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 AUTUMN TERM SPRING TERM SUMMER TERM 

General aim of our Design Technology at KS1: As an inspiring, rigorous and practical subject that uses creativity 

and imagination, pupils will design and make products that solve real and relevant problems within a variety of contexts, 
considering their own and others’ needs, wants and values. 
 Through the evaluation of past and present design and technology, pupils will develop a critical understanding of its impact on 
daily life and the wider world, and prepares them to engage in tomorrow's rapidly changing technologies. This subject 
encourages children to become creative problem solvers and thinkers, and to persevere when faced with challenges.  Pupils 
learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. 

RECEPTION 

Marvellous Me  
Explores what happens when they mix 
colours. 
A King is Born 
Experiments to create different 
textures. 
 

Dinosaurs/Space 
Manipulates materials to achieve a 
planned effect. 
Constructs with a purpose in mind 
using a variety of resources. 

Mini-beasts/ traditional tales 
Selects appropriate resources and 
adapts work where necessary. 
Selects tools and techniques needed 
to shape, assemble and join 
materials they are using. 



YEAR 1 

The Enchanted Woodland 
Make 
Food- Select from and use a range of 
tools and equipment to perform 
practical tasks (for example; cutting, 
shaping join and finishing). 
Owl Babies 
Cooking and Nutrition 
Use the basic principles of a healthy 
and varied diet to prepare dishes 
(healthy food plate- The Tiger Who 
Came to Tea). 

Arctic Adventures 
Design 
Arctic Homes - Generate, develop, 
model and communicate their ideas 
through talking, drawing, templates, 
mock-ups and, where appropriate, 
information and communication 
technology.  
Evaluate 
Evaluate their ideas and products 
against design criteria. 

 
Lighthouse Keepers Lunch 
Technical Knowledge 
Fishing rods- explore and use 
mechanisms (for example, levers, 
sliders, wheels and axles), in their 
products. 

YEAR 2 

Heroes and Heroines 
Design  
Clarice Cliff- Design purposeful, 
functional, appealing products for 
themselves and other users based on 
design criteria. 
Land Ahoy 
Make 
Raft Building / bread plating- select 
from and use a wide range of 
materials and components, including 
construction materials, textiles and 
ingredients, according to their 
characteristics. 

Dungeons and Dragons 
Evaluate  
Explore and evaluate a range of 
existing products. 

An Island Home 
Technical knowledge 
Build structures exploring how they 
can be made stronger, stiffer and 
more stable. 
Cooking and Nutrition 
Understand where food comes 
from. 
 

 


