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EYFS (Reception) Key Stage 1 and 2

Mechanisms/
Cooking and nutrition :
s y Mechanical systems

Material functional and { Fastening, sewing, decorative
i and functional fabric

aesthetic properties, i
strength and stability, techniques including
stiffen and reinforce cross stitch, blanket
structures. stitch and appliqué.

Where food comes from,

balanced diet, preparation

and cooking skills. Kitchen

hygiene and safety. Following
ecipes.

Mimic natural movements
using mechanisms such as
cams, followers, levers and
sliders.

'y
T

Key Stage 2
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Electrical systems Digital world

Operational series circuits,
circuit components, circuit
diagrams and symbols,
combined to create various
electrical products.

Program products to monitor
and control, develop designs

and virtual models using 2D

and 3D CAD software.
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( Design ) < Make > < Evaluate ) CI’ echnical knowleng

Kapow Primary scheme of work

v

Kapow primary key areas - EYFS (Reception), Keystage 1 and 2

Mechanisms
/ Mechanical Textiles
systems

Cooking and
nutrition

Key stage 2 only

Electrical

Digital world
systems




N.ational Curriculum




Dzﬁiqn

Make

Evaluwate

T echnical
Knﬁwlquz

C,o,oJeinq and

Nutrition

® DE/SL(}H

PMIPE/SE/FML
/Funztiﬂnal,
appzahn%
Prgdu,ct/s /Por
themselves
and other
users hased
on dz/siqn

Lrikeria

Generate.
dzmzlgp.
model and
L0 mmunicake
their ideas
Unrmuqh
taUeingr.

® Select ffr,om
and use a
ronge 04: fools
and ,e,cl/uipmznt
Lo Pznﬁorm
Praztiﬁal fasks
[/ﬁﬁf zjxamplg.
Luttinq,
/shapinq,
}Diningr and
/Fini/shinaj]
Select (Ffﬁm
and use wide
range ,O/F
materiaks and
components,

indudian

L4 Explﬂrz and
evaluate a
range D{f
2])(1/5“]’1,6}

Prﬁdud/s

Evaluate their
ideas and
Prﬁdudzs
aqain/st
Az&iqn

Crikeria.

® Build
Alruckures,
zfxpljorinq how

Uﬂzf% con he

made /strﬁnq(,er.

/sti/ﬂfzr and

more skahle

EJxPlﬂm and
MA L
mechanisms
M:Jor z;xamplz,
lenvers,
sliders,
wheels and
wxlz/s], in

their Prnduﬁt/s.

® Use the hasic
Prinﬂiplzxs 0/?
a hzalﬂ'\% and
varied diet to

,PI,QP,CUZ

dishes

Understand
where ffﬁﬁd

LOomeA /?I,Om.




drawinq{,

tzmplatza.
mﬂck‘up/s and,
where
apprﬂpnatz,
imfﬁrmatiﬁn
and

L0 mmunication

tzd'm,olggf%.

Lonatruction
materials,
fextiles and
inﬂrzdizntﬁ,
zmzﬂrdin,gf to
their

characteristics




Skills PI,O,%IZ/S/SLOII




Structure — C.omstmctinxu; a windmill

-Lzarningf the impﬂfxancz ,0/? a
clear dz/siqfn criteria.
Indudinq individual Przfzmnzz&

and rzq/uirzmznt/s AN a dz&iqn.

. /\/\akinq stable structures
/j:rﬂm card, Lape and qluz :

. Lzarninx} how 1o turn 2D nets
into 3D struckures.

. Fﬁllowinq instruckions o cuk
and assemble the /suppﬂrtinq
Akruckure ,O/F a windmill.

/\/\akinq /Fundi,onian furbhines and
axhes which are assembled into a

main Auppﬂrtian Alruckure.

. E}\fﬂl}uatinﬂ‘r a windmikl
mcznrdinq o the dzxsiqn crikeria,
be/stian whether the structure is
/stu)nx} and stable and altzringf it
VANSVIIRS

Squf,e/st Point/s /fjor imprm\/,em,ent/s.




Knﬁwlquz

. To understand that the
/ermpz 0/? materiaks can he
Lhanqzd to imprm\/z the /strzanth
and /sti/f/ijnzézs DIF Alructure s.

. To understand that L%hndzns
are a /strﬂngf twgz ,O/F Alructure (2.1}.
the main /shapz wsed /F,or windmills
and liqfhthou/sz/s).

. To understand that axles are
used in structures and
mechanisms o make Part/s turn in
a cirche.

. To bzqin fo understand that
dixf/ferznt struckures are used /FD!
dixf/ferznt PUIpOARA.

To know that a struciure is

/s,omzthinq that hos heen made and

Put tﬂqzthzr.




. To know that a client is the
person I am dz&iqninaj /Fﬂf.

. To know that dz&iqn criteria
is a hist mf Point/s fo ensure the
Pr,o,d/uct meets the clients needs
and wants.

. To know that a windmikl
harnesses the power 04: wind /Fﬂr
a4 puIpoSe like qrindian qrain,

Pumpinq water or x}znzratinq

zlzdridw.

. To know that windmill
furhines wse wind fo turn and make
the machines inside work.

To krnow that a windmill is a
structure with sails that are monved
bAj the wind

o o know the three main Part/s C/F
a windmill are the turbine, axle

and skruckure.




Mechanisms / mechanical /swstzm/s. Mﬂ.kin@ a m,ovinxu; /st,onéb,o,ok & Wheels and axles.

Skills

E;xplaininx} how to

adapt mechanisms, )uxsinq

bridqzzs or qf/uidz/s to control

the movement.

Dzﬁiqninq a mm\/inx} /SLOI)%

hook /fmf a x}i/\/zn audience.

. Dzﬁiqninx} a vehicke that
includes wheels, axles and
axche holders, that when
combined, wikh allow the wheels
to move. ® Crzatinn{r learhl;f
Labhelled dmuwinq/s that illustrate

monement.

° F,O“A),Wian a dzzsiqn to
Lreake mm\finq models that

MAar LQI\/EI/S ﬂﬂd /511,6{21'/5.

* Adaptinq mechanisms, when:
. thz% do not work as thm}
should.
to /Fit fheir vehicle
dz&iqn.
to imprm\/,e how thz% work

wftzr

tz&tinq fheir vehicle.

Tmstinx} Jo! /Fini/shzd
Prod}uﬁt. /szzian whether it

MOoNeA AA Plannzd ﬂﬂd A/F

° Tz/stinxllf wheel and axle
mechaniams, idznti@%nq whoat

/stopzs the wheels /Fnom t}urningf.




not, z;xplainian WJ“A} and how

it can he /Fiszd.
Rzmlzwinq the success m? a
Prﬁdud JQ)\}{ tzatinﬂd i with its

intended audience.

and rzz,ox}ni/sinx} that a wheel

needs an axhe in order to monve.

Kn,owlzda({z

. To know that a
mechanism is the parks ,O/F
an cb{;z,ct that move tﬁqzthzr.
*[ o know that a slider
mechanism monves an ,Obézct
/Pr,om side to side.

. To know that a slider
mechanism has a slider,
slots quidzxs and an ,OJQ{;Z,Ct.
To know that bfidqzls and
quidz& are hits D/F cord that
Purpn/sz/fulw restrict the

moNement 04: the slider.

. To know that wheels need
to he round to rotate and monve.
. To understand that /F/JI a
wheel to move it must he
attached to a rokating axle.

To know that an axle moves
within an axle holder which is
:Fi}xzd o the vehicle or tDA}. e 1o
krow that the /Framz 04: a

vehicle (Lhﬂ/szsi/s) needs to he

bﬂlﬂﬂﬂﬁd.




* 1o know that in szsiqn and

tzzhnnlgq;% we call a plan a
',dzaix}n'.

* [ o know some mal‘liﬁ:z emsa
that uese wheels such as
wheelbharrows, hamster wheels

and vehicles.




C.o.o.leinxu; and Nutrition

F ruit and V.e{';,etabl,e/s

Skills * Dz;six}ninx} smoothie carton
Pazkaqinq{ bq—hand or on 1CT

/sm?twam.

Chﬂppian /Fmit and quztablzzs

/swfzw fo make a smoothie.

-Ta/stinq and zwaluatinq di/f/F,erznt
/wad combinations.
-Dz/SLribinﬂJ ANPLOrONLE, smekh and
taste.
S}uqqzétinq infﬂrmatiﬂn o he
included on Packa%inq.

Knﬂwlquz . Undzrétandian fhe
dif&zrznﬂz between /fr)uit/s and

Af,exllfztablms.




. To understand that some
/Fﬂﬂd/s U.HQLC,G“M krnown as
f\/zqztabbz/s are ﬂctuﬂlw /Fmit/s (z.x}.
,CM,CMmJQZJ’).

. To know that a blender is a
machine which mixes inx}rzdiznt/s
tﬁqzthzr into a smooth liq//uid.

. 1o know that a /Fnuit has
seeds and a f\fz,c}ztablz does not.

. To know that /Fmit/s Qrow on
krees or vines.

. To know that quztablzxs LAN
Qrom either abhove or helow qrmund.
To know that Af,eqztablz/s LON LOMe

/FJ’,OITI di/ﬁ/ﬁzmnt Part/s ,O/F the Plant

(z.q. rookA: P,otatme/s, leanves: Lettuce,

/Frmt: LM,CMmJQZJ’).







Textiles

Puagp.et/s

° U/sian a tzmplatz to create a

dJe/siqfn /F,OJ’ Jo! P}uppzt.

-Cuttinq /Fabriz nzatw with
ALAARAOIA.

-U/sinq jcininx} methods to
decorate a Puppzt.

qu/uzn,cian /stszs /F,OJ’

construckion.

Rmﬂz;tinq on a /Fini/shzd Prﬂduct,

zxplﬂininq likes and dislikes.




Knﬁwlquz

. To know that l}ﬂiningf
tzﬁhniq//uz' means Lﬁnnzctinx} tw o
Pizmas 04: materiak toqzthzr.

. To know that there are
NOXiOMA tzmp,oram} methods 0:?
ﬂ'ﬁininq /Fabric JQM /u/sinq /staplzzs.
g{luz or Pin/s.

. To understand that dil?/i:ﬁf,@ﬂt
tzzhniq/mzxs /J:AH }oininq materiaks
con be wsed /Fmr dixf/fﬂfznt
PUIpOALA.

. To understand that a
tzmplatz (or /Fabriﬁ Pattzrn) s wsed
fo cuk out the same /shapz mulﬂplz
times.

To know that drawian a dz/siqn

idea is )u/sz/Pul fo see how an idea

will Look.




All iﬂ/J:ﬁfmﬂtiDﬂ Laken dimdw /J:rﬁm Kapmw.




