
 

                              KS2 DT Year 3 – Autumn – Food – Pasta salad 

Design Make  Evaluate 

●​ Develop more than one design or adaptation of an 

initial design. 

●​ Plan a sequence of actions to make a product. 

●​ Record the plan by drawing using annotated sketches. 

●​ Begin to use cross-sectional and exploded diagrams. 

●​ Use prototypes to develop and share ideas. 

●​ Think ahead about the order of their work and decide 

upon tools and materials. 

●​ Propose realistic suggestions as to how they can 

achieve their design ideas. 

●​ Consider aesthetic qualities of materials chosen. 

●​ Use CAD where appropriate. 

●​ Prepare pattern pieces as templates for their design. 

●​ Cut slots. 

●​ Cut internal shapes. 

●​ Select from a range of tools for cutting shaping joining 

and finishing. 

●​ Use tools with accuracy. 

●​ Select from techniques for different parts of the 

process. 

●​ Select from materials according to their functional 

properties. 

●​ Plan the stages of the making process. 

●​ Use appropriate finishing techniques. 

 

●​ Investigate similar products to the one to be made to 

give starting points for a design. 

●​ Draw/sketch products to help analyse and understand 

how products are made. 

●​ Research needs of user. 

●​ Identify the strengths and weaknesses of their design 

ideas in relation to purpose/user. 

●​ Decide which design idea to develop. 

●​ Consider and explain how the finished product could be 

improved. 

●​ Discuss how well the finished product meets the design 

criteria of the user. 

●​ Investigate key events and individuals in Design and 

Technology. 

Key Learning Vocabulary Inventor- George Washington Carver 

●​ Develop sensory vocabulary/knowledge using, smell, taste, 

texture and feel. 

●​ Analyse the taste, texture, smell and appearance of a range 

of foods (predominantly savoury). 

●​ Follow instructions/recipes. 

●​ Make healthy eating choices – use the Eatwell plate. 
●​ Join and combine a range of ingredients. 

●​ Explore seasonality of vegetables and fruit. 

●​ Find out which fruit and vegetables are grown in 

countries/continents studied in Geography. 

●​ Develop understanding of how meat/fish are 

reared/caught. 

•​name of products,   

•​names of equipment, utensils,  

•​techniques and ingredients,  

•​texture,   

•​taste, sweet, sour, hot, spicy,  

•​appearance,   

•​smell,   

•​preference,  

•​greasy, moist, cook, fresh, savoury,   

•​hygienic, edible,   

•​grown, reared, caught, frozen, tinned, processed,  

•​seasonal, harvested,  

•​ healthy/varied diet   

George Washington Carver was an American 

agricultural scientist and inventor who promoted 

alternative crops to cotton and methods to prevent 

soil depletion. He was one of the most prominent 

black scientists of the early 20th century. 

National Curriculum links: 



 

•​ Develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world  

•​ Build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and products for a wide range of users 

•​ Critique, evaluate and test their ideas and products and the work of others 

•​ 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 

•​ Understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed. 

Design Make Evaluate Technical knowledge 

•​ 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  

•​ Understand how key events and 

individuals in design and technology have 

helped shape the world 

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] 

•​ Understand and use electrical 

systems in their products [for example, 

series circuits incorporating switches, bulbs, 

buzzers and motors] 

•​ Apply their understanding of 

computing to program, monitor and control 

their products. 

 


