
Design Technology

Term A1 EYFS
Term 1: Me and My World

Term 2: Farming

KS1
Immigration - Launching Planes

LKS2
Immigration - Puppet Theatre:

Ships

UKS2
Immigration - Moving Puppet

Theatre: Sailing Ships

Skills Term 1: Me and My World
- Be able to explore different materials for
building
- Start to discuss which materials would best
suit different construction tasks, for example
house building
Term 2: Farming
- Be able to hold scissors correctly
- Form the fine motor movement in a hand
required to cut paper with scissors
- Develop accuracy in scissor cutting

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

- Generate realistic ideas and design criteria
collaboratively through discussion, focusing
on the needs of the user and purpose of the
product.
- Develop ideas through the analysis of
existing products and use annotated
sketches and prototypes to model and
communicate ideas.
- Use appropriate tools to measure, mark
out, cut, score, shape and assemble with
some accuracy.
- Investigate and evaluate a range of existing
shell structures including the materials,
components and techniques that have been
used.

- Develop a simple design specification to
guide their thinking.
- Develop and communicate ideas through
discussion, annotated drawings, exploded
drawings and drawings from different views
- Produce detailed lists of tools, equipment
and materials. Formulate step-by-step plans
and, if appropriate, allocate tasks within a
team.
- Select from and use a range of tools and
equipment to make products that that are
accurately assembled and well finished.
- Compare the final product to the original
design specification.
- Test products with intended user and
critically evaluate the quality of the design,
manufacture, functionality and fitness for
purpose.

Knowledge for
Retention

Term 1: Me and My World
- Know that houses and places that people live
are built with different materials
- Understand that some materials are more
appropriate for some types of building
Term 2: Farming
- Know some basic safety rules when using
scissors
- Understand what materials scissors will cut
through, for example paper
- Know that cutting through some materials,
for example card, will be more difficult

- Understand that different mechanisms
produce different types of movement.
- Know and use technical vocabulary
relevant to the project.
- Know that a different amount of force is
required to move an object at different
speeds

- Develop and use knowledge of how to
construct strong, stiff shell structures.
- Develop and use knowledge of nets of
cubes and cuboids and, where appropriate,
more complex 3D shapes.
- Know and use technical vocabulary
relevant to the project

- Understand that mechanical systems have
an input, process and an output.
- Understand how gears and pulleys can be
used to speed up, slow down or change the
direction of movement.
- Know and use technical vocabulary relevant
to the project

National Curriculum
Objectives

Development Matters
- Explore, use and refine a variety of artistic
effects to express their ideas and feelings.
- Use a range of materials to construct with
- Think about and discuss what they want to
make.
- Discuss problems and how they might be
solved as they arise.
- Reflect with children on how they have

- Design purposeful, functional, appealing
products for themselves and other users
based on design criteria
- Select from and use a wide range of
materials and components, including
construction materials, textiles and
ingredients, according to their
characteristics

- Use research and develop design criteria to

inform the design of innovative, functional,

appealing products that are fit for purpose,

aimed at particular individuals or groups

- Generate, develop, model and

communicate their ideas through discussion,

annotated sketches, cross-sectional and

- Use research and develop design criteria to
inform the design of innovative, functional,
appealing products that are fit for purpose,
aimed at particular individuals or groups
- Generate, develop, model and

communicate their ideas through discussion,

annotated sketches, cross-sectional and
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achieved their aims - Evaluate their ideas and products against

design criteria
exploded diagrams, prototypes, pattern

pieces and computer-aided design

exploded diagrams, prototypes, pattern

pieces and computer-aided design

- Investigate and analyse a range of existing

products

- Evaluate their ideas and products against

their own design criteria and consider the

views of others to improve their work

- Apply their understanding of how to
strengthen, stiffen and reinforce more
complex structures

Vocabulary Term 1: Me and My World
build, material, stack, lift, house, home
Term 2: Farming
cut, tear, paper, card, scissors, straight line

cut, fold, join, fix, weak, strong, structure,
thicker, thinner, cylinder

shell, structure, net, marking out, material,
joining, three dimensional, stiff, assemble,
vertex, adhesives

pulley, gear, driver, follower, rotation, spindle,
annotated drawings, exploded diagrams,
functionality

Term A2 EYFS
Term 1: Once Upon a Time
Term 2: Castles and Dragons

KS1
Dinosaurs - 3D Wire Dinosaurs

LKS2
Romans - Roman Catapults

UKS2
Anglo-Saxons to Vikings - Baking

Bread: Then and Now

Skills Term 1: Once Upon a Time
- be able to fold with increasing accuracy
- choose an area to cut and begin to cut
accurately along lines
- glue paper or card to paper or card with
increasing accuracy
Term 2: Castles and Dragons
- discuss how to make a bridge from one
object to another
- discuss and try out ways of making a
drawbridge move up and down to connect two
objects

- Explore a range of existing freestanding
structures in the school and local environment
e.g. everyday products and buildings.
- 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
- Plan by suggesting what to do next.
- Select and use tools suitable for the task
- Use simple finishing techniques suitable for
the product they are creating
- Evaluate their product by discussing how well
it works in relation to the purpose and the user
and whether it meets design criteria

- Generate realistic ideas and their own
design criteria through discussion, focusing
on the needs of the user.
- Use annotated sketches and prototypes to
develop, model and communicate ideas.
- Order the main stages of making.
- Select from and use appropriate tools with
some accuracy to cut, shape and join
- Evaluate their own products and ideas
against criteria and user needs, as they
design and make.

- Generate innovative ideas through
research and discussion with peers and
adults to develop a design brief and
criteria for a design specification.
- Explore a range of initial ideas, and make
design decisions to develop a final
product linked to user and purpose.
- Use words, annotated sketches and
information and communication
technology as appropriate to develop and
communicate ideas.
- Write a step-by-step recipe, including a
list of ingredients, equipment and utensils
- Select and use appropriate utensils and
equipment accurately to measure and
combine appropriate ingredients
- Carry out sensory evaluations of a range
of relevant products and ingredients.
Record the evaluations using e.g.
tables/graphs/charts such as star
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diagrams

Knowledge for
Retention

Term 1: Once Upon a Time
- know that some books have pictures and
flaps to help their reader enjoy the story
- know that, to create a flap, you need to glue
only part of the paper or card
Term 2: Castles and Dragons
- know that a bridge connects one thing to
another
- know that castles had drawbridges to stop
enemies getting in
- know that a drawbridge lifts up to protect the
castle
- know which kind of materials would be best
to create a bridge

- Know that a freestanding structure needs to
have balance to be stable
- Know how to create a 2D design for a 3D
shape
- Know that wire is a malleable material that
can be kept in shape
- Know that wire is pliable and be able to
explain which tools are more effective for
working with wire
- Understand how a lever works, and know
how to use one to make an element of the
structure move (e.g. tail or jaw).

- Know the similarities and differences
between Scorpion, Ballista and Onager
catapults and their mechanisms
- Know the difference between pulleys,
levers and linkages
- Know that the base of a catapult needs to
be steady and stable to keep the balance as
it moves
- Understand which materials will be more
effective in creating a working catapult
- Distinguish between fixed and loose pivots

- Know how to use utensils and
equipment including heat sources to
prepare and cook food
- Know the difference between
ingredients the Vikings used and
ingredients we use now to bake bread
- Understand about seasonality in relation
to food products and the source of
different food products
- Know how to keep cooking and food
preparation hygienic and safe

National Curriculum
Objectives

Development Matters
- Explore different materials freely, to develop
their ideas about how to use them and what
to make.
- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.

- Build structures, exploring how they can be

made stronger, stiffer and more stable

- Explore and use mechanisms [for example,
levers, sliders, wheels and axles], in their
products

- Generate, develop, model and
communicate their ideas through discussion,
annotated sketches, cross-sectional and
exploded diagrams, prototypes, pattern
pieces and computer-aided design
- Select from and use a wider range of tools
and equipment to perform practical tasks
[for example, cutting, shaping, joining and
finishing], accurately
- Understand and use mechanical systems in
their products [for example, gears, pulleys,
cams, levers and linkages]

- Understand and apply the principles of a

healthy and varied diet

- Prepare and cook a variety of
predominantly savoury dishes using a
range of cooking techniques

Vocabulary Term 1: Once Upon a Time
flap, page, cut, stick, lift, design
Term 2: Castles and Dragons
bridge, connect, drawbridge, pull, strong

lever, join, pull, push, straight, curve, design,
make, evaluate, user, purpose, ideas, design
criteria, product, function

mechanism, lever, pivot, system, linear,
rotary, user, purpose, function, prototype,
design criteria, innovative

ingredients, yeast, dough, flour,
wholemeal, unleavened, baking soda, fat,
sugar, carbohydrate, protein, nutrients,
nutrition, gluten, dairy, savoury,
seasonality, utensils, combine, fold, knead

Term A3 EYFS
Term 1: Julia Donaldson
Term 2: My Blue Planet

KS1
Outer Space - Papier Mache Solar

System

LKS2
Outer Space - Hanging Mobiles of

the Zodiac

UKS2
Outer Space - Rocket Launching

Skills Term 2: My Blue Planet - Can begin to use sheet materials and - Create a good quality, functional product, - Generate innovative ideas by carrying
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- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.
- Discuss what they want to make.
- Discusses problems and how they might solve
them.
- Use tools with care and precision.
- Discuss their creation.

construction tools with appropriate
supervision.
- Know how to make freestanding structures
stronger, stiffer and more stable.
- Know how to follow a basic method to make
a structure with support

refining detail as necessary
- Know how simple mechanisms such as
levers and linkages work.
- Can begin to use sheet materials and
construction tools with appropriate
supervision.
- 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

out research using surveys, interviews,
questionnaires and web-based resources
- Develop a simple design specification to
guide their thinking
- Develop and communicate ideas through
discussion, annotated drawings, exploded
drawings and drawings from different
views

Knowledge for
Retention

Term 2: My Blue Planet
- Know that when we freeze water it makes ice
- Know that food colouring can change the
colour of liquids
- Understand that pouring liquid into different
shape moulds changes it’s shape

- Know how to cut and join textiles using glue.
- Know how to use glue, scissors and mould
safely
- Know the method of making glue paste and
creating a papier mache sculpture
- Understand the drying process and when to
move onto the next stage of the method

- Know how to create a linkage mechanism
- Develop and use knowledge of how to
construct strong, stiff shell structures.
- Know how to follow a basic method to
make a structure independently

- Know how to formulate step-by-step
plans and allocate tasks within a team.
- Know how to use sheet and construction
materials appropriately.
- Explain multiple ways to strengthen,
stiffen and reinforce 3D frameworks
- Know how to test products with
intended user and critically evaluate the
quality of the design, manufacture,
functionality and fitness for purpose

National Curriculum
Objectives

Development Matters
Term 2: My Blue Planet
- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.

- Design purposeful, functional, appealing
products for themselves and other users
based on design criteria
- Select from and use a wide range of
materials and components, including
construction materials, textiles and
ingredients, according to their characteristics
- Build structures, exploring how they can be
made stronger, stiffer and more stables

- Use research and develop design criteria to
inform the design of innovative, functional,
appealing products that are fit for purpose,
aimed at particular individuals or groups
- Select from and use a wider range of
materials and components, including
construction materials, textiles and
ingredients, according to their functional
properties and aesthetic qualities
- Investigate and analyse a range of existing
products
- Understand and use mechanical systems in
their products [for example, gears, pulleys,
cams, levers and linkages]

- Generate, develop, model and

communicate their ideas through

discussion, annotated sketches,

cross-sectional and exploded diagrams,

prototypes, pattern pieces and

computer-aided design

- Select from and use a wider range of

tools and equipment to perform practical

tasks [for example, cutting, shaping,

joining and finishing], accurately

- Select from and use a wider range of

materials and components, including

construction materials, textiles and

ingredients, according to their functional

properties and aesthetic qualities

- Apply their understanding of how to

strengthen, stiffen and reinforce more

complex structures

- Apply their understanding of computing
to program, monitor and control their
products
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Vocabulary Term 2: My Blue Planet
ice, water, melt, freeze

glue, paste, structure, stiffen, stable mobile, reinforce, design, loose pivot, fixed
pivot, system, process

reinforce, triangulation, prototype,
innovation, exploded diagrams

Term B1 EYFS
Term 1: Me and My World

Term 2: Farming

KS1
Farming - Farm to Fork

LKS2
Farming - Growing and Processing

Seasonal Food

UKS2
Farming - Farming Machinery:

Wheels, Axels and Pulleys

Skills Term 1: Me and My World
- Be able to explore different materials for
building
- Start to discuss which materials would best
suit different construction tasks, for example
house building
Term 2: Farming
- Be able to hold scissors correctly
- Form the fine motor movement in a hand
required to cut paper with scissors
- Develop accuracy in scissor cutting

- Demonstrate good hygiene
- Be able to use appropriate equipment and
utensils, and apply a range of techniques for
measuring out, preparing and combining
ingredients.
- Write a step-by-step recipe, including a list of
ingredients, equipment and utensils
- Make, decorate and present the food
product appropriately for the intended user
and purpose.

- Generate and clarify ideas through
discussion with peers and adults to develop
design criteria including appearance, taste,
texture and aroma for an appealing product
for a particular user and purpose.
- Use annotated sketches and appropriate
information and communication technology,
such as web-based recipes, to develop and
communicate ideas.
- Plan the main stages of a recipe, listing
ingredients, utensils and equipment.
- Select and use appropriate utensils and
equipment to prepare and combine
ingredients.
- Select from a range of ingredients to make
appropriate food products, thinking about
sensory characteristics.

- Generate innovative ideas by carrying
out research using surveys, interviews,
questionnaires and web-based resources.
- Develop a simple design specification to
guide their thinking.
- Develop and communicate ideas through
discussion, annotated drawings, exploded
drawings and drawings from different
views.
- Compare the final product to the original
design specification.
- Test products with intended user and
critically evaluate the quality of the
design, manufacture, functionality and
fitness for purpose.
- Consider the views of others to improve
their work

Knowledge for
Retention

Term 1: Me and My World
- Know that houses and places that people live
are built with different materials
- Understand that some materials are more
appropriate for some types of building
Term 2: Farming
- Know some basic safety rules when using
scissors
- Understand what materials scissors will cut
through, for example paper
- Know that cutting through some materials,
for example card, will be more difficult

- Knows how to cut, mix and mould foods (with
supervision).
- Knows how to hold a knife correctly and cut
safely.
- Understand where our food comes from and
how it reaches our plate
- Have a basic understanding of healthy and
less healthy foods

- Knows how to cut, grate, mix. (With
supervision)
- Knows how to hold a knife correctly and cut
safely.
- Knows how to use a grater safely.
- Know some ways to prepare ingredients
safely and hygienically.
- Have knowledge and understanding about
healthy eating and The Eatwell plate.

- Understand axles, axle holders and
wheels that are fixed or free moving.
- Have an understanding of electrical
circuits, simple switches and components.
- Know some basic cutting and joining
techniques with a range of materials
including card, plastic and wood.
- Have an understanding of how to
strengthen and stiffen structures.

National Curriculum
Objectives

Development Matters
- Explore, use and refine a variety of artistic
effects to express their ideas and feelings.
- Use a range of materials to construct with
- Think about and discuss what they want to
make.

- Use the basic principles of a healthy and

varied diet to prepare dishes

- Understand where food comes from

- Understand and apply the principles of a

healthy and varied diet

- Prepare and cook a variety of

predominantly savoury dishes using a range

of cooking techniques

- Use research and develop design criteria

to inform the design of innovative,

functional, appealing products that are fit

for purpose, aimed at particular

individuals or groups
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- Discuss problems and how they might be
solved as they arise.
- Reflect with children on how they have
achieved their aims

- Select from and use a wider range of

materials and components, including

construction materials, textiles and

ingredients, according to their functional

properties and aesthetic qualities

- Understand and use mechanical systems

in their products [for example, gears,

pulleys, cams, levers and linkages]

Vocabulary Term 1: Me and My World
build, material, stack, lift, house, home
Term 2: Farming
cut, tear, paper, card, scissors, straight line

fruit, vegetables, flesh, skin, seed, pip, core,
slicing, peeling, cutting, healthy diet,
ingredients

texture, taste, savoury, hygienic, edible,
grown, reared, caught, frozen, tinned,
processed, seasonal, harvested

pulley, gear, driver, follower, rotation,
motor, belt, spindle, motor, circuit, switch,
ratio, transmit, annotated drawings,
exploded diagrams, functionality

Term B2 EYFS
Term 1: Once Upon a Time
Term 2: Castles and Dragons

KS1
Famous People - Lift-the-Flap

Information Books

LKS2
The Greeks - Ancient Greek Water

Mills

UKS2
The Great Wars - War-Time Toys

Skills Term 1: Once Upon a Time
- be able to fold with increasing accuracy
- choose an area to cut and begin to cut
accurately along lines
- glue paper or card to paper or card with
increasing accuracy
Term 2: Castles and Dragons
- discuss how to make a bridge from one
object to another
- discuss and try out ways of making a
drawbridge move up and down to connect two
objects

- Generate ideas based on simple design
criteria and their own experiences, explaining
what they could make.
- Develop, model and communicate their ideas
through talking, mock-ups and drawings.
- Evaluate their product by discussing how well
it works in relation to the purpose, the user
and whether it meets the original design
criteria.

- Use annotated sketches and prototypes to
develop, model and communicate ideas.
- Order the main stages of making.
- Select from and use appropriate tools with
some accuracy
- Investigate and analyse books and, where
available, other products with lever and
linkage mechanisms.

- Use research to develop a design
specification for a functional product that
responds automatically to changes in the
environment. Take account of constraints
including time, resources and cost.
- Generate and develop innovative ideas
and share and clarify these through
discussion.
- Communicate ideas through annotated
sketches, pictorial representations of
electrical circuits or circuit diagrams.

Knowledge for
Retention

Term 1: Once Upon a Time
- know that some books have pictures and
flaps to help their reader enjoy the story
- know that, to create a flap, you need to glue
only part of the paper or card
Term 2: Castles and Dragons
- know that a bridge connects one thing to
another
- know that castles had drawbridges to stop
enemies getting in
- know that a drawbridge lifts up to protect the
castle

- Know how simple mechanisms such as levers
and sliders work.
- Know how to create a lever
- Know how to create a slider
- Be able to to create a pop up/slider

- Understand and use lever and linkage
mechanisms.
- Distinguish between fixed and loose pivots.
- Know and use technical vocabulary relevant
to the project.
- Know how to strengthen, stiffen and
reinforce

- Understand and use electrical systems in
their products.
- Apply their understanding of computing
to program, monitor and control their
products.
- Know and use technical vocabulary
relevant to the project.
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- know which kind of materials would be best
to create a bridge

National Curriculum
Objectives

Development Matters
- Explore different materials freely, to develop
their ideas about how to use them and what
to make.
- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.

- Design purposeful, functional, appealing

products for themselves and other users based

on design criteria

- Generate, develop, model and communicate

their ideas through talking, drawing, templates,

mock-ups and, where appropriate, information

and communication technology

- Explore and evaluate a range of existing

products

- Use research and develop design criteria to

inform the design of innovative, functional,

appealing products that are fit for purpose,

aimed at particular individuals or groups

- Generate, develop, model and
communicate their ideas through discussion,
annotated sketches, cross-sectional and
exploded diagrams, prototypes, pattern
pieces and computer-aided design
Select from and use a wider range of

materials and components, including

construction materials, textiles and

ingredients, according to their functional

properties and aesthetic qualities

- Investigate and analyse a range of existing

products

- Evaluate their ideas and products against

their own design criteria and consider the

views of others to improve their work

- Understand how key events and individuals

in design and technology have helped shape

the world

- Apply their understanding of how to

strengthen, stiffen and reinforce more

complex structures

- Understand and use mechanical systems in
their products [for example, gears, pulleys,
cams, levers and linkages]

- Use research and develop design criteria
to inform the design of innovative,
functional, appealing products that are fit
for purpose, aimed at particular
individuals or groups
- Generate, develop, model and

communicate their ideas through

discussion, annotated sketches,

cross-sectional and exploded diagrams,

prototypes, pattern pieces and

computer-aided design

- Select from and use a wider range of

tools and equipment to perform practical

tasks [for example, cutting, shaping,

joining and finishing], accurately

- Select from and use a wider range of

materials and components, including

construction materials, textiles and

ingredients, according to their functional

properties and aesthetic qualities

Investigate and analyse a range of existing

products

- Evaluate their ideas and products against

their own design criteria and consider the

views of others to improve their work

Vocabulary Term 1: Once Upon a Time
flap, page, cut, stick, lift, design
Term 2: Castles and Dragons
bridge, connect, drawbridge, pull, strong

lever, slider, slot, pivot, guide/bridge, masking
tape, fastener, pull/push, down, straight, work,
design, evaluate, purpose

shell, structure, net, marking out, material,
joining, three dimensional, stiff

parallel circuit, light emitting diode,
monitor, flowchart, design specification,
reed switch, tilt switch

Term B3 EYFS
Term 1: Julia Donaldson
Term 2: My Blue Planet

KS1
Great Fire of London - Model Town

LKS2
Incredible India - Bedroom Lamp

(Electrical Circuits)

UKS2
Ancient Civilisations - Chocolate
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Skills Term 2: My Blue Planet
- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.
- Discuss what they want to make.
- Discusses problems and how they might
solve them.
- Use tools with care and precision.
- Discuss their creation.

- Plan by suggesting what to do next.
- 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.

- Order the main stages of making.
- Select from and use tools and equipment to
cut, shape, join and finish with some
accuracy.
- Select from and use materials and
components, including construction
materials and electrical components
according to their functional properties and
aesthetic qualities.
- Investigate and analyse a range of existing
battery-powered products.
- Evaluate their ideas and products against
their own design criteria and identify the
strengths and areas for improvement in their
work.

- Generate innovative ideas through
research and discussion with peers and
adults to develop a design brief and
criteria for a design specification.
- Explore a range of initial ideas, and make
design decisions to develop a final
product linked to user and purpose.
- Use words, annotated sketches and
information and communication
technology as appropriate to develop and
communicate ideas.
- Study a range of products for a range of
audiences and decide which is effective
- Design and make a chocolate bar for a
specific audience

Knowledge for
Retention

Term 2: My Blue Planet
- Know that when we freeze water it makes ice
- Know that food colouring can change the
colour of liquids
- Understand that pouring liquid into different
shape moulds changes it’s shape

- Know how to make freestanding structures
stronger, stiffer and more stable.
- Know and use technical vocabulary relevant
to the project.
- Know how to follow a basic method to make a
structure with support
- Knows how to cut and join textiles using
over-stitch sewing or glue.

- Understand and use electrical systems in
their products, such as series circuits
incorporating switches, bulbs and buzzers.
- Apply their understanding of computing to
program and control their products.
- Know and use technical vocabulary relevant
to the project.

- Knows how to use a range of tools safely
when cooking.
- Knows how to turn on, set temperature
and heat food safely using hobs and ovens
(with supervision)
- Know how to set a timer and observe
food cooking
- Understand how marketing a product
attracts different users

National Curriculum
Objectives

Development Matters
Term 2: My Blue Planet
- Return to and build on their previous
learning, refining ideas and developing their
ability to represent them.
- Create collaboratively, sharing ideas,
resources and skills.

- Design purposeful, functional, appealing
products for themselves and other users based
on design criteria
- Build structures, exploring how they can be
made stronger, stiffer and more stable explore
and use mechanisms [for example, levers,
sliders, wheels and axles], in their products

- Use research and develop design criteria to
inform the design of innovative, functional,
appealing products that are fit for purpose,
aimed at particular individuals or groups
- Generate, develop, model and
communicate their ideas through discussion,
annotated sketches, cross-sectional and
exploded

- Understand and apply the principles of a
healthy and varied diet
- Understand seasonality, and know where
and how a variety of ingredients are
grown, reared, caught and processed

Vocabulary Term 2: My Blue Planet
ice, water, melt, freeze

structure, base, underneath, thicker, thinner,
corner, point, straight, curved, rectangle, cube,
cuboid, cylinder

user, fault, toggle switch, insulator,
conductor, battery holder, crocodile clip

culture, seasonality, ingredients, spice,
herbs, carbohydrate, sugar, fat, protein,
vitamins, nutrients, gluten, allergy,
intolerance, savoury, sweet


