultural development

· Support pupils’ physical development and responsibility for their own health, and enable them to be active

· Promote a positive attitude towards learning

· Ensure equal access to learning for all pupils, with high expectations for every pupil and appropriate levels of challenge and support

· Have a high academic ambition for all pupils regardless of ‘barriers’ or ‘needs.’
· Equip pupils with the knowledge and cultural capital they need to succeed in life.
Design and Technology in the Early Years Foundations Stage

Acquiring and developing knowledge and skills for Design and Technology is included in the EYFS ‘Physical Development’ and ‘Expressive Arts and Design’ progression of knowledge and skills documents.
Design and Technology in the EYFS provides opportunities for children to:
· develop a curiosity and interest in the ‘made’ world through investigating, talking and asking questions about familiar products
· develop confidence and enthusiasm through frequent exploration of materials
· develop construction skills to build and construct objects, and provide activities for exploring joining, assembling and shaping materials to make products
· extend their vocabulary through talking about and explaining their designing and making activities.

Organisation, Planning and Teaching and Learning strategies
In the EYFS, investigating, designing and making projects are built into the progression of knowledge and skills documents which begin in Nursery. Children learn to find solutions for problems, undertake the iterative process and talk about what they see and what they are doing. In Key Stages One and Two, the Design and Technology Association’s ‘Projects on a Page’ resources are used. Design and Technology is delivered as a discrete subject and, where possible, cross curricular links are formed. To ensure high standards of teaching and learning in Design and Technology, we implement a curriculum that is progressive throughout the whole school. This ensures the curriculum content is covered and the skills/knowledge/ vocabulary taught builds on prior knowledge. 
Units of work are carefully organised on the curriculum design long term overview so that over the course of each key stage children will experience projects on food technology, structures, textiles, mechanisms and electrical systems. Each year group should carry out two Design, Make and Evaluate projects over the course of the school year- one being food and nutrition. The “something, for somebody, for some purpose” mantra is used when designing projects so that they are meaningful to the children.
EYFS have created a Curriculum Goals document and progression documents for Physical Development and Expressive Arts and Design which map the progression of skills (teaching sequence) throughout the EYFS to Key Stage One to ensure children have the prior experiences, knowledge, vocabulary and skills to enable them to access the curriculum at Key Stage One. 
Please see: Appendix A - Curriculum Goals for the EYFS


       Appendix B – EYFS Physical Development Progression Document



       Appendix C – EYFS Expressive Arts and Design Progression Document

       Appendix D -Medium Term Plan for Design and Technology

Assessment
We measure the impact of our curriculum through the following methods:
· Monitoring of children's understanding, knowledge and skills by the class teacher throughout lessons. This assessment is then used to inform support and challenge required by the children.

· The use of Design and Technology project booklets allow teachers to monitor this progression throughout the year groups. The design, make, evaluate journey is recorded in booklets, which should include research, notes, designing, photos of the making process and finished product and then the peer and self-evaluations of the work. 

· Subject leader activities including scrutiny of work/ planning and pupil voice with findings recorded on a Record of Monitoring and feedback passed on to staff. 

· In EYFS Tapestry is used to share and celebrate children’s work and efforts. It is also used for the subject leader to see the work for monitoring and progression. Teachers make judgements about children’s progress in line with age-related expectations throughout their time in EYFS.
Inclusion
Teachers set high expectations for all pupils and they use appropriate assessment to set ambitious targets and plan challenging work for all groups, including:

· more able pupils

· pupils with low prior attainment (as identified in records of monitoring)

· pupils from disadvantaged backgrounds

· pupils with Special Educational Needs and Disabilities (SEND)
· pupils with English as an additional language (EAL) and international arrivals.

The Design and Technology curriculum is accessible to all children and teachers work hard to ensure there are no barriers to every pupil achieving their potential. Tasks are differentiated by outcome or by varying the criteria for success and depending on their area of need/ expertise. Children with English as an additional language and International arrivals are supported with, for example, photo-books and key vocabulary in home language. Children with a particular aptitude for Design and Technology are extended and challenged by the level of independence/ expertise they are expected to use, the task itself, resources etc and how they can explain to, and support others.
Further information can be found in our Inclusion Policy.
Roles and responsibilities
The governing board will:

Monitor the effectiveness of this policy and hold the head teacher to account for its implementation. They will also ensure:

· a robust framework is in place for setting curriculum priorities and aspirational targets

· Enough teaching time is provided for pupils to cover the National Curriculum and other statutory requirements

· Provision is made for pupils with different abilities and needs, including children with special educational needs (SEND)

· The school implements the relevant statutory assessment arrangements

· It participates actively in decision-making about the breadth and balance of the curriculum

· It fulfils its role in processes to disapply pupils from all or part of the National Curriculum, where appropriate, and in any subsequent appeals

Role of the Head teacher 
The head teacher is responsible for ensuring that this policy is adhered to, and that:

· All required elements of the curriculum, and those subjects which the school chooses to offer, have aims and objectives which reflect the aims of the school and indicate how the needs of individual pupils will be met

· The amount of time provided for teaching the required elements of the curriculum is adequate and is reviewed by the governing board

· Where appropriate, the individual needs of some pupils are met by permanent or temporary disapplication from all or part of the National Curriculum

· They manage requests to withdraw children from curriculum subjects, where appropriate

· The school’s procedures for assessment meet all legal requirements

· The governing board is fully involved in decision-making processes that relate to the breadth and balance of the curriculum

· The governing board is advised on whole-school targets in order to make informed decisions

· Proper provision is in place for pupils with different abilities and needs, including children with SEND
Role of the Coordinator
The coordinator will:
· Update resources as needed and manage the D&T budget

· Lead the development of this policy throughout the school

· Provide guidance and support to all staff

· Keep up to date with new developments and resources, arranging appropriate inset as required

· Undertake risk assessments when required

· Write, implement and evaluate an annual action plan for the subject, based on a Record of Monitoring
· Ensure the delivery of the National Curriculum through monitoring

Role of School Personnel
Staff will:
· Comply with all aspects of this policy

· Raise the skill levels and maintain high aspirations for children participating in Design and Technology activities

· Provide opportunities to foster and develop individual interests in Design and Technology
· Ensure that children have access to appropriate resources and inform the coordinator if further resources are needed.
Health and Safety 
A number of health and safety issues relating to the teaching of design and technology must be noted:
· All equipment must be audited for safety annually and before lessons

· All equipment must be correctly handled and children explicitly taught how to handle and use it correctly

· Pupils must be taught and reminded how to carry out tasks safely and sensibly

· Health and safety issues should be made explicit to children – children should take responsibility / ownership for safety and any specific safety lessons must recorded on planning

· Teacher’s should refer to the ‘Guidelines for safe cooking’ information for further guidance (in D&T leader folder)

· If any activity involves a degree of risk this should be recorded on planning/ risk assessment and shown to subject leader / HT prior to lesson

Links with other policies
This policy links to the following policies and procedures:

· EYFS policy

· Assessment policy

· Health and Safety Policy

· Teaching and Learning Policy

· Inclusion policy

Legislation and guidance
This policy reflects the requirements of the National Curriculum programmes of study, which all maintained schools in England must teach. The EYFS bespoke programmes for EYFS are guided by Development Matters, in line with the Statutory Framework for the Early Years Foundation Stage with a view to children achieving the Early Learning Goals by the time they leave the Reception Year.
It also reflects requirements for inclusion and equality as set out in the Special Educational Needs and Disability Code of Practice 2014 and Equality Act 2010, and refers to curriculum-related expectations of governing boards set out in the Department for Education’s Governance Handbook.

Mrs Liz Adie 

Summer 2025
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                                                            Cale Green EYFS Curriculum Goals
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	To become a

Confident Communicator

who listens carefully in different situations and holds a conversation with friends and adults. They can tell a short story, ask relevant questions and use new vocabulary to explain ideas and feelings. 
	To become an

Independent Individual

who follows the Cale Green Code; aspiring, persevering and showing resilience in achieving their goals. They select resources, manage their own personal needs and know how to be fit and healthy.
	To become a

Fantastic Friend

who is kind, caring and helpful, shows empathy and respect to others, works and plays co-operatively and considers the ideas and feelings of others.  
	To become an

Amazing Athlete

who shows strength, balance and co-ordination when playing on a large and small scale and moves confidently and safely in a variety of different ways, using a range of equipment.

	To become a

Talented Tool User
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who holds a pencil effectively for writing and drawing and uses a range of tools for different purposes (for example scissors, cutlery and paintbrushes) safely and with confidence.


	To become a

Brilliant Bookworm

who shows enthusiasm for reading fiction and non-fiction, and uses new vocabulary to talk about what they have read or has been read to them. They read words and simple sentences using single phonemes, digraphs and trigraphs and some simple common exception words they have learned. 
	To become a

Wow Writer

who correctly and independently forms letters learned alongside phonemes, digraphs and trigraphs in daily lessons. They write words and sentences which can be read by them and others, for different purposes and in different contexts. 
	To become a

Master of Maths

who shows a deep understanding of numbers to 10, recognises patterns within the number system, subitises, compares quantities and recalls number bonds to 5.
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	To become an

Exceptional Explorer

who shows curiosity about the world around them, understands how to read and draw a simple map and understands some similarities and differences between times, people and places.
	To become a

Compassionate Citizen
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who cares for their community and the environment, knows some features of the local area and has an awareness and respect for people’s different cultures and beliefs.


	To become a

Proud Performer

who performs songs, poems and dances to an audience, tells stories with expression and confidence and plays some percussion instruments correctly and with good rhythm.
	To become a

Dynamic Designer

who chooses and safely uses the resources and techniques they need to make their creations, talking about what they have made, the purpose and how they have made it.
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PHYSICAL DEVELOPMENT: MATRIX OF KEY KNOWLEDGE & SKILLS 

NURSERY 

	
	AUT 1
	AUT 2
	SPR1
	SPR 2
	SUM 1
	SUM 2

	Key skills for dressing
	Children learn to take off their own coat and pull down their pants to use the toilet
They are learning to put on their shoes without fastening them and pull zips up and down, but may need help to insert or separate the shank
	Children learn to put on and take off their jumper. They know how to put on their coat on independently and are encouraged to do it independently.


	Children know how to put on and take off their jumper independently

They put on and take off dressing-up garments, independently

	Key skills for riding a bike
	Children learn to pedal and steer a trike and, ‘walk’ a balance bike. They progress to beginning to use their feet to scoot a balance bike and maintain balance. They attempt to ride a 3, then 2-wheeled scooter around obstacles.
	Children are developing the skill of pedalling and maintaining balance on a flat surface. They are starting to maintain balance while manoeuvring around corners.



	Balancing and jumping
	Children develop the skill to stand on one foot for 2 seconds. They can stand on their tiptoes. Children develop the confidence and skills  to jump off a low object with both feet off the ground.
	Children develop the skills to walk along a low balance beam and along a chalk line. They learn to jump over a small stationary object and are beginning to hop on one foot.
	Children learn to jump forward, taking off and landing on 2 feet. They develop the skill of hopping on one foot (3-5 hops)

	Using tools
	Children develop skill in pouring from one container to another.

They explore a range of tools – spoons, spades, paintbrushes, etc

Children develop the skill of using a spoon to pick up food and put in their mouth and  stab food using a fork. They tend to use a palmar pen grasp.
	Children develop the skills to use one-handed tools, for example, making snips in paper with scissors

They develop a digital pronate pen grasp 
	Children learn and practise the skill of using a knife to cut soft food like bananas and strawberries

They develop and practise using a 4 finger pen grasp



	Health and wellbeing
	Children know about and choose a healthy snack and drink

Children know about being safe in the dark
	Children learn about toothbrushing and know why it is important and how to do it well.
	Children learn about and are encouraged to make healthy choices about food/ drink/ activity. They know which foods are healthy and which are not.

	Resources

(not limited to)
	Coats, trousers, shoes, balance bikes, balls, containers, jugs, spoons, forks, spades, trowels, palm brushes, chunky chalks, whiteboard pens, chunky wax crayons, chunky pencil crayons, pencils.
	As last term, plus, jumpers, one handed tools, scissors, knife, thick and thin paint brushes, chalks, crayons, pencils, scooters


	As last term, plus scissors, cutlery, whisks, hole punches, 




P.D: MATRIX OF KEY KNOWLEDGE, SKILLS AND VOCABULARY

RECEPTION

	
	AUT 1
	AUT 2
	SPR1
	SPR 2
	SUM 1
	SUM 2

	Key skills for dressing
	Children know how to put their jumper on/take it off independently

They can put on dressing-up garments independently

They know how to put their coat on independently.


	Children know how to put on socks and shoes correctly. They know how to fasten a zip independently
	Children can fasten small buttons and begin to learn how to tie their own laces.

	Key skills for riding a bike
	Children learn how to use their feet to scoot a balance bike and maintain balance while gliding. 

They are beginning to learn how to pedal and maintain balance on a flat surface. 

They are beginning to pedal and maintain balance while manoeuvring around corners.



	Balancing and jumping
	Children learn to jump forward, taking off and landing on 2 feet. They learn to hop on one foot (at lease 3-5 hops)
	Children develop the skills to hold a controlled static balance on one leg. They learn to jump and turn in the air
	Children develop the skills to walk along a low narrow balance beam. They begin to skip with a rope or hoop.

	Getset4PE

Overview from SoW


	Developing balancing, running, hopping, jumping, travelling and changing direction (Fundamentals 2)
	Dance Develop expressive movement. Exploring the space using travelling actions, shapes and balances. Copy, repeat and remember actions, counting to keep in time and giving feedback.
	Gymnastics Creating shapes and balances, jumps and rolls. Developing awareness of space and using it safely. Performing basic skills on floor and apparatus. Copy, create, remember and repeat sequences. Understand using levels and directions when travelling and balancing.
	Gymnastics 

(continued from previous term)
	Ball skills Throwing, catching, rolling, using targets, dribbling, kicking, bouncing and catching

	Using tools
	Use one-handed tools, for example, making snips in paper with scissors

Use scissors to cut along a line

May use a static tripod pen grasp


	Use scissors to cut around a shape on paper

Cut using a knife and begin to use a knife and fork

Will be developing a dynamic tripod grasp
	Use a knife and fork independently 

Will have secured a dynamic tripod grasp

	Health and wellbeing
	Children know about and choose a healthy snack and drink

Children know about being safe in the dark
	Children learn about toothbrushing and know how to do it and why it is important as part of a healthy lifestyle
	Children learn about and are encouraged to make healthy choices about food/ drink/ activity. They know which foods are healthy and which are not.

	Resources

(not limited to)
	Coats, trousers, jumpers, shoes, balance bikes, balls, containers, jugs, spoons, forks, spades, trowels, thick and thin paint brushes, chalks, whiteboard pens, wax crayons, pencil crayons, pencils, scissors, knives, 

PE equipment: markers, beanbags, benches, hurdles, skipping ropes, cones, hoops, footspeed ladder, team bands, audio and visuals
	As last term, pedal bikes, knives and forks

Visuals and audio for dance, markers, beanbags, agility table, benches, hoops, mats quoits, ropes, visuals and story stimulus.
	As last term

PE equipment: cones, scarves, tennis balls, beanbags, visual stimuli. 

	Linked aspects of ELGs
	Physical Development Gross Motor Skills ELG Children at the expected level of development will: 

- Negotiate space and obstacles safely, with consideration for themselves and others; 

- Demonstrate strength, balance and coordination when playing; 

- Move energetically, such as running, jumping, dancing, hopping, skipping and climbing.

Physical Development

Fine Motor Skills ELG 

Children at the expected level of development will: 

- Hold a pencil effectively in preparation for fluent writing – using the tripod grip in almost all cases; 

- Use a range of small tools, including scissors, paint brushes and cutlery; 

- Begin to show accuracy and care when drawing.

Personal, Social and Emotional Development 

Managing Self ELG 

Children at the expected level of development will: 

- Be confident to try new activities and show independence, resilience and perseverance in the face of challenge; 

- Explain the reasons for rules, know right from wrong and try to behave accordingly; 

- Manage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the importance of healthy food choices


Appendix C

EXPRESSIVE ARTS AND DESIGN: MATRIX OF KEY KNOWLEDGE, SKILLS & VOCABULARY

NURSERY 

	
	AUTUMN
	SPRING
	SUMMER

	Painting
	Use pre-mixed paints and are able to name colours. Can hold a paintbrush in the palm of their hand. Print with smaller shapes and smaller sponges. Mixing powder paints outdoors – in water etc. Introducing watercolour paints. Choosing colours for a purpose. Observational painting of a self-portrait.
	Begin to explore mixing colours to make secondary colours with support. Can use thinner brushes, refining their hold of the brush.

Can choose from a selection of brushes to suit their need. Developing painting of familiar characters from our stories.
	Able to mix primary colours to make secondary colours and use appropriately in their work. Can select brushes to add details to their paintings. Observational paintings of natural objects e.g. beanstalks and sunflowers.



	VOCABULARY
	Paint, colour, primary / secondary colour names, print, pale, dark, brown, skin tones / colours, features, choose, purpose
	Paint, colour, primary / secondary colour names, print, features, choose, purpose, look, copy, model, mix
	Paint, colour, primary / secondary colour names,  choose, purpose, observe, observational, mix

	Drawing
	Draws people, including more detail. Beginning to draw things that they observe. Drawing family members/ people who are familiar to me. Draws faces with more detailed features (looking in a mirror to identify position of features and colours/ tones.)
	Draws more detailed enclosed spaces, giving meaning. Talking about the choices they make in their drawings, revisiting their drawings and adding to/ improving them.
	Draws (and labels) objects and plants with increased detail.

	VOCABULARY
	Round, curve, straight, long, short, draw, shape, self-portrait, pencil, look, features, chalk
	Round, curve, straight, long, short, draw, shape, , pencil, look, features, sphere, shape names 2D and 3D, pastels, chalk
	Round, curve, straight, long, short, draw, shape, pencil, look, features, sphere, shape names 2D and 3D, pastels, chalk

	Collage
	Adds materials to develop models or pictures (tissue paper, fabrics, ribbons, etc). Selects own methods for fixing and joining – tape/ glue stick/ PVA glue/ hole punch/ string.
	Uses scissors independently to cut paper/ collage materials to size or cut around shapes e.g. masks. Adding string/ lolly sticks to a mask and a puppet.
	Creating collage pictures to make a class non-fiction book. Collaging with more abstract materials such as pasta/ cotton buds etc

	VOCABULARY
	Glue, stick, attach, join Fix, decorate Cut, cut along, cut around, join, attach, tape
	Glue, stick, attach, join Fix, decorate Cut, cut along, cut around, join, attach, tape, purpose, colour, choice, string
	Glue, stick, attach, join Fix, decorate Cut, cut along, cut around, join, attach, tape, purpose, colour, choice, material

	Sculpture/ Designing and Making


	D&T Project: Investigate, design and make a diva lamp using clay.

Creating a house/ familiar building (Houses of Parliament/ stable etc) using carboard/ construction kits/ block play. Lego play/ mobile. Beginning to create large-scale sculptures with large crates/ planks etc in outdoor collection.
	D&T Project: Investigate stomp rockets. Design and make a rocket to travel to the Moon.

Manipulates playdough for a purpose – to recreate story characters linked to learning challenges. Adding details using matchsticks/ googly eyes etc. Building vehicles for superheroes using available construction kits.
	D&T Project: Investigate bridges. Design and makea strong bridge for the Gingerbread Man to cross the river. 

Build a castle (Jack and the Beanstalk)/ Building a Pirate ship – collaborative large-scale project. Dinosaur homes and habitats using cardboard/ construction sets. Refining their large-scale sculptures with large crates/ planks etc in outdoor collection.

	VOCABULARY
	Card, paper, boxes, tubes, materials, moving, attach, build, construct, tower, stack, tall, building, purpose, strong, Lego, Mobilo
	Card, paper, boxes, tubes, materials, moving, attach, build, construct, tower, stack, tall, building, purpose, strong, 
	Card, paper, boxes, tubes, materials, moving, attach, build, construct, tower, stack, tall, building, purpose, strong, work, test, float

	Music
	Listens and responds to contrasting music, talking about how it makes them feel and responding with movement and expression. Music appreciation/ expressing an opinion related to a piece of music. Finding the ‘pulse’. Playing ‘untuned instruments’.
	Enjoys listening to music. Beginning to talk about how music makes them feel. Beginning to use glockenspiels. Able to play a range of instruments and talk about dynamics. Listening and responding to music from around the world. Performing simple pieces and familiar songs. 
	Is able to name a wide variety of instruments. Plays a given instrument to a simple rhythm. Listening to a piece of music and identifying the instruments used.

	VOCABULARY
	Pulse, rhythm, pitch (high and low sounds), appraise, listen, like, dislike, sounds, glockenspiel, untuned instruments – instrument names, sing
	Pulse, rhythm, pitch (high and low sounds), appraise, listen, like, dislike, sounds, glockenspiel, untuned instruments – instrument names, perform, sing
	Pulse, rhythm, pitch (high and low sounds), appraise, listen, like, dislike, sounds, glockenspiel, untuned instruments – instrument names, perform, sing, instrument names (tuned)

	Singing and dancing
	Learns songs and dances for a Christmas performance. Learning simple rhymes and singing them to a backing track.
	Dance unit (PE) beginning to move to music with a seaside theme – sharing and performing. Dancing within a musical phrase (counting the beats).Dancing for pleasure to music they enjoy listening to.
	Creating and rehearsing songs and actions to perform to peers. Providing feedback and using it to improve/ alter the performance (building resilience).

	VOCABULARY
	Christmas, sing, voice, tune, song, music, perform, loud, quiet, pitch, rhythm, voice, dance, actions
	Movement, action, music, perform, sounds, dance, appraise, timing, shape, balance, like, dislike, improve
	sing, voice, tune, song, music, perform, loud, quiet, pitch, rhythm, voice, dance, actions, like, dislike, improve, glockenspiel

	Role / imaginative play 
	Home corner – dolls, dogs, dressing up, kitchen etc. 

Picnic set outside 
	Superheroes capes added to home corner during Spring 1

Builder hats and tools outdoor construction

Space small world set in small world in Spring 2 
	Pirate dressing up and role play equipment outside during Summer 1

Dinosaur set to remain in Small world area during summer 2. 

	VOCABULARY
	Home, family names, kitchen, food, drink, clean, baby, chair, table, cot, bed, cutlery, pan, cake birthday, cake, share, dogs, care, picnic, tea
	Superhero, power, change, rescue, save, den space, planets, Earth, moon, stars, rocket, astronaut, galaxy, milky way
	Pirates, ship, treasure, map, telescope, flag, sail, dinosaurs, pre-historic, volcano, habitat, den, cave

	Independence
	Separating from main carer. Making choices in provision sometimes support. Taking part in adult-led activities. Playing and engaging with peers. Children to take off their own coat and put on waterproof clothes and wellies. Eating in the hall, getting and carrying their own dinner and using a knife and fork.
	Children to take shoes and socks off in gymnastics and put back on. Zip up coats and take off.
	Weekly family assemblies and some singing assemblies. Transition to Year One. Meeting new teachers, support staff and children in their classes. On transition days, getting used to the new routines. Encouraging children to complete adults ed activities but with little adult support. 

	VOCABULARY
	Try, growing, older, friends, adults, grown-ups, Mummy, Daddy (other significant adults) staff names, by myself, zip, buttons, Velcro, waterproofs, hall, line up
	Independent, by yourself, persevere, try
	Assembly, transition, year one, cherry, cedar, chestnut, try, persevere


Appendix D
KS1 YEAR A DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme

	
	Year a theme 1
STRUCTURES
	Year A Theme 2
	Year A Theme 3

	Year A Theme 4
FOOD / SEASONALITY

	KEY STATUTORY KNOWLEDGE 
	Freestanding Structures 

Know how to make freestanding structures stronger, stiffer and more stable for freestanding structures

Know and use technical vocabulary relevant to the project.


	
	
	Preparing fruit and vegetables

Know where a range of fruit and vegetables come from e.g. farmed or grown at home.

Know and use basic principles of a healthy and varied diet to prepare dishes, including how fruit and vegetables are part of The Eatwell plate.

To understand where food comes from.

	 SKILLS
	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.

Technical knowledge and understanding

Know how to make freestanding structures stronger, stiffer and more stable.

Know and use technical vocabulary relevant to the project.


	
	
	To use the basic principles of a healthy and varied diet to prepare dishes.

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.

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.

	Subject Retrieval / metacognition

And other retrieval
	Exploratory work with reclaimed materials/ blocks/ construction sets in EYFS.

Learning about famous landmarks and structures in EYFS e.g. Eiffel tower/ Taaj Mahal/ Humber Bridge

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.

Play with construction sets (e.g. lego) at home.

Spoken language – ask relevant questions to extend their knowledge and understanding. Build technical vocabulary. Use spoken language to develop understanding through imagining and exploring ideas.

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

Science – think about the properties of materials that make them suitable or unsuitable for particular purposes.

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. 


	
	
	Healthy eating work in EYFS – foods which keep us healthy, give us energy/ are good for our teeth.

Daily free fruit for snack.

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

Experience of cutting soft fruit and vegetables using appropriate utensils.

Growing fruit and vegetables in EYFS.
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.

Science – talk about a balanced diet, different types of food and hygiene

Science – understand that plants have leaves, stems, roots, flowers and fruits; understand the importance of growing plants and how seasons affect growth.



	TIER 2 / 3 VOCABULARY
	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 stability, shape, temporary, permanent
	rectangle, cuboid, cube, cylinder design, make,  evaluate, user, purpose,  ideas, design criteria,  product, function, prototype, annotated sketch, innovation, research, functional, structure, stiffen, strengthen, 
	
	
	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,

sensory vocabulary e.g. soft, juicy, crunchy, sweet, sticky, smooth, sharp, crisp, sour, hard
	slicing, peeling, cutting, squeezing, healthy diet,

choosing ingredients, planning, investigating tasting, arranging, popular, design, evaluate, criteria

flesh, skin, seed, pip, core, slicing, peeling, cutting, squeezing, healthy diet, choosing, ingredients, planning, investigating tasting, arranging, popular,      design, evaluate, criteria

	HEALTH and SAFETY
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.


	
	
	Pupils should be taught to work safely and hygienically, using tools, equipment, techniques and ingredients appropriate to the task. Prior to undertaking this project risk assessments should be carried out, including identifying whether there are children who are not permitted to taste or handle any food ingredients or products.




KS1 YEAR B DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme
	
	Year  B Theme 1
	Year B Theme 2
mechanisms
	Year B Theme 3
textiles
	Year B Theme 4

	KEY STATUTORY KNOWLEDGE 
	
	Sliders and levers

Explore and use sliders and levers.

Know that different mechanisms produce different types of movement.

Know and use technical vocabulary relevant to the project.


	Templates and joining techniques

Know how simple 3-D textile products are made, using a template to create two identical shapes.

know 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.
	

	 SKILLS
	
	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 suitable for the product they are creating.

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.

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

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.

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.
	

	Subject Retrieval / metacognition

And other retrieval
	
	Early experiences of working with paper and card to make simple flaps and hinges in EYFS: Continuous provision will include card/ scissors/ split pins/ string etc for exploration.

Will have experienced books with sliding/ moving parts.

Will have played with construction sets with moving parts.

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

Children may have experienced books and cards with moving parts. 

They may have played with construction sets involving levers and sliders. 

They may have seen structures with moving parts e.g. a working well/ an escalator/ a crane.

They may have noticed moving parts in the park – swing, see-saw etc

Spoken language – children listen and respond appropriately to adults. Ask relevant questions to extend their knowledge and understanding. Build technical and jhghgjhghggggg

directional vocabulary.

Mathematics – 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.
	Using PVA glue, glue stick, tape and staples to join things together.

Cutting around shapes by drawing a template or choosing a shape to cut around.

Exploring and using different fabrics-waterproof? Warm?

Cut and joined fabrics with simple techniques.

Thought about the user and purpose of products
Children may have observed or helped to create clothing/ bags/ other goods from fabric at home. 

Some families may own a sewing machine.

Children may have craft sets at home, which include decorations such as stickers/ sequins/ buttons.

Children may have puppets at home /names of existing products, 

Science – use knowledge of properties of everyday materials to select appropriate ones for their products.

Spoken language – ask questions throughout the process to check understanding, develop vocabulary and build knowledge. Explain and articulate their ideas orally. 
Art and design – use and develop drawing skills. 
Mathematics – measurement using non-standard and standard units.
Computing – use technology purposefully to create and manipulate digital content.

	

	TIER 2 / 3 VOCABULARY
	
	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      
	template, pattern pieces, mark out, join, decorate, finish

features, suitable, quality mock-up, design brief, design criteria, make, evaluate, user, purpose, function
	

	HEALTH and SAFETY
	
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.
	Pupils should be taught to work safely, using tools equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.
	


LKS2 YEAR A DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme
	
	Year A Theme 1
	Year A Theme 2 (short unit)
electrical systems linked to science
	Year A Theme 3
mechanisms
	Year A Theme 4
textiles

	KEY STATUTORY KNOWLEDGE 
	
	Simple programming and control
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.
	Levers and linkages

Understand and use lever and linkage mechanisms.

Distinguish between fixed and loose pivots.

Know and use technical vocabulary relevant to the project.


	2D shape to 3D product

Select from and use a wider range of materials including textiles according to their functional properties

Select and use a range of appropriate tools with some accuracy

	 SKILLS
	
	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.

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

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.

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 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.

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.

	Subject Retrieval / metacognition

And other retrieval
	
	Have had an introduction to coding.

Have played with simple, remote-controlled toys.

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

Cut and joined a variety of construction materials, such as wood, card, plastic, reclaimed materials and glue.

May have created electrical circuits as part of STEAM projects

May have played programmable games such as Scratch

Will know that if you press a button/ flick a switch something with happen Science – know how to construct simple series circuits and have a basic understanding of conductors, insulators and open and closed switches.

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.
	Explored and used mechanisms such as flaps, sliders and levers.

Gained experience of basic cutting, joining and finishing techniques with paper and card.

Will have experienced objects with moving parts.

May have played with construction kits which involve moving parts
Computing – digital graphics and text could be incorporated into final products as the background or moving parts.

Mathematics – use the vocabulary of position, direction and movement. Use a ruler to measure to the nearest cm, half cm or mm.

Spoken language – ask relevant questions to extend knowledge and understanding. Build their technical vocabulary.

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


	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.

Computing – opportunity to create pattern pieces using a computer program.

Mathematics – nets of shapes and accurate measurement mm/cm.

Science - identify and compare the suitability of a variety of fabrics for particular uses.

Art and design – investigating visual and tactile qualities of fabrics and using colour and pattern appropriately.

Spoken language – develop technical vocabulary. Give well-structured descriptions of e.g. finishing techniques.

Mathematics – accurate measurements mm/cm.



	TIER 2 / 3 
VOCABULARY
	
	series circuit, fault, connection, toggle switch, push-to-make switch, push-to-break switch, battery,   battery holder, bulb,   bulb holder, wire,   insulator, conductor,    
	insulator, conductor,    crocodile clip

control, program, system, input device, output device 

user, purpose,   function, prototype,  design criteria, innovative,  appealing, design brief
	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


	fabric, names of fabrics, fastening,   compartment, zip, button, structure,    finishing technique, strength, weakness, stiffening, templates, stitch, seam, seam allowance

user, purpose, design, model, evaluate, prototype, annotated sketch, functional, innovative, investigate, label, drawing, aesthetics, function, pattern pieces



	HEALTH and SAFETY
	
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.


LKS2 YEAR B DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme
	
	Year B Theme 1
structures
	Year B Theme 2
	Year B Theme 3
	Year B Theme 4
food / seasonality

	KEY STATUTORY KNOWLEDGE 
	STRUCTURE Shell structures

Develop and use knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D shapes. 

Develop and use knowledge of how to construct strong, stiff shell structures.
Know and use technical vocabulary relevant to the project.
	
	
	FOOD Healthy and varied diet

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.

	 SKILLS
	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.

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 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.

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.

	Subject Retrieval / metacognition

And other retrieval
	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

May enjoy attending a craft club 

Will have experienced a range of packaging and may have explored their nets by disassembling them

Art and design – use and develop drawing skills.

Writing – write for real purposes and audiences. 

Computing – design and create digital content on screen using computer-aided design (CAD) software, creating nets for their products and combining graphics with text.


	
	
	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.

May be helping to make own packed lunches/ picnics

May help with shopping for the family

May have experience of growing own fruit and vegetables

May have noticed the origins of food on their packaging
Mathematics – mass kg/g.

Art and Design – using and developing drawing skills.

Writing – new vocabulary. Use non-fiction texts such as description, explanation and instructions e.g. recipes. Organise their work using e.g. headings, subheadings.
Spoken language – consider and evaluate different viewpoints. Use discussion to develop understanding through exploring

	TIER 2 / 3 VOCABULARY
	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, decision, evaluating, design brief design criteria, innovative, prototype 


	
	
	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

	HEALTH and SAFETY
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.


	
	
	Pupils should be taught to work safely and hygienically, using tools, equipment, techniques and ingredients appropriate to the task. Prior to undertaking this project risk assessments should be carried out, including identifying whether there are children who are not permitted to taste or handle any food ingredients or products.


UKS2 YEAR A DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme
	
	Year A Theme 1
textiles
	Year A Theme 2
	Year A Theme 3
food and seasonality
	Year A Theme 4

	KEY STATUTORY KNOWLEDGE 
	Using computer-aided design (CAD) in textiles
Know that a 3-D textile product can be made from a combination of accurately made pattern pieces, fabric shapes and different fabrics.
know that fabrics can be strengthened, stiffened and reinforced where appropriate.

Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
	
	Celebrating culture and seasonality

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.


	

	 SKILLS
	Designing

Generate innovative ideas through research including surveys, interviews and questionnaires.

Develop, model and communicate ideas through talking, drawing, templates, mock-ups and prototypes including using 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, including CAD, 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, 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.

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 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.

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.
	

	Subject Retrieval / metacognition

And other retrieval
	Experience of stitching, joining and finishing techniques in textiles.

Experience of making and using textiles pattern pieces.

Experience of simple computer-aided design applications.

Awareness of tessellating shapes in mathematics

Awareness of the use of reinforced stitching/ wadding etc to strengthen/ reinforce parts of own clothing or bags, for e.g.

Mathematics – 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.

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

Computing – children express themselves and develop ideas using a range of information and communication technology resources
	
	Have knowledge and understanding about food hygiene, nutrition, healthy eating and a varied diet.

Be able to use appropriate equipment and utensils, and apply a range of techniques for measuring out, preparing and combining ingredients.

May be helping to plan and prepare some meals at home

May be helping with the shopping for the family

May grown own produce and therefore understand about seasonality 
Mathematics 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.

Spoken language – developing relevant vocabulary including sensory descriptors. Give well-structured explanations.

Science – using and developing skills of observing, questioning, changing state of ingredients.

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

Computing – use technology purposefully to retrieve digital content.
	

	TIER 2 / 3 VOCABULARY
	computer aided design (CAD), computer aided manufacture (CAM) 

font, lettering, text, graphics, menu, scale, modify, repeat, copy, flip

design brief, design criteria, design decisions, innovative, prototype 
	seam, seam allowance, wadding, reinforce, right side, wrong side, hem, template, pattern pieces  

names of textiles and fastenings used, pins, needles, thread, pinking shears, fastenings, iron transfer paper

annotate, functionality, innovation, authentic, user, purpose, evaluate, mock-up, prototype
	
	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


	

	HEALTH and SAFETY
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this project.
	
	Pupils should be taught to work safely and hygienically, using tools, equipment, techniques and ingredients appropriate to the task. Prior to undertaking this project risk assessments should be carried out, including identifying whether there are children who are not permitted to taste or handle any food ingredients or products.

	



UKS2 YEAR B DESIGN & TECHNOLOGY Medium Term Plan *To be used alongside Projects on a Page Scheme

	
	Year B Theme 1

	Year B Theme 2
mechanical systems
	Year B Theme 3

	Year B Theme 4
electrical systems

	KEY STATUTORY KNOWLEDGE 
	
	Pulleys or gears

Understand that mechanical and electrical systems have an input, process and an output.

Know 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
	
	Monitoring and control

Make high quality products, applying knowledge, understanding and skills. 

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

Critically evaluate throughout and the final product, comparing it to the original design specification. 

Know and use technical vocabulary relevant to the project

	 SKILLS
	
	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 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.

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.

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

To investigate and analyse a range of existing products evaluate their ideas and products against their own design criteria and consider the views of others to improve their work

To understand how key events and individuals in design and technology have helped shape the world.
	· 
	Designing

Develop a design specification for a functional product that responds automatically to changes in the environment.  

Generate, develop and communicate ideas through discussion, annotated sketches and pictorial representations of electrical circuits or circuit diagrams.  

Making

Formulate a step-by-step plan to guide making, listing tools, equipment, materials and components. 

Competently select and accurately assemble materials, and securely connect electrical components to produce a reliable, functional product.

Create and modify a computer control program to enable their electrical product to respond to changes in the environment.

Evaluating

Continually evaluate and modify the working features of the product to match the initial design specification. 

Test the system to demonstrate its effectiveness for the intended user and purpose.

Technical knowledge and understanding

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.

	Subject Retrieval / metacognition

And other retrieval
	
	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.

May have a bike with gears

Mathematics – 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. 

Computing – use search technologies for research purposes and be discerning when evaluating digital content.

Art and design – use and apply drawing skills. Use techniques with colour, pattern, texture, line and shape. 

Science – apply knowledge and understanding of circuits, switches, conductors and insulators in the design of the final product.

Mathematics – understand ratios. Apply understanding and skill to carry out accurate measuring using standard units i.e. cm/mm.
	
	Initial experience of using computer control software and an interface box, a standalone box or microcontroller, e.g. Crumble.
Some experience of writing and modifying a program to make a light turn on or flash on and off.

Understanding of the essential characteristics of a series circuit and experience of creating a battery-powered, functional, electrical product.

Spoken Language – ask relevant questions, give well-structured descriptions and explanations. Build technical vocabulary. 

Science – apply knowledge and understanding of circuits, switches, conductors and insulators. 
Computing – use technologies for research purposes and be discerning when evaluating digital content. Design, write and debug programs that accomplish specific goals, including controlling physical systems. Use sequence, selection, and repetition in programs. Work with variables and various forms of input and output. 

Mathematics – apply understanding and skill to carry out accurate measuring using standard units i.e. cm/mm.



	TIER 2 / 3 VOCABULARY
	
	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 design decisions, functionality, innovation, authentic, user, purpose, design specification, design brief


	
	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 



	HEALTH and SAFETY
	
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking
	
	Pupils should be taught to work safely, using tools, equipment, materials, components and techniques appropriate to the task. Risk assessments should be carried out prior to undertaking this
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