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Cooking and Nutrition 

Year 1 Year 2 Year 3 Year 4 Upper KS2 (Year 6) 

 Understand where food 

comes from.  

 Begin to be able to peel 

and chop fruits and 

vegetables.  

 Begin to understand good 

hygiene. 

 

 Know the importance of 

health foods. 

 Know the basic principles of 

a healthy balanced diet.  

 Know how to create a 

clean, hygienic workspace. 

 Prepare fruits and 

vegetables for cooking, 

such as cutting, slicing and 

grating. 

 Understand the principles of 

healthy eating.  

 Create a hygienic 

workspace to prepare and 

cook food.  

 Begin to prepare food using 

appropriate utensils. 

 Begin to weigh using 

measuring cups. 

 Begin to use a range of 

cooking techniques 

(kneading, rolling) 

 

 To begin to measure ingredients 

to the nearest gram.  

 Prepare food using the 

appropriate tools and utensils 

confidently.  

 Understand how to control the 

temperature of the oven 

assembling and cooking the 

ingredients. 

 To know where and how a variety of ingredients are grown, reared 

and processed.  

 Prepare and cook a variety of foods using a range of cooking 

techniques. 

 Understand the principles of a varied diet.  

 Create a dish based on a health-varied diet. 

 Begin to understand seasonality and where and how food is grown 

and processed.  

 Follow simple recipes to prepare and cook dishes.  

 Demonstrate a range of cooking and baking techniques. 

Mechanisms 

Year 1 Year 2 Lower KS2  Year 5 Year 6 

 To be able to create a 

moving pictures that use 

appropriate levers and 

sliders. 

 Know what a mechanism is 

and be to adapt the 

mechanisms where 

necessary. To design and 

select a suitable linkage 

system to produce the 

desired motions.  

 To begin to evaluate own 

designs against design 

criteria 

 

 Cut and assemble 

components neatly  

 Select materials according to 

their characteristics.  

 Evaluate own designs against 

design criteria  

 Use peer feedback to modify 

a final design. 

 Use research and develop design criteria to inform the design of a 

functional product aimed for particular purpose  

 Understand how key events in Design and Technology have 

helped shape the world 

 With increasing independence, produce models that incorporate 

mechanical systems such as levers, linkages or pneumatic systems 

to create movement.  

 Know that mechanisms control movement.  

 Describe mechanisms that can be used to change one kind of 

motion into another. 

 Create simple prototypes.  

 Design and make products 

with greater independence.  

 To begin communicate ideas 

through computer-aided 

design  

 Understand how key 

individuals in design and 

technology have helped 

shape the world 

 Understand and use 

mechanical systems e.g. 

gears, pulleys and linkages in 

their products.  

 Make functional components, 

using layers and spacers to 

construct pages, cutting and 

assembling with accuracy 

 Develop a greater 

understanding of how pulleys 

or gears create movement.  

 Describe changes, they would 

make/ do if they were to do 

the project again. 

 

 Communicate ideas through 

computer-aided design  

 Create and use simple 

prototypes.  

 Design and make innovative 

and functional products with 

greater independence.  

 Develop design criteria to 

inform the design of a 

product, which is aimed at a 

particular individual or group.  

 To apply points of 

improvements.  

 

 Textiles  

Year 1 Year 2 Year 3 Year 4 Upper KS2 (Year 5) 
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 Join fabric using glue or 

staples.  

 Colour and decorate textiles 

using a number of 

techniques 

  Begin to cut fabric neatly 

with scissors.  

 Reflect on your finished 

design and product, 

explaining what went well, 

what you liked and disliked 

and how you could improve. 

 

 

 

 Cut materials accurately and 

safely by selecting appropriate 

tools.  

 Begin to explore other simple 

stiches and recognised when 

they have been used.  

 Design and create a template 

for your textiles product.  

 Begin to select appropriate 

joining techniques using simple 

stiches.  

 Begin to understand the need 

for a seam allowance. 

 Design a product with a 

purpose.  

 Discuss as a class, the success 

of their stitching against the 

success criteria  

 Identify aspects of their peers’ 

work that they particularly like. 

 

 Use research and develop 

design criteria to inform the 

design of appealing 

products  

 To select the most 

appropriate techniques to 

decorate and join textiles 

securely. 

 Begin to suggest 

modifications for 

improvement. 

 Generate and develop ideas 

through annotated sketches 

and pattern pieces  

 Show an understanding of 

seam allowance. 

 Investigate an analyse a 

range of existing products  

 Demonstrate simple joining 

stiches in a few different ways 

 Thread needles and tie knots 

independently. 

 Generate, develop and communicate ideas through diagrams, 

pattern pieces and computer aided design  

 Select from and use a wider range of textile materials, according 

to their functional properties and aesthetic qualities  
 Create fabric using a variety of skills.  

 Use a variety of stiches with confidence.  

 Make decisions using a range of materials and textiles with a 

purpose for the outcome. 

 Measure, mark and cut fabric accurately and independently.  

 Create strong and secure stitches when joining fabric and 

attaching extra detail.  

 Thread needles and tie knots with greater independence and 

confidence  

 Suggest modifications for improvement.  

 Test and evaluate an end product and give constructive point for 

further improvements. 

Structure 

Year 1 Year 2 Lower KS2 Upper KS2 (Year 6) 

 Begin to make simple joins 

 Show control using glue and 

tape.  

 Communicate and 

generate ideas, through 

sketches and small models.  

 Begin to discuss and 

evaluate my work and the 

work of peers.  

 Test the strength of my own 

structure and identify the 

weakest part of a structure. 

 

 

 Create templates and  

mock-ups  

 Build a structure exploring 

how it can be made stronger, 

stiffer and more stable 

 Choose suitable techniques to join material and to strengthen a 

structure.  

 Shape, form and construct a stable structure from your chosen 

design criteria.  

 Begin to use a range of materials to build a structure.  

 Discuss and evaluate my work and the work of peers.  

 Evaluate your own work and the work of others based on the 

aesthetic of the finished product and in comparison to the 

original design. 

 Independently measure and mark materials accurately.  

 Selecting appropriate tools and equipment for particular tasks.  

 Identify where a structure needs reinforcement and to use card 

corners for support.  

 Understand how different shapes can be used to support 

structure and make them more stable.  

 Design a stable structure that is able to support weight  

 Adapt and improve your own structure by identifying points of 

weakness and reinforcing them as necessary.  

 Apply understanding of how to strengthen, stiffen and reinforce 

more complex structures 

 Understand and use electrical systems in their product (for 

example, series circuits incorporating switches, bulbs, buzzers and 

motors. 

 Suggest points for improvements for own structure and those 

designed by others.  

 

 

 


