
Design & Technology long term plan - EYFS

In the Early Years Foundation Stage, design and technology play a crucial role in the learning journey of children within the ‘Understanding of the World' section 

of the Foundation Stage curriculum. This area also includes geography, history, ICT, and science, as well as Expressive Arts and Design. 

Children participate in hands-on learning experiences throughout their time with us, where they will be encouraged to explore, observe, solve problems, think 

critically, make decisions, and explain the reasoning behind their decisions. Below are some examples of the typical learning experiences your child will have to 

prepare them for their Design and Technology journey with us:

Construction:  Children will learn to construct with specific purposes in mind. Some may use scissors, glue, string, and a hole punch to create various products that 

enhance their play.

Structures and Joints:  Children may build vehicles, buildings, and other structures using a variety of loose parts based on what they have read, seen or learned 

about.

Exploration: Children will take apart items to gain insight into how everyday objects work. For instance, a child might disassemble a pepper grinder to understand 

its assembly and the materials used in its different parts.

Using Tools:  This will help your child understand the importance of planning and adapting initial ideas to improve them. For example, a child might choose to use 

scissors, a stapler, elastic bands, and glue to assemble pieces together to create a toy vehicle. Later on, they might adjust their initial idea by using masking tape.

Cooking:  Some children will take turns stirring a cake mixture and watch with fascination as it rises during baking. They will practice stirring, mixing, pouring, and 

blending ingredients during cooking activities.

Discussion: Your child will have opportunities to discuss the reasons behind safe or unsafe activities, such as hygiene, electrical awareness, and the appropriate use 

of senses when tasting different flavorings. They will also be encouraged to document their experiences through activities like drawing, writing, or creating a model 

or tape.



Autumn 2 Key Learning Spring 2 Key Learning Summer 2 Key Learning

Year 1         

        

● Generating, modelling and 

communicating ideas.

● Planning making, 

selecting tools and using 

finishing techniques.

● Exploring books and 

products; evaluating own 

product against original 

criteria.

● Exploring sliders and 

levers; understanding 

types of movement; 

technical vocabulary.

Structures

Freestanding Structures

• Let’s Get Building and Using 

Construction

Kits Effectively

• Whose Home?

• Door hinges Helpsheet

Oak academy unit:

Freestanding Structures

● Generating design ideas; 

developing modelling and 

explaining using talk, 

mock-ups and drawings.

● Planning making, 

selecting tools and new 

and recycled materials; 

using finishing techniques.

● Exploring existing 

freestanding structures; 

evaluating their own 

products against original 

criteria.

● Know about strengthening 

structures; knowledge of 

vocabulary.

Textiles

Templates and joining 

techniques

- Joining and fastening 

fabrics

• Three bears’ picnic 

Blanket

● Generating design ideas; 

developing modelling and 

explaining using talk, 

mock-ups and drawings.

● Planning making, 

selecting tools and new 

and recycled materials; 

using finishing techniques.

● Exploring existing 

freestanding structures; 

evaluating their own 

products against original 

criteria.

● Know about strengthening 

structures; knowledge of 

vocabulary.

Year 2

Mechanisms

Wheels and Axles

• Toys

• Wheels - working with 

wheels and axles

● Generate ideas and simple 

design criteria.

● Develop and communicate 

ideas through drawings 

and mock-ups.

● Select a range of tools 

and equipment and

materials to perform 

practical tasks.

● Explore wheels and axles 

and evaluate their ideas 

and products against 

original criteria.

Mechanisms

Wheels and Axles

• Let’s look at vehicles

● Generate ideas and simple 

design criteria.

● Develop and communicate 

ideas through drawings 

and mock-ups.

● Select a range of tools 

and equipment and

materials to perform 

practical tasks.

● Explore wheels and axles 

and evaluate their ideas 

and products against 

original criteria.

Textiles

Templates and joining 

techniques

• Joining and Fastening Fabrics

• Puppets

● Design a functional, 

appealing product for a 

chosen user and purpose.

● Generate, develop, and 

communicate ideas.

● Use a range of textiles, 

tools and equipment to 

perform practical tasks.

● Explore and evaluate 

existing textile products 

and their own ideas and 

products.

● Understand how 3-D 

textile products are made, 

using joining, templates 

and finishing to create 

two identical shapes.

Year 3

Mechanical systems

Levers and linkages

• Moving history book

• Levers and linkages Poster 

 and support pack

● Generate realistic ideas 

and use annotated 

sketches and prototypes 

to develop, model and 

communicate ideas.

● Select and use tools with 

some accuracy to cut, 

shape and join paper and 

card.

● Investigate and analyse 

their own and others’ 

products with lever and 

linkage mechanisms.

● Understand and use lever 

and linkages, and fixed 

and loose pivots.

Textiles

Templates and joining 

techniques

• Joining and Fastening Fabrics

• Bendy Bags

● Design a functional, 

appealing product for a 

chosen user and purpose.

● Generate, develop, and 

communicate ideas.

● Use a range of textiles, 

tools and equipment to 

perform practical tasks.

● Explore and evaluate 

existing textile products 

and their own ideas and 

products.

● Understand how 3-D 

textile products are made, 

using joining, templates 

and finishing to create 

two identical shapes.

Electrical systems

Simple circuits and switches 

(including programming and 

control)

• Developing handmade 

switches

• Night lights (links to 

literacy)

• Torches, lamps and lanterns

● Use annotated sketches, 

cross-sectional and 

exploded diagrams to 

develop and communicate 

ideas.

● Select and use tools with 

some accuracy to cut, 

shape, join and finish.

● Use construction materials 

and electrical

components according to 

their functional properties 

and aesthetic qualities.

● Understand and use 

electrical systems in their 

products, such as series 

circuits incorporating 

switches, bulbs and buzzers.

Design & Technology long term plan    Years 1-3

Mechanisms

Slides and Levers

• Working with sliders and 

levers

• Moving pictures (links to 

Literacy)

https://www.thenational.academy/teachers/programmes/design-technology-primary-ks1-l/units/structures-freestanding-structures-22b8/lessons


Autumn 2 Key Learning Spring 2 Key Learning Summer 2 Key Learning

Year 4         

       

● Generate ideas and designs, 

developing them through 

analysis of shell structures 

and use CAD to model and 

communicate ideas.

● Plan the making and use 

appropriate tools and 

software, explaining their 

choices. Use 

computer-generated 

finishing techniques.

● Evaluate shell structures 

and their own products.

● Develop knowledge of nets of 

cubes and cuboids and more 

complex 3D shapes and how 

to construct strong, stiff 

shell structures.

Textiles

2D shape to 3D product

• Aprons

● Generate design criteria for 

an appealing, functional 

product for specific users.

● Produce annotated sketches, 

prototypes, final product 

sketches and pattern pieces.

● Select fabrics and 

fastenings according to 

their functional 

characteristics.

● Investigate a range of 3-D 

textile products.

● Test their product against 

the original criteria and 

with the intended user.

Mechanical systems

Pneumatics

• Make a mascot

● Generate their own realistic 

ideas and use annotated 

sketches and prototypes to 

develop, model and 

communicate ideas.

● Select and use tools with 

some accuracy, cut and join 

materials and components 

such as tubing, syringes and 

balloons.

● Investigate and find 

information on and products 

with pneumatic mechanisms 

and evaluate their own 

products and ideas against 

criteria and user needs.

● Understand and use 

pneumatic mechanisms.

Year 5

Mechanical systems

Cams, gears and Pulleys

• Mechanisms with a message

• Gears and pulleys

● Generate a design from 

research; develop a 

specification, model and 

communicate ideas.

● Produce lists of tools and 

materials and plans to 

make accurately assembled 

and well finished products 

within constraints.

● Compare final product to 

the original specification; 

test products with the 

intended user and 

critically evaluate the 

product, considering the 

views of others.

● Investigate famous 

manufacturing and 

engineering companies 

relevant to the project.

Structures

Frame structures

• Bird hide challenge

• Working with paper straws

● Research user needs and 

existing products and 

develop and model 

innovative ideas into a 

design specification.

● Formulate a plan with a 

step-by-step list of

tasks and resources.

● •Use tools to accurately 

measure, mark out, cut,

shape and join materials 

to make frameworks.

● Use finishing techniques 

suitable for the product 

and critically evaluate 

their products against a 

range of criteria.

● Research key events and 

individuals relevant to 

frame structures.

Electrical systems

More complex switches and 

circuits (including programming, 

monitoring and control)

• alarming vehicles

• Developing handmade 

  switches

• Handmade switches help 

  sheet

● Develop a design specification 

for a

functional product that 

responds automatically to 

changes in the

environment.

● Formulate a step-by-step 

plan to making, listing

tools, equipment, materials 

and components.

● Use a computer control 

program to enable an

electrical product to work 

automatically in

response to changes in the 

environment.

● Test and evaluate the system 

to demonstrate

its effectiveness for the 

intended user and

purpose.

● Know and use technical 

vocabulary relevant to

the project.

Year 6

Textiles

Combining different fabric 

shapes

• Fancy a bag?

• Designer Bags

● Generate and communicate 

innovative ideas through 

research.

● Produce detailed lists of 

equipment and fabrics and 

formulate step-by-step 

plans for making.

● Investigate and analyse 

textile products linked to 

their final product and 

compare the final product 

to the original design 

specification.

● Know that a 3-D textile 

product can be made from 

a combination of pattern 

pieces, fabric shapes and 

different fabrics and that 

fabrics can be 

strengthened, stiffened 

and reinforced.

Textiles

Combining different fabric 

shapes

(including Computer-aided 

design)

• Designer Bags

• Designing with textiles

● Generate innovative ideas 

through research and 

develop these using 

mock-ups and prototypes 

including using 

computer-aided design.

● Design functional, 

appealing products for the 

intended user that are fit 

for purpose based on a 

simple design specification.

● Select and use a range of 

tools and equipment, 

including CAD, to make 

products that are 

accurately assembled and 

well finished.

● Work within the 

constraints of time, 

resources and cost.

Mechanical systems

Pulleys and gears

• Gears and pulleys

• Fairgrounds

• Frames for motorised 

  projects

● Generate ideas through 

research and develop and 

communicate a simple

design specification.

● Select use a range of tools 

and equipment to make 

products that that are 

accurately assembled and 

well finished within

the constraints of time, 

resources and cost.

● Compare the final product 

to the original design 

specification and test the 

quality of the design, 

manufacture and 

functionality with the user.

● Investigate famous 

manufacturing and

engineering companies 

relevant to the project.
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Structures

Shell structures 

(including 

Computer-aided design)

• Banish broken biscuits


