Year Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2
Year R Once Upon A Kings and Beside the

Time- exploring Queens- exploring Seaside- exploring

joining skills through healthy eating free-standing

junk modelling structures

-Learning/ exploring

-Early experiences of fruits and -Experience of using
working with vegetables. construction Rits to
paper and card to -Learning where build walls, towers
make simple flaps fruit/veg grows. and frameworks.
and hinges. -Taste different -Experience of using

-Experience of fruits. of basic tools e.g.
simple cutting, -Experience of scissors or hole
shaping and cutting soft fruit and punches with
joining skills using vegetables using construction
scissors, glue, appropriate utensils. materials e.q.
paper fasteners -Recognising plastic, card.
and masking tape. healthy/not healthy Experience of

-Design a structure foods. different methods

they want to of joining card and

make. E.g. castle paper.

for the giant,

house for the three

bears etc.

Year 1 Once Upon A Kings and Queens Beside the
Time- Independent Seaside-
Independent application of Independent

application of
skills- Sliders to
represent traditional
tales

Design-

skills- Fruit
skewers.

Purpose- new menu
choice in school.

Design-

application of
skills- A beach hut
for Mr and Mrs

Grinling.

Design-




-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.

Make-

-Select and use tools
suitable for the
task, explaining
their choices, to
cut, shape and join
paper and card.

-Use simple finishing
techniques suitable
for the product
they are creating.

Evaluate-

-Explore a range of
existing books and
everyday products
that use simple
sliders and levers.

-Evaluate their
product by

-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.

Make-

-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.

Evaluate-
-Evaluate final
product against
criteria.

-Evaluate and
review fruit skewers
that have been

-Design a beach hut,
look at examples.

- Generate ideas
based on simple
design criteria and
their own
experiences,
explaining what
they could make.

Make- A beach hut.

-Select and use
tools, skills and
techniques suitable
for the task,
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

Evaluate-

- Explore a range of
existing
freestanding
structures in the




discussing how
well it works in
relation to the
purpose and the
user and whether
it meets design
criteria.

Technical
knowledge-

-Explore and use

sliders and levers.

-Understand that
different
mechanisms
produce different
types of

movement.
-Know and use

created by other
people.

-Trial a range of
fruits and discover
which ones are
preferred.

Technical
knowledge-
-Understanding
where different food
comes from.

-Use technical
sensory vocabulary.
-Understand what a
healthy and varied
diet is.

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-
-Building a range of
structures- practising
to make them

technical stronger, stiffer, and

vocabulary stable.

relevant to the -Know and use

project. technical
vocabulary
relevant to the
project.

Year 2

Once Upon A
Time-
Independent
application of
skills- a purse for
Little Red Riding
Hood

Florence
Nightingale-
Independent
application of
skills- a healthy
wrap for a local
café.

Voyages and
Ventures- Titanic/
Journey-
Independent
application of
skills- create a
vehicle to travel
around in.




Design-

-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.

Make-

-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.

Evaluate-

Design- Design
packaging and a
healthy wrap.

Make- A healthy
wrap with
ingredients covering
all 5 food groups.

Evaluate-

-How tasty and
appealing the wrap
was.

-Looking at
packaging that
already exists.
-Taste a range of
the ingredients to
decide on the
preferred taste.

Technical
knowledge-
-Understanding
where different food
comes from.

-Use technical
sensory vocabulary.
-Understand what a
healthy and varied
diet is.

Design-

-Generate initial
ideas and simple
design criteria
through talking
and using own
experiences.

-Develop and
communicate ideas
through drawings
and mock-ups.

Make-

-Select from and use
a range of tools
and equipment to
perform practical
tasks such as
cutting and joining
to allow movement
and finishing.

-Select from and use
a range of
materials and
components such
as paper, card,
plastic and wood
according to their
characteristics.

Evaluate-

-Explore and
evaluate a range




-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-

-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,

of products with
wheels and axles.

-Evaluate their ideas
throughout and
their products
against original
criteria.

Technical
knowledge-

-Explore and use
wheels, axles and
axle holders.

-Distinguish between
fixed and freely
moving axles.

-Know and use
technical
vocabulary
relevant to the
project.




buttons and
ribbons.
-Know and use
technical
vocabulary
relevant to the
project.




