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	Research/ Technical knowledge
	Design

Developing, planning and communicating ideas
	Make

Working with tools, equipment, materials and components to make quality products 
	Evaluate
	Food and Nutrition
	Vocabulary

	R


	- Learn how everyday objects work by dismantling things
- Use technical vocabulary when appropriate.
	- Begin to use the language of designing and making, e.g. join, build and shape.
 - Learn to plan and adapt initial ideas to make them better.
	- Begin to create their design using basic techniques. 
 - Start to build structures, joining components together. 
 - Look at simple hinges, wheels and axles. 
 - Begin to use scissors to cut straight and curved edges and hole pinches to punch holes.  - Explore using/ holding basic tools such as a saw or hammer, stapler, rolling pins etc. 
 - Use adhesives to join material.

	- Say what they like and do not like about items they have made and attempt to say why. 
- Start to talk about changes made during the making process. 
 - Discuss how closely their finished products meet their design criteria.
	- Begin to develop a food vocabulary using taste, smell, texture and feel. 
 - Explore familiar food products e.g. fruit and vegetables. 
 - Stir, spread, knead and shape a range of food and ingredients. 
 - Begin to work safely and hygienically. 
 - Start to think about the need for a variety of foods in a diet. 
 - Measure and weigh food items, non-statutory measures e.g. spoons, cups.
	Food – fruit, vegetables, safety, knife, blade, tool, edge, handle, chop, slice, cut, saucepan, blender, chopping board, hob, boil, blend, mix, packaging, recyclable, metal, plastic, reusable
Structures – join, stick, cut, bend, slot, scissors, measure, materials, fix
Waterproof, absorb, prediction, variable, experiment, investigation, float, investigation, float, sink, junk
 Textiles – thread, weave, pattern, sew, sewing needle, embroider, design, evaluate
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	- Look at a range of existing products explain what they like and dislike about products and why.
 - Begin to understand the development of existing products: What they are for, how they work, materials used.

 - Know about the movement of simple mechanisms, such as levers, sliders, wheels and axles. 
 - How to make freestanding structures stronger, stiffer and more stable. 
 -To know the correct technical vocabulary for the project they are working on.

	- Understand how to identify a target group for what they intend to design and make based on a design criteria. 
- Start to suggest ideas and explain what they are going to do. 
 - Begin to develop their ideas through talk and drawings. 
 - Make templates and mock ups of their ideas in card and paper or using ICT.
	- Begin to make their design using appropriate techniques.
 - Begin to build structures, exploring how they can be made stronger, stiffer and more stable.
 - Explore and use mechanisms [for example, levers, sliders], in their products. 
 - With help measure, mark out, cut and shape a range of materials. 
 - Explore using tools e.g. scissors and a hole punch safely. 
 - Begin to assemble, join and combine materials and components together using a variety of temporary methods e.g. glues or masking tape.  
- Begin to use simple finishing techniques to improve the appearance of their product.
	- Start to evaluate their product by discussing how well it works in relation to the purpose (design criteria). 
 - Begin to evaluate their products as they are developed, identifying strengths and possible changes they might make
	- Begin to understand that all food comes from plants or animals.
 - Explore the understanding that food has to be farmed, grown elsewhere (e.g. home) or caught.  - Start to understand how to name and sort foods into the five groups in ‘The Eat well plate’ 
 - Begin to understand that everyone should eat at least five portions of fruit and vegetables every day.
 - Know how to prepare simple dishes safely and hygienically, without using a heat source.
 - Know how to use techniques such as cutting, peeling and grating.
	Mechanisms – assemble, design, evaluation, mechanism, model, sliders, stencil, target audience, template, test.
Axle, axle holder, chassis, design, evaluation, fix, mechanic, mechanism, model, test, wheel
Structures – client, design, evaluation, net, stable, strong, test, weak, windmill
Textiles – decorate, design, fabric, glue, model, hand puppet, safety pin, staple, stencil, template
Cooking and nutrition – blender, fruit, healthy, ingredients, recipe, smoothie, vegetable, seed, root, leaf, stem, flavour, design, cut, juice, table knife, juicer, plant, bush, tree, vine, chopping board, fork, taste, select, blend, evaluate, compare
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	- Identify a purpose for what they intend to design and make and a target group, based on a design criteria
- Begin to develop their design ideas through discussion, observation, drawing, modelling and labelling parts.
- Make templates and mock ups of their ideas in card and paper or using ICT.
	- Begin to select tools and materials; use correct vocabulary to name and describe them.  
 - With help measure, cut and score with some accuracy. 
 - Learn to use hand tools safely and appropriately. 
- Use mechanisms [for example, wheels and axles], in their products.
 - Start to assemble, join and combine materials in order to make a product. 
 - Demonstrate how to cut, shape and join fabric to make a simple product. 
 - Use basic sewing techniques. 
 - Start to choose and use appropriate finishing techniques based on own ideas.
	- Evaluate their work against their design criteria.
 - Start to evaluate their products as they are developed, identifying strengths and possible changes they might make. 

	- Understand that all food comes from plants or animals. 
 - Understand that food has to be farmed, grown elsewhere (e.g. home) or caught.  
- Understand how to name and sort foods into the five groups in ‘The Eat well plate’ 
 - Know how to prepare simple dishes safely and hygienically, without using a heat source. 
 - Demonstrate how to use techniques such as cutting, peeling and grating.
	Cooking – appearance, balanced, carbohydrates, combination, dairy, design, design brief, diet, feel, grate, grater, menu, oils, prepare, proteins, review, scissors, smell, snip, spread, spreads
Mechanisms – Evaluation, input, lever, linear motion, linkage, mechanical, mechanism, motion, oscillating motion, output, pivot, reciprocating motion, survey
Structures – function, man-made, mould, natural, stable, stiff, strong, structure, test, weak
Textiles – accurate, fabric, knot, pouch, running-stitch sew, shape, stencil, template, thimble
Mechanisms – axle, decorate, evaluation, Ferris wheel, mechanism, stable, strong, test, waterproof, weak










