
















Long-term plan: Design and technology 
 Overview (All year groups) 
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Long-term plan: Design and technology 
 Overview - EYFS 

EYFS 

 

Structures: Junk modelling 

6 lessons 

In this unit, pupils explore various junk modelling ideas by 
learning about different types of permanent and temporary 
joins. They are encouraged to tinker with a combination of 
materials and joining techniques in the junk modelling area. 

 

Textiles: Bookmarks 

6 lessons 

Pupils develop and practise threading and weaving techniques 
using various materials and objects. They look at the history of 
the bookmark from Victorian times versus modern-day styles. 
The pupils apply their knowledge and skills to design and sew 
their own bookmarks. 

 

Structures: Boats 

6 lessons 

In this unit, children explore what is meant by ‘waterproof’, 
‘floating’ and ‘sinking’, then experiment and make predictions 
with various materials to carry out a series of tests. They learn 
about the different features of boats and ships before 
investigating their shape and structures to build their own. 

  

  

https://www.kapowprimary.com/subjects/design-technology/reception/reception-units/workshop-junk-modelling/
https://www.kapowprimary.com/subjects/design-technology/reception/reception-units/textiles-bookmarks/
https://www.kapowprimary.com/subjects/design-technology/reception/reception-units/structures-boats/


Long-term plan: Design and technology 
 Overview - Key stage 1 

Year 1 

 

 
Structures: Constructing windmills 
 

4 lessons 

Construct a windmill to complete a request from a user. Develop 
an understanding of different types of windmill, how they work 
and their key features. Begin to use technical skills such as 
making evenly spaced cuts and adding weight to ensure a 
successful structure. 

 

Textiles: Puppets 

5 lessons 

Explore methods of joining fabric. Design and make a character-
based hand puppet using a preferred joining technique, before 
decorating. Example theme: Storybook character. Alternative 
theme: Easter animals. 

 

Cooking and nutrition: Smoothies 

7 lessons 

Cutting and juicing fruits and vegetables to create a smoothie 
that meets a design brief, this unit gives the children 
opportunities to develop food preparation skills with an 
increased focus on taste testing and ingredient choices. 

  

https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/textiles-puppets/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-1/cooking-and-nutrition-smoothies/


Long-term plan: Design and technology 
 Overview - Key stage 1 

Year 2 

 

Structures: Baby Bear’s chair 

5 lessons 

Exploring stability and methods to strengthen structures, the 
children identify the weaknesses in the Bear’s chair and develop 
an improved solution for him to use. 

 

Mechanisms: Fairground wheel 

6 lessons 

Building a rotating fairground wheel with a free-standing 
structure, this unit offers a simplified wheel design made from 
repurposed materials and an additional lesson where children 
design and conduct a survey to gather opinions. 

 

Mechanisms: Making a moving monster 

5 lessons 

Explore levers, linkages and pivots through existing products and 
experimentation, use this research to construct and assemble a 
moving monster. Example theme: Moving monsters. Alternative 
theme: Easter – Mechanical animals 

  

https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-2/structures/structures-baby-bears-chair/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-2/new-mechanisms-fairground-wheel/
https://www.kapowprimary.com/subjects/design-technology/key-stage-1/year-2/mechanisms-making-a-moving-monster/


Long-term plan: Design and technology 
 Overview - Lower key stage 2 

Year 3 

 

Cooking and nutrition: Eating seasonally 

7 lessons 

Learning about seasonal foods and creating a seasonal food tart, 
this unit provides new lessons with teacher and pupil videos to 
develop the children’s food preparation skills. 

 

Digital world: Wearable technology 

7 lessons 

Designing digital wearable technology and developing a program 
and housing for a Micro:bit, this unit includes new teacher and 
pupil videos, with an increased focus on evaluation and the use 
of a virtual Micro:bit. 

 

Structures: Constructing a castle 

5 lessons 

Identify and learn about the key features of a castle, before 
designing and making a recycled-material castle (structure). 

  

https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/cooking-and-nutrition-eating-seasonally/
https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/digital-world-wearable-technology/
https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-3/structures-constructing-a-castle/


Long-term plan: Design and technology 
 Overview - Lower key stage 2 

Year 4 

 

Structure: Pavilions 

5 lessons 

Investigating and modelling frame structures, the children 
explore ways to improve stability, then apply their understanding 
to design, build and decorate a stable pavilion. 

 

 

Mechanical systems option 2: Making a slingshot 
car  

4 lessons 

Transforming lollipop sticks, wheels, dowels and straws into a 
moving car. Using a glue gun to, making a launch mechanism, 
designing and making the body of the vehicle using nets and 
assembling these to the chassis. 

 

Electrical systems: Torches 

5 lessons 

Identify the difference between electrical and electronic 
products. Evaluate a range of existing torches and their features, 
then develop a new functional torch design. 

  

https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-4/structures/structure-pavilions/
https://www.kapowprimary.com/subjects/design-technology/lower-key-stage-2/year-4/electrical-systems-torches/


Long-term plan: Design and technology 
 Overview - Upper key stage 2 

Year 5 

 

Electrical systems: Doodlers 

5 lessons 

Exploring series circuits and introducing motors, the children 
investigate an existing motorised product, problem-solve and 
understand its construction before developing their own. 

 

Mechanical systems: Making a pop-up book 

4 lessons 

Creating a four-page pop-up storybook design incorporating a 
range of mechanisms and decorative features, including: 
structures, levers, sliders, layers and spacers. 

 

Cooking and nutrition: Developing a recipe 

7 lessons 

Learning a simple bolognese recipe and adapting it to improve 
nutritional content, this unit provides new lessons with teacher 
and pupil videos to develop the children’s food preparation skills. 

  

https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-5/electrical-systems/electrical-systems-doodlers/
https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-5/new-cooking-and-nutrition-developing-a-recipe/


Long-term plan: Design and technology 
 Overview - Upper key stage 2 

Year 6 

 

Textiles: Bags 

6 lessons 

Exploring pattern pieces in textiles, the children investigate how 
fabric shapes are used to create products while designing and 
making their own bags. 

 

Structures: Playgrounds 

5 lessons 

Research existing playground equipment and their different 
forms, before designing and developing a range of apparatus to 
meet a list of specified design criteria. 

 

Digital world: Navigating the world 

6 lessons 

Design and program a navigation tool to produce a 
multifunctional device for trekkers using CAD 3D modelling 
software. Pitch and explain the product to a guest panel. 

  

 

https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-6/textiles/new-textiles-bags/
https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-6/structure-playgrounds/
https://www.kapowprimary.com/subjects/design-technology/upper-key-stage-2/year-6/digital-world-navigating-the-world/

