


Intent 

High Expectations Modelling Vocabulary Inclusion  

All pupils are expected and able to make progress. We 

follow a ‘Low threshold, high ceiling’ approach which is 

accessible to all pupils.  

Teachers teach the skills needed to succeed in DT by 

providing examples of what is expected and have high 

expectations. 

We aim to create an environment where DT vocabulary is 

explicitly displayed and discussed in lessons. Teachers and 

pupils are encouraged to model subject specific language 

through explanations. Vocabulary is integral to all DT les-

sons.  

The needs of all children are supported and catered for in 

an individualised approach. Where necessary, additional 

support or resourcing is put in place to ensure equal out-

comes for all. All children are expected to take part in the 

lesson through scaffolded support or adapted teaching.  

Knowledge and concepts Skills British Values Cultural Capital 

Teachers use Projects on a Page to support teaching and 
learning. Knowledge is built upon each year enabling clear 
progression in DT skills.  There are then four strands that 
run through each topic: Design, Make, Evaluate and Tech-
nical Knowledge. The children will explore and use a variety 
of different mechanical and electrical mechanisms. They 
will also build structures and explore how to strengthen, 
stiffen and reinforce them. The children will learn how to 
cook and apply the principles of nutrition and healthy 
eating.  

The children will gain skills in textiles, cooking and nutrition, 

mechanisms, structures and mechanical and electrical 

systems. They will develop their skills in investigating ex-

isting products and in designing and making their own 

products that solve real and relevant problems within a 

variety of contexts. They will practise and develop their 

ideas. The children will also become more competent at 

evaluating their work. 

British Values are integral in all areas of our curriculum. Each class-
room has a display and when elements of British Values are ad-
dressed in curriculum areas, these will be recorded on the display 
and outlined with children. 
  
Democracy  
 
* The children must take the views and opinions into account but 
still have the right to make their own choices.  
* To take turns both in speech and practically with others.  
* To understand that it is not always possible or right to have their 
own way and understand the value of compromise.  
 
The rule of law 
 
* To understand the importance of safety rules when using tools.  
* To understand and accept that if these rules are not followed that 
there are consequences to this.  
 
Individual liberty  
 
* To understand that there are able to listen to others but can use 
their own ideas and design choices when making an artefact.  
* To accept that others ideas may not be the same as their own but 
are able to accept this.  
 
Tolerance  
 
* To tolerate ideas from others that are different to their own.  
* To understand that many great design ideas originate from other 
cultures.  
 
Mutual Respect  
 
*To listen to and consider the ideas and opinions of others even if 
they differ from your own.  
*To be able to take turns during discussions to resolve difficulties or 
make decisions. 
*To offer supportive comments in evaluations that will improve 
learning outcomes in a way that is objective but sensitive to the 
listener.  

Children to understand how DT is linked to the wider world. 
Children are exposed to real life experiences and famous 
engineering experts through STEM, communicating ideas 
and developing prototypes. The children will have exposure 
to innovation and entrepreneurship, which will enable 
them to become well rounded members of society in prep-
aration for later life.  
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Implementation  

Curriculum (concepts, knowledge and skills) Reading across the curriculum Vocabulary  

Our Design and Technology curriculum is supported by Projects on a Page, we 

identify the key skills, knowledge and understanding required by the National 

Curriculum, which is then planned to ensure that the skills are taught sequen-

tially across the key stages and that new skills build on and develop the skills 

taught in previous year groups.  

Design and Technology is planned in learning blocks within each termly topic, so 

that skills can be learnt and developed to a deeper level over a sustained period 

of study. Each theme is driven by an overall key problem - which requires the 

children to reflect on their exploration of products and designs, so that they can 

apply their learning to their own designs and thus generate their own resolu-

tions. Each stage of the process is initiated by a deep thinking question which 

encourages children to reflect on what they have learned and identify the next 

steps they need to take. The children are given opportunities to evaluate their 

own designs and products based on a clear set of criteria.  

All children are given the opportunity to engage in a wide range of D&T activities 

which actively encourage them to embrace the subject and develop a lifelong 

set of skills. Design and Technology is a practical subject in which children play 

with and explore a wide range products and designs. They use knowledge from 

this exploration to create their own designs and they then use a wide range of 

materials and tools to build their own products.  

Each of the themes are designed to be relevant, motivating and engaging for the 

children and inclusive of all groups of children and individuals across the school. 

Opportunities for evaluation throughout the topic enables children to look 

deeper into their learning and reflect on what they have designed and made and 

whether it has successfully met their own design criteria.  

Stories and information books are used to unlock the knowledge, skills and 

concepts of our curriculum.  

Books provide an exciting and engaging stimulus for the children.   

Expectation that reading is a component of each lesson.  

Classrooms have displays with Theme books available.  

The Curriculum library has information texts linked to food, healthy eating and 

where food comes from. 

Oracy is expected in all lessons, including strategies such as: 

* My Turn Your Turn  

* Think Pair Share 

* Show Me Boards  

* High Quality Questioning  

DT vocabulary is used effectively in all lessons and pupils are encouraged to use 

a range of vocabulary.  

Inclusion  Assessment CPD 

We have high expectations of all children and expect them to make progress 

and access lessons. SEND,EAL and Pupil Premium pupils are all expected to take 

part in DT lessons and teaching and learning is adapted to meet the needs of 

individuals who need more support.   

AFL strategies and principles underpin everything we do. Sonar is used at the 

end of each term to make a judgement of pupil attainment. 

* National College 

* DT Association  

* Feedback from SL deep dive 

* Subject leads support planning of other staff 

Monitoring Whole School/Parental Involvement Cultural Capital 

Subject leaders create a robust monitoring system including pupil voice, 

walkthroughs, staff voice, book looks, peer-peer mentoring and CPD.  

Subject leaders have an opportunity to regularly meet with SLT regarding their 

subject.  

SLT Deep Dive took place in October 2022.  

Parents informed on a weekly basis through newsletters  

At least one half termly sharing of books and classwork through open class-

rooms or parent/ teacher meetings  

Teachers to update the school twitter page using #RaeburnDT 

* Y5 Robinsons Bakery visit 

* Interview engineers via Zoom 

* Tour of Amazon Warehouse 

* Inspirational figures 

* Visits to architectural structures—castle, Anderson shelter. 

Whole School Displays 

 

Working walls should show the process of creating a product: Research/Practise, Design, Make and Evaluate as well as the finished product/photos of the finished 

product.  

Subject leader is to ensure the whole-school display board is updated. 



Impact 

Pupil Voice Evidence in Knowledge Evidence in Skills Outcomes 

Children are enthusiastic about DT; they are able to talk 

about the concepts they have studied. Children are able to 

talk about DT and how it relates to life. 

Children are confident to talk about their previous learning 

and learning across their current and previous year groups. 

Each child from Year One has their own DT folder. This will 

show their learning journey in DT from term to term and 

year to year.  

The children will be encouraged to look back and talk about 

their work with friends and their teacher. It will show evi-

dence of the knowledge that the children have acquired 

and demonstrate the variety of learning opportunities they 

have experienced. 

Each class from Year One to Year Six will have a class DT 

floor book, clearly showing the steps 

undertaken in each unit of work. 

The children will be able to understand and correctly utilise 

subject specific vocabulary. The children will combine prac-

tical skills with an understanding of aesthetic, social and 

environmental issues, as well as of functions and industrial 

practices. They can use their oracy skills to describe the 

features of existing products and to evaluate their own 

work. They will be able to understand and interpret a range 

of DT specific skills applied in their work on textiles, mecha-

nisms, structures, electrical and mechanical systems and in 

cookery and nutrition. 

Pupils will make excellent progress from their starting 

points in DT. They will learn to take risks, become resource-

ful, innovative and enterprising individuals, who will also 

work well as part of a team.  Outcomes for all pupils will be 

high and they will be enthusiastic about DT we strive to 

prepare children to take part in the development of tomor-

row’s rapidly changing world. 



Design Technology at Raeburn Long Term Plan
Year 1

Mechanisms
Sliders and Levers
Link to Google Drive

Structures
Freestanding structures
Link to Google Drive

Food
Prepare fruit and
vegetables (including
cooking and nutrition
requirements for KS1)
Link to Google Drive

Year 2
Mechanisms
Wheels and axles
Link to Google Drive

Textiles
Templates and joining techniques
Link to Google Drive

Food
Prepare fruit and
vegetables (including
cooking and nutrition
requirements for KS1)
Link to Google Drive

Year 3
Textiles
2D Shape to 3D product
Link to Google Drive

Structures
Shell structures using CAD
Link to Google Drive
Link to Google Drive

Food
Healthy and Varied Diet
(including cooking and
nutrition requirements
for KS2)
Link to Google Drive

Year 4
Mechanical Systems
Pneumatics
Link to Google Drive
Link to Google Drive

Electrical Systems
Simple programming and control)
Link to Google Drive
Link to Google Drive

Food
Healthy and Varied Diet
(including cooking and
nutrition requirements
for KS2)
Link to Google Drive

Year 5
Textiles
Using computer aided design in
textiles
Link to Google Drive

Link to Google Drive

Mechanical Systems
CAMS
Link to Google Drive
Link to Google Drive

Food
Celebrating culture and
seasonality  (including
cooking and nutrition
requirements for KS2)
Link to Google Drive

Year 6
Structures
Frame Structures
Link to Google Drive

Electrical Systems
Simple programming and control)
Link to Google Drive
Link to Google Drive

Food
Celebrating culture and
seasonality  (including
cooking and nutrition
requirements for KS2)
Link to Google Drive

https://drive.google.com/file/d/1DHvmzKRLIiapki08a9h-INM35eorbtGk/view?usp=sharing
https://drive.google.com/file/d/14lqkyrSBsVBSz4SKScHqbbyY7QTNrqTc/view?usp=sharing
https://drive.google.com/file/d/1ht8LK_yaUIk2RMDcpus89VZ5YZztjZ1K/view?usp=sharing
https://drive.google.com/file/d/16ZC73-UFxsGLsvYtw0oUoEpP_0vUCOsk/view?usp=sharing
https://drive.google.com/file/d/1jKUKI0k3_KNGf7DjN5OhnqRy_K4vvggV/view?usp=sharing
https://drive.google.com/file/d/1ht8LK_yaUIk2RMDcpus89VZ5YZztjZ1K/view?usp=sharing
https://drive.google.com/file/d/1xCwh2qzEdZROFf2mxGhVK_kcPX_c80ed/view?usp=sharing
https://drive.google.com/file/d/1bcZwUTeTCqsTSz3QCYkNl_f6ZaCHEc3n/view?usp=sharing
https://drive.google.com/file/d/1G8eOb8gIrsGaeMnJ_xG2VjNPc8sgdzyR/view?usp=sharing
https://drive.google.com/file/d/1tnE6c2cSF8iNfzl76XIC775fdF_CE6Gp/view?usp=sharing
https://drive.google.com/file/d/1255811n_ax47GpQwfU7l81zORdKXIv4v/view?usp=sharing
https://drive.google.com/file/d/1cpMpzayzrTT5PpuoUZn6TCWNfaJHXg2D/view?usp=sharing
https://drive.google.com/file/d/1jvJNJDBFF65Hx8Akzv8rQ2NCBiYFBORf/view?usp=sharing
https://drive.google.com/file/d/1jIyry-wQQdFM-w2sMpTjfb374v4Gozj1/view?usp=sharing
https://drive.google.com/file/d/1tnE6c2cSF8iNfzl76XIC775fdF_CE6Gp/view?usp=sharing
https://drive.google.com/file/d/1mT_rIuOW0A1-ZgBoRe578bLYKTgFFDvK/view?usp=sharing
https://drive.google.com/file/d/1ayEmjhnTZTUys2hWrLnjnqYbO4TDSFUx/view?usp=sharing
https://drive.google.com/file/d/1o1GLcf_lpZh_p67_i_8GsiZEs4dHGaF3/view?usp=sharing
https://drive.google.com/file/d/1RlqwmR-yBlQmdJteFhkthtNfW9yLN6uc/view?usp=sharing
https://drive.google.com/file/d/1kvBByJLMYSEwKOjgIk-UqnkEL8aJ-Z8S/view?usp=sharing
https://drive.google.com/file/d/1a62yy8dyg8QrwOWWzk2RHehRl15TbZGB/view?usp=sharing
https://drive.google.com/file/d/1oPL-k54o_ES02Qt2tc88MnnHnDQlMotQ/view?usp=sharing
https://drive.google.com/file/d/1ZuEYaPeoKvXWIpwCmIAkATTQwauvLc7P/view?usp=sharing
https://drive.google.com/file/d/1kvBByJLMYSEwKOjgIk-UqnkEL8aJ-Z8S/view?usp=sharing


Year 1 Year 2 

Year 3 

Year 4 

Year 5 Year 6 

Mechanisms Structures Food Textiles 

K
S3

 
Mechanisms Mechanisms 

Textiles Structures Food Electrical Systems 

Mechanical Systems Food Textiles Structures Electrical Systems Food 

Design Technology at Raeburn Primary School Road Map 



Characteristics of effective learning  Early Learning Goals  

EYFS   

Show curiosity about objects, events and people  

Questions why things happen  

Engage in open-ended activity  

Thinking of ideas  

Find ways to solve problems / find new ways to do 

things / test their ideas  

Use senses to explore the world around them  

Create simple representations of events, people and 

objects  

Planning, making decisions about how to approach a 

task, solve a problem and reach a goal  

Checking how well their activities are going  

Changing strategy as needed  

Reviewing how well the approach worked  

Choose the resources they need for their chosen activities  

Handle equipment and tools effectively  

Children know the importance for good health of a healthy diet  

They safely use and explore a variety of materials, tools and techniques, 

experimenting with colour, design, texture, form and function.  

Children use what they have learnt about media and materials in original 

ways, thinking about uses and purposes.  

They represent their own ideas, thoughts and feelings through design and 

technology  

Design Technology at Raeburn Progression Map 



  EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Developing, 

planning 

and com-

municating 

ideas. 

Make imagina-

tive and complex 

‘small worlds’ 

with blocks and 

construction kits, 

such as a city 

with different 

buildings and a 

park.  

 

Explore different 

materials freely, 

in order to devel-

op their ideas 

about how to 

use them and 

what to make  

 

Create closed 

shapes with 

continuous lines, 

and begin to use 

these shapes to 

represent ob-

jects.  

 

Create collabora-

tively, sharing 

ideas, resources 

and skills  

 

Share their crea-

tions, explaining 

the process they 

have used  

Begin to draw on their 

own experiences to 

help generate ideas 

  

Begin to understand 

the development of 

existing products: 

What they are for, how 

do they work, what 

materials have been 

used 

  

Start to suggest ideas 

and explain what they 

are going to do 

  

Identify a target group 

for what they intend to 

design and make 

  

Model their ideas on 

card and paper 

  

Develop their design 

ideas by using their 

research 

Start to generate ideas 

by drawing on their 

own and other peo-

ple’s experiences 

  

Develop their design 

ideas through discus-

sions, observation, 

drawing and modelling 

  

Identify a purpose for 

what they intend to 

design and make 

  

Identify simple design 

criteria 

  

Make simple drawings 

and label parts 

Generate ideas for an item, 

considering its purpose and the 

user/s 

  

Identify a purpose and establish 

criteria for a successful product 

  

Plan the order of their work 

before starting 

  

Explore, develop and communi-

cate design proposals by model-

ling ideas 

  

Make drawings with labels 

when designing 

  

Learn about inventors, design-

ers, engineers, chefs and manu-

facturers who have developed 

ground-breaking products 

  

Start to understand whether 

products can be recycled or 

reused 

Generate ideas, considering 

the purposes for which they 

are designing 

  

Make labelled drawings from 

different views showing spe-

cific features 

  

  

Develop a clear idea of what 

has to been done, planning 

how to use materials and 

equipment 

  

Be able to suggest alternative 

methods of making, if the 

first attempts are unsuccess-

ful 

  

Evaluate products and identi-

fy criteria that can be used 

for their own designs 

  

Learn about inventors, de-

signers, engineers, chefs and 

manufacturers who have 

developed ground-breaking 

products 

Generate ideas through 

brainstorming and identify a 

purpose for their product 

  

Draw up a specification for 

their design – link with Math-

ematics and Science 

 

Develop a clear idea of what 

has to been done, planning 

how to use materials, equip-

ment and processes. 

  

Be able to suggest alternative 

methods of making, if the 

first attempts are unsuccess-

ful 

  

Apply a range of finishing 

techniques, including those 

from art and design 

  

Use results of investigations, 

information sources, includ-

ing computing when develop-

ing ideas 

  

Start to understand how 

much products cost to make, 

how sustainable  and innova-

tive they are and the impact 

products have beyond their 

intended purpose 

Communicate their ideas through 

detailed labelled drawings 

  

Develop a design specification – 

link with Mathematics and Science 

  

Explore, develop and communicate 

aspects of their design proposals 

by modelling their ideas in a variety 

of ways 

  

Accurately, apply a range of finish-

ing techniques, including those 

from art and design 

  

Plan the order of their work choos-

ing appropriate materials, tools 

and techniques 

  

Be able to suggest alternative 

methods of making, if the first 

attempts are unsuccessful 

  

Know how much products cost to 

make, how sustainable  and inno-

vative they are and the impact 

products have beyond their intend-

ed purpose 

  

 

  



  EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Working with 

tools, equip-

ment, materi-

als and com-

ponents to 

make quality 

products 

Safely use and 

explore a variety 

of materials, 

tools and tech-

niques, experi-

menting with 

colour, design, 

texture, form 

and function.  

 

Use a range of 

small tools, 

including scis-

sors, paintbrush-

es and cutlery.  

 

 

Make their design 

using appropriate 

techniques 

  

Build structures, ex-

ploring how they can 

be made stronger, 

stiffer and more stable  

 

Explore and use mech-

anisms [for example, 

levers, sliders, wheels 

and axles], in their 

products. 

  

With help measure, 

mark out, cut and 

shape a range of mate-

rials 

  

Use tools e.g. scissors 

and a hole punch safely 

  

Assemble, join and 

combine materials and 

components together 

using a variety of tem-

porary methods e.g. 

glues or masking tape 

  

Use simple finishing 

techniques to improve 

the appearance of their 

product 

Begin to select tools 

and materials; use 

vocabularly to name 

and describe them 

  

Measure, cut and 

score with some 

accuracy 

  

Use hand tools safely 

and appropriately 

  

Assemble, join and 

combine materials in 

order to make a prod-

uct 

  

Cut, shape and join 

fabric to make a 

simple garment. Use 

basic sewing tech-

niques 

  

Choose and use ap-

propriate finishing 

techniques 

Select tools and techniques for 

making their product e.g. i.e. 

construction materials, me-

chanical components and elec-

trical components. 

  

Measure, mark out, cut, score 

and assemble components with 

more accuracy 

  

Work safely and accurately with 

a range of simple tools 

 

Learn how to program a com-

puter to monitor changes in the 

environment and control their 

products 

 

Understand how to reinforce 

and strengthen a 3D frame-

work. 

 

Think about their ideas as they 

make progress and be willing 

change things if this helps them 

improve their work 

  

Measure, tape or pin, cut and 

join fabric with some accuracy 

  

Use finishing techniques 

strengthen and improve the 

appearance of their product 

using a range of equipment 

including computing 

Select appropriate tools and 

techniques for making their 

product 

  

Measure, mark out, cut and 

shape a range of materials, 

using appropriate tools, 

equipment and techniques 

 Know how mechanical sys-

tems such as cams or pulleys 

or gears create movement. 

 Understand how more com-

plex electrical circuits and 

components can be used to 

create functional products. 

 Join and combine materials 

and components accurately 

in temporary and permanent 

ways 

 

Start to understand that 

mechanical and electrical 

systems have an input, pro-

cess and output. 

 

Select appropriate materials, 

tools and techniques 

  

Understand how mechanical 

systems such as cams or 

pulleys or gears create move-

ment. 

  

Know how  to create func-

tional products and how to 

program a computer to moni-

tor changes in the environ-

ment and control their prod-

ucts. 

 Understand that mechanical 

and electrical systems have 

an input, process and output. 

 Measure and mark out accu-

rately 

 Use skills in using different 

tools and equipment safely 

and accurately 

 Cut and join with accuracy to 

ensure a good-quality finish 

to the product 

 Use finishing techniques to 

strengthen and improve the 

appearance of their product 

using a range of equipment 

including computing 

Select appropriate tools, materials, 

components and techniques 

  

Assemble components make work-

ing models 

  

Use tools safely and accurately 

 Construct products using perma-

nent joining techniques 

  

Make modifications as they go 

along 

Pin, sew and stitch materials to-

gether create a product 

 Achieve a quality product 

 Know how to reinforce and 

strengthen a 3D framework. 

Understand how mechanical sys-

tems such as cams or pulleys or 

gears create movement. 

 Know how more complex electri-

cal circuits and components can be 

used to create functional products 

and how to program a computer to 

monitor changes in the environ-

ment and control their products. 

 Understand that mechanical and 

electrical systems have an input, 

process and output. 

 Use finishing techniques to 

strengthen and improve the ap-

pearance of their product using a 

range of equipment including 

computing. 



  EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

 Evaluating 

processes 

and prod-

ucts  

 

 

Develop their 
own ideas and 
then decide 
which materials 
to use to express 
them.  

 

Return to and 
build on their 
previous learn-
ing, refining 
ideas and devel-
oping their abil-
ity to represent 
them  

 

 

Evaluate their prod-

uct by discussing 

how well it works in 

relation to the pur-

pose 

  

Evaluate their prod-

ucts as they are 

developed, identify-

ing strengths and 

possible changes 

they might make 

  

Evaluate their prod-

uct by asking ques-

tions about what 

they have made and 

how they have gone 

about it 

Evaluate against 

their design criteria 

  

Evaluate their prod-

ucts as they are 

developed, identify-

ing strengths and 

possible changes 

they might make 

  

Talk about their 

ideas, saying what 

they like and dislike 

about them 

Evaluate their product 

against original design crite-

ria e.g. how well it meets its 

intended purpose 

  

Disassemble and evaluate 

familiar products 

Evaluate their work both 

during and at the end of 

the assignment 

Evaluate their products 

carrying out appropriate 

tests 

Evaluate a product against 

the original design specifi-

cation 

  

Evaluate it personally and 

seek evaluation from oth-

ers 

Evaluate their products, identi-

fying strengths and areas for 

development, and carrying out 

appropriate tests 

  

Record their evaluations using 

drawings with labels 

  

Evaluate against their original 

criteria and suggest ways that 

their product could be im-

proved 

  

  

  

  

  

  

  

  

  

  

  

  



  EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

Food and 

Nutrition 

Begin to develop 

a food vocabu-

lary using taste, 

smell, texture 

and feel. 

  

Explore familiar 

food products 

e.g. fruit and 

vegetables. 

  

Stir, spread, 

knead and shape 

a range of food 

and ingredients. 

  

Begin to work 

safely and hy-

gienically. 

  

Start to think 

about the need 

for a variety of 

foods in a diet. 

  

Measure and 

weigh food 

items, non-

statutory 

measures e.g. 

spoons, cups. 

Begin to understand 

that all food comes 

from plants or animals. 

  

Explore the under-

standing that food has 

to be farmed, grown 

elsewhere (e.g. home) 

or caught. 

  

Start to understand 

how to name and sort 

foods into the five 

groups in ‘The Eat well 

plate’ 

  

Begin to understand 

that everyone should 

eat at 

least five portions of 

fruit and vegetables 

every day. 

  

Know how to prepare 

simple dishes safely 

and hygienically, with-

out using a heat 

source. 

  

Know how to use tech-

niques such as 

cutting, peeling and 

grating. 

Understand that all 

food comes from 

plants or animals. 

  

Know that food has to 

be farmed, grown 

elsewhere (e.g. home) 

or caught. 

  

Understand how to 

name and sort foods 

into the five groups in 

‘The Eat well plate’ 

  

Know that everyone 

should eat at 

least five portions of 

fruit and vegetables 

every day. 

  

Demonstrate how to 

prepare simple dishes 

safely and hygienically, 

without using a heat 

source. 

  

Demonstrate how to 

use techniques such as 

cutting, peeling and 

grating. 

Start to know that food is 

grown, reared and caught in the 

UK, Europe and the wider 

world. 

  

Understand how to prepare and 

cook a variety of savoury dishes 

safely and hygienically. 

  

Begin to understand how to use 

a range of techniques such as 

peeling, chopping, slicing, 

grating, mixing, spreading, 

kneading and baking. 

  

Start to understand that a 

healthy diet is made up from a 

variety and balance of different 

food and drink, as depicted in 

‘The Eat well plate’ 

  

Begin to know that to be active 

and healthy, food and drink are 

needed to provide energy for 

the body. 

Start to know that food is 

grown, reared and caught in 

the UK, Europe and the wider 

world. 

  

Understand how to prepare 

and cook a variety of savoury 

dishes safely and hygienically. 

  

Know how to use a range of 

techniques such as peeling, 

chopping, slicing, grating, 

mixing, spreading, kneading 

and baking. 

  

Know that a healthy diet is 

made up from a variety and 

balance of different food and 

drink, as depicted in ‘The Eat 

well plate’ 

  

Know that to be active and 

healthy, food and drink are 

needed to provide energy for 

the body. 

Understand that food is 

grown, reared and caught in 

the UK, Europe and the wider 

world. 

  

Understand how to prepare 

and cook a variety of savoury 

dishes safely and hygienically. 

  

Begin to understand that 

seasons may affect the food 

available. 

  

Understand how food is 

processed into ingredients 

that can be eaten or used in 

cooking. 

  

Know how to use a range of 

techniques such as peeling, 

chopping, slicing, grating, 

mixing, spreading, kneading 

and baking 

Begin to understand that 

different food and drink con-

tain different substances – 

nutrients, water and fibre – 

that are needed for health. 

Know that food is grown, reared 

and caught in the UK, Europe and 

the wider world. 

  

Know how to prepare and cook a 

variety of savoury dishes safely and 

hygienically. 

  

Understand that seasons may 

affect the food available. 

  

Know how food is processed into 

ingredients that can be eaten or 

used in cooking. 

  

Know different food and drink 

contain different substances – 

nutrients, water and fibre – that 

are needed for health. 



DT Weekly Lesson  Structure 
Due to the nature of Design Technology, each lesson will follow a slightly different structure, 

depending on the stage of the Project Process. 

Lesson 1  

Prior Learning 

Lesson 2 

Identify the problem 

Lesson 3 

Explore ideas 

Lesson 4 

Plan and develop design 

Lesson 5 

Test, design and evaluate 

Lesson 6 

Modify and improve design 

Lesson 7 

Present your solution to the problem 



DT Lesson  Structure 
 

Sticky-Time 

Review previous learning and recap skills learnt in the topic so far, revisiting key vocabulary. This could be a recap of prior learning 

from a previous year group or recapping the skills that the children will need for the next part of the design process.  

Introduction 

Share the learning objective and tell the children which aspect of the project process they will be working on. 

Input 

Explain the task and model one of the following: the research task, the skills needed for the lesson, developing ideas to solve the prob-

lem, the final project piece, an evaluation of the final piece. 

Independent work 

The independent task will be one of the following, depending on the stage of the project process: 

 

Prior learning: Revisit skills from previous year groups. 

Identify the problem: Create the 3 P’s (person, product, purpose), work in a team to explore the different problems the current prod-
uct has.  

Explore ideas: Research facts, observe, explore, analyse and complete focus tasks.  

Plan, develop and design: Refer to the 3 P’s, create a design criteria, exploded diagrams, labelled sketches. 

Test, design and evaluate: Build/ make design, test that the prototype is fit for purpose.  

Modify and improve: Change the design, evaluate the design based on the 3 P’s and design criteria. 

Present solution: Evaluate the final piece and explain to their peers the solution their team as come up with. 

Plenary 

Recap key elements of the lesson, ensuring vocabulary is referred to. What have the children learnt? There may be a verbal evaluation 

of skills, discussion and ideas shared for the following lesson 
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light-
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Textiles Mechanical Systems Food 
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