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How is the Design and technology scheme of work organised? 
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Long Term Plan 

Year 1 

Food: Fruit and Vegetables 

Handle and explore fruits and vegetables 
and learn how to identify which category 
they fall into, before undertaking taste 
testing to establish chosen ingredients for 
a smoothie they will make, with accom-
panying packaging. 

Mechanisms: Wheels and Axels 

Learn about the main components of a 
wheeled vehicle. Develop understanding 
of how wheels, axles and axle holders 
work; problem-solve why wheels won't 
rotate; to design and build their own ve-
hicle designs.  

 

Structures: Constructing a Windmill 

Design, decorate and build a windmill for 
a mouse (client) to live in, develop an un-
derstanding of different types of wind-
mill, how they work and their key fea-
tures. Look at real existing examples and 
the functions that they carry out.  

Year 2 

Food: A Balanced Diet 

Explore and learn what forms a balanced 
diet, pupils will taste test ingredient com-
binations from different food groups that 
will inform a wrap design of their choice 
which will include a healthy mix of pro-
tein, vegetables and dairy.  

Mechanisms: Fairground Wheel 

Design and create a functional Ferris 
wheels, consider how the different com-
ponents fit together so that the wheels 
rotate and the structure stands freely. Se-
lect appropriate materials and develop 
their cutting and joining skills.  

 

Structures: Baby Bear’s Chair 

Using the tale of Goldilocks and the Three 
Bears as inspiration, pupils help Baby 
Bear by making him a brand new chair, 
exploring different shapes and materials. 
When designing the chair, they consider 
his needs and what he likes.  

Year 3 

Food: Eating Seasonally 

Pupils discover when and where fruits 
and vegetables are grown and learn 
about seasonality in the UK. They look at 
the relationship between the colour of 
fruits and vegetables and their health 
benefits by making three dishes.  

 

Mechanisms: Pneumatic Toys 

Design and create a toy with a pneumatic 
system, learning how trapped air can be 
used to create a product with moving 
parts. Pupil are introduced to thumbnail 
sketches and exploded diagrams.  

Structures: Constructing a Castle 

Learning about the features of a castle, 
pupils design and make one of their own. 
They will also be using configurations of 
handmade nets and recycled materials to 
make towers and turrets before con-
structing a stable base.  
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Year 4 

Food: Adapting a Recipe 

Work in groups to adapt a simple biscuit 
recipe, to create the tastiest biscuit en-
suring that their creation comes within 
the given budget of overheads and costs 
of ingredients.  

Electrical Systems: Torches 

Pupils apply their scientific understanding 
of electrical circuits to create a torch 
made from recycled and reclaimed mate-
rials and objects. They design and evalu-
ate their product against set design crite-
ria.  

 

Structures: Pavilions 

Exploring pavilion structures, learning 
about what they are used for and investi-
gate how to create strong and stable 
structures before designing and creating 
their own pavilions, complete with clad-
ding.  

Year 5 

Mechanical Systems: Making a Pop-up 
Book 

Create a four-page pop-up story book de-
sign, incorporating a range of functional 
mechanisms that use levers, sliders, lay-
ers and spacers to give the illusion of 
movement through interaction.  

 

Textiles: Stuffed Toys 

Create a stuffed toy by applying skills 
learnt in previous units. Introduce blan-
ket stitch.  

Structures: Bridges 

After learning about various types of 
bridges and exploring how the strength 
of structures can be affected by the 
shapes used, create their own bridge and 
test its durability - using woodworking 
tools and techniques.  

Year 6 

Mechanical Systems: Automata Toys 

Use woodworking skills, pupils construct 
an automata; measuring and cutting their 
materials, assembling the frame, choos-
ing cams and designing the characters 
that sit on the followers to form an inter-
active shop display.  

 

Electrical Systems: Steady Hand Game 

Design and create a steady hand game, 
use nets to create the bases and apply 
knowledge of electrical circuits to build 
an operational circuit with a buzzer that 
completes the circuit when the handle 
makes contact with the wire.  

Structures: Playgrounds 

Design and create a model for a new 
playground featuring five apparatus, 
made from three different structures. Us-
ing a footprint as the base, practise visu-
alising objects in plan view and get crea-
tive including natural features.  
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Progression of Knowledge and Skills: Structures 
  Year 1  

Constructing a Windmill 
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  Year 3 

Constructing a Castle 
Year 4 
Pavilions 
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  Year 5 
Bridges 

Year 6 
Playgrounds 
 

Sk
ill

s 

De
sig

n  
 

 

M
ak

e  

 

 

Ev
al

ua
te

 

  

Kn
ow

le
dg

e  

Te
ch

ni
ca

l 

 
 
 
 

 

 



 12 

Ad
di

tio
na

l  
 

 
 

Progression of Knowledge and Skills: Mechanisms/Mechanical Systems 
 

  Year 1 
Wheels and Axels 

Year 2 
Fairground Wheel 
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 Year 3 
Pneumatic Toys 

Year 5 
Pop Up Book 
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  Year 6 
Automata Toys 
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Progression of Knowledge and Skills: Electrical Systems (KS2 Only) 

  Year 4 
Torches 

Year 6 
Steady Hand Game 
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Progression of Knowledge and Skills: Cooking and Nutrition  

 
  Year 1 

Fruit and vegetables 
Year 2 
A Balanced Diet 
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  Year 3 
Eating Seasonally  

Year 4 
Adapting a Recipe 
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Progression of Knowledge and Skills: Textiles 

 
  Year 6 

Fastenings: Stuffed Toys 
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