
Outcomes
FSU
 Apple tasting/cutting/softening
 Build a 3D rocket
 Make a boat
 Create a puppet/split pin skeleton
Y1
 Making a moving monster
 Make a puppet
 Make a moving vehicle 
 Make a fruit smoothie
 Construct a windmill
Y2
 Design and make a wrap
 Make a moving monster
 Make a pouch
 Design a ferris wheel
 Make baby bears’ chair
Y3
 Make a tart
 Build a castle
 Design and make a cushion
 Design and make an electrostatic game
 Design and make pneumatic toy
 Design/make eCharm pouch
Y4
 Build a frame structure 
 Biscuit bake-off
 Design and make a book sleeve
 Design and make a torch
 Make a slingshot toy car
 Create a mindful moment timer
Y5
 Design, make and evaluate a pop up 

book
 Design and make a greetings card. 
 Design, make and evaluate a stuffed 

toy.
Y6 
 Come Dine With me meal
 Design and make a waistcoat
 Make an automata model
 Design and create a steady hand 

game
 Design and create a playground 

model
 Design and program a navigation tool

Design Technology Concepts
Concept Domains

Concept Disciplines

Taught through the age appropriate 
expectations of the National Curriculum, using 

the Kapow Scheme of Work
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Making a structure according 
to design criteria Creating 
joints and structures from 

paper/card and tape. Selecting 
materials according to their 
characteristics. Following a 
design brief. Experimenting 

with linkages.

Testing and evaluating 
strengths and weaknesses 

against designs against 
design criteria. Using peer 
feedback to modify a final 

design. Evaluating different 
designs. Testing and 
adapting a design.  

Learning the 
importance of a clear 

design criteria. 
Including individual 

preferences and 
requirements in a 

design.

Making stable structures 
from card, tape and glue. 

Following instructions to cut 
and assemble structures. 
Follow design to create 
moving models that use 

levers and sliders 

Evaluating according to the 
design criteria, testing 

whether the structure is 
strong and stable and 

altering it if it isn’t. Testing 
and reflecting on a finished 

product, explaining likes and 
dislikes.

Evaluating own work and the 
work of others based on the 

aesthetic of the finished 
product and in comparison to 
the original design. Learning 
to give constructive criticism 

for own work and peers. 
Evaluate and think how to 

create similar products.

Creating special features for 
individual designs. Selecting 

materials due to their 
functional and aesthetic 

characteristics. Manipulating 
materials to create different 
effects by cutting, creasing.  

Designing a castle with key 
features to appeal to a 

specific person/ purpose.
Generating ideas using 

thumbnail sketches and 
exploded diagrams. 

Identifying a design criteria 
and a target audience

Evaluating products made by the 
class and own work against 

criteria. Considering effective and 
ineffective designs. Deciding how 

many of the criteria should be 
met for the product to be 

considered successful. Suggest 
modifications for improvement.  

Testing and evaluating 
against original designs. 

Adapting and improving own 
products, identifying points 
of weakness and reinforcing 

as necessary. Suggest 
improvements for own and 

peers.

Following a design neatly and 
with focus on accuracy. Making 
mechanisms and/ or structures 
using sliders, pivots and folds to 

produce movement. 
Measuring, marking and cutting 
accurately and independently. 

Using equipment safely and 
independently. 

Designing a stable 
structure that is able to 

support weight. 
Creating frame 

structure with focus on 
triangulation. 

Storyboarding ideas. 
Creating a labelled 

designs.

Building structures drawing upon 
new and prior knowledge of 
structures. Using a range of 

materials to reinforce and add 
decoration to structures. 

Selecting appropriate materials 
based on the materials being 

joined and the speed at which 
the glue needs to dry/set. 

Making and testing. Adapting 
based on research. Working to a 

given timescale.

Evaluating work continually 
as it is created. Evaluating the 
work of others and receiving 

feedback on own work. 
Applying points of 

improvements. Describing 
changes they would make/ do 
if they were to do the project 

again. 

Design & Technology: we aim to …….

“There are three responses to a piece of design—yes, no and 
wow!”
- Milton Glaser

Explore imaginatively 
different types of puppets. 

Create a 3D puppet

Use different tools and 
materials to make a 3D rocket. 
Say why they chose recourses.

Ask questions to find out 
about a skeleton and what 

it is used for.

Careers and aspects
Y5/6 – Career development day. Exploring jobs 
in DT industry. 
– Visit from toys buying manager at ASDA to 
test, sample and review toy products. 
-Visit from product designer at WILKO to 
explore job role and design own product ideas. 
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Selecting appropriate 
materials to build a strong 

structure. Creating a design 
in accordance with a plan. 

Measuring, marking, cutting 
and assembling with 

increasing accuracy. Making 
a model based on a chosen 

design

Designing a torch, giving 
consideration to the target 
audience and creating both 
design and success criteria 

focusing on features of 
individual design ideas. 

Writing design criteria for a 
product, articulating 

decisions made

Cooking and nutrition
Where food comes from, 

balanced diet, preparation and 
cooking skills.

Mechanisms
Mimic natural movements using 

mechanisms such as cams, 
followers, levers and sliders.

Structures
Material functional and aesthetic 

properties, strength and 
stability, stiffen and reinforce 

structures.

Textiles
Fastening, sewing and decorative 
fabric techniques including cross 

stitch, blanket stitch and 
appliqué.

Electrical Systems
Functional series circuits, 

individual circuit components, 
circuit diagrams and electrical 

products

Digital World
Program products to monitor 
and control, develop designs 

with 2D and 3D CAD software.

Design
Use, research and develop design 

criteria to inform design. Generate, 
develop, model and communicate 

ideas.

Make
Select from and use a wide range 

of tools and equipment to perform 
practical tasks, using a range of 

materials and components, 
including construction materials, 

textiles and ingredients, according 
to their functional properties and 

aesthetic qualities

Evaluate
Investigate and analyse a range of 
existing products. Evaluate ideas 

and products against design 
criteria and consider how to 

improve our work. Understand 
how key events and individuals in 

design and technology have helped 
shape the world

Technical knowledge
Apply understanding of how to 

strengthen, stiffen and reinforce 
more complex structures. 

Understand and use mechanical 
and electrical systems in products. 

Ask questions to find out 
about a skeleton and 

what it is used for.

Generating and 
communicating ideas using 

sketching and modelling. 
Selecting appropriate 

materials based on their 
properties 

Designing a playground 
featuring a variety of different 

structures, giving careful 
consideration to how the 
structures will be used, 

considering effective and 
ineffective designs. Modelling 

ideas through prototypes. 
Designing in accordance to 

specification linked to set of 
design criteria to fit a specific 

theme. 


