
Year 2: Potions – Room on the Broom

Powerful knowledge

Key Questions
What sort of puppet shall I 
make?

How can I make sure it 
fits my hand or finger?

What joining technique will 
work best for my puppet?

Is my puppet fit for 
purpose?

What should I already know?
D&T is a subject 

where you develop 
skills, knowledge and 
understanding to 
design and make 
functional products.

N/C – Design purposeful, functional, appealing products for 
themselves and others based on design criteria.
- Explored and used different fabrics.
- Cut and joined fabrics with simple techniques.
- Thought about the user and purpose of products.

Interesting facts  - Puppet shows took place in Ancient Greece, 1500 years ago! 
Punch and Judy, a popular puppet show in Britain, was first seen in 1662.



Glossary/Key Events
Applique To attach a decorative fabric item onto another piece of 

fabric by gluing and/or sewing.
Design To generate, develop and communicate ideas for a product.
Embroider To decorate fabric with stiches.
Evaluate To judge how a product meets chosen criteria

Glove puppet A glove puppet fits over the hand and the fingers move the 
head and arms.

Mock-up A model which allows children to try out ideas using cheaper 
materials and temporary joints.

Seam A row of stitches joining two pieces of fabric.

Sew To join pieces of fabric with stiches.
Template A shape drawn to assist in cutting out shapes.



Design & Technology Spring 1 – Room On The Broom 
National Curriculum Objectives: 

• Design purposeful, functional, appealing products for themselves and others based on design criteria. 
• Explored and used different fabrics. 
• Cut and joined fabrics with simple techniques. 
• Thought about the user and purpose of products. 

Prior Objectives:  
• Explored and used different fabrics in role-play.  
• Cut and joined materials with very basic techniques.  
• Thought about the user and purpose of products. 

Lesson 1 
     Skill – Research 
 
     Knowledge –  

Lesson 2 
     Skill -  
 
     Knowledge –  

Lesson 3 
     Skill –  
 
       Knowledge –  
 

Lesson 4 
     Skill –  
 
     Knowledge -  

Lesson 5 
     Skill –  
 
     Knowledge –  

 

WALT: Investigate 
puppets 
 
WILF: 
 
Explore and evaluate 
a range of existing 
textile products 
relevant to the project 
being undertaken. 
 
Lesson 
 
 • Children investigate 
and evaluate existing 
products linked to the 
chosen project. 
Explore and compare 
e.g. fabrics, joining 
techniques, finishing 
techniques and 
fastenings used.  
 
• Use questions to 
develop children’s 
understanding e.g. 
How many parts is it 
made from? What is it 
joined with? How is it 
finished? Why do you 
think these joining 
techniques have been 
chosen? How is it 
fastened? Who might 
use it and why? 

WALT: Determine the success criteria 
 
WILF: 
 
• Explore and use different fabrics.  
• Cut and join fabrics with simple techniques.  
• Think about the user and purpose of products. 
 
Lesson 
 
• Investigate fabrics to determine which is best for the 
purpose of the product they are creating.  
 
• Using prepared teaching aids, demonstrate the use 
of a template or simple paper pattern. Children could 
make their own templates or paper patterns. If 
necessary, they can use ones provided by the teacher.  
 

 
 
• Using prepared teaching aids, demonstrate the 
correct use of appropriate tools to mark out, tape or 

WALT: Design a 
functional and appealing 
product for a chosen user 
and purpose based on 
simple design criteria.  
 
WILF: 
 
Generate, develop, 
model and communicate 
their ideas as appropriate 
through talking, drawing, 
templates, mock-ups and 
information and 
communication 
technology.  
 
Lesson 
 
 • Provide the children 
with  WAGOLL of a 
finished puppet. Discuss 
with children the purpose 
and user of the products 
they will be designing, 
making and evaluating. 
E.g. 
 
We are going to design, 
make and evaluate a 
puppet for _________ 
(user) for __________ 
(purpose). 
 

WALT:  Create a final 
product 
 
WILF: 
• Select from and use a 
range of tools and 
equipment to perform 
practical tasks such as 
marking out, cutting, 
joining and finishing.  
• Select from and use 
textiles according to their 
characteristics. 
 
Lesson 
 
Having recapped on the 
design process, children 
have the chance to 
create their design 
according to the success 
criteria. 
Teacher continues to 
provide examples of 
sliders or levers, which 
the children can look at 
and use as a physical 
reminder of how their 
final product needs to 
operate. 
 
Recording: 

WALT: Evaluate our final product against the 
original design criteria 
 
WILF: 
Children evaluate their ideas throughout and their final 
products against original design criteria.  
 
Lesson 
 
With the class the teacher models completing a 5-
point scale, This scale will evaluate the children’s’ 
product against the original design criteria and 
assess how they feel that they did with their final 
outcome. 
 
See below for an example of a 5-point scale: 
 

 
 

 



 
• Make drawings of 
existing products, 
stating the user and 
purpose. Identify and 
label, if appropriate, 
the fabrics, fastenings 
and techniques used.  
 
 
 
 
 
 
Recording: 
 
Photo evidence of 
children accessing 
the physical 
resources made 
available by the 
teacher. HAPs can 
add a comment 
about their learning 
in the session e.g. 
“Today we looked at 
…” 
 
 

pin the fabric to the templates or paper patterns and 
cut out the relevant fabric pieces for the product.  
 
 
• Using prepared teaching aids, demonstrate 
appropriate examples of joining techniques for children 
to practise in guided groups e.g. running stitch 
including threading own needle, stapling, lacing and 
gluing. Talk about the advantages and disadvantages 
of each technique.  
 

 
 
• Using prepared teaching aids, demonstrate 
examples of finishing techniques for children to 
practise in guided groups e.g. sewing buttons, 3-D 
fabric paint, gluing sequins, printing. 
 

 
 
 
 

Design criteria developed 
with the teacher should 
be used to guide the 
development and 
evaluation of the 
children’s products.  
 
• Ask the children to 
generate a range of ideas 
e.g. What parts will the 
product need to have and 
what will it be made 
from? What size will it 
be? How will it be joined 
and finished?  
 
• Through talk, drawings 
and mock-ups, ask the 
children to develop and 
communicate their ideas. 
Information and 
communication 
technology could be used 
for symmetry and pattern 
ideas. Choose one idea 
to follow through. 
 
Recording: 
 
Children produce a 
design of what they 
intend for their 
finished product to 
look like. Also, they 
can add comments on 
the features of their 
product. For example: 
 
We are making a 
puppet. I will be using 
__________ material 
and will be joining it 
together by gluing/ 
stapling/ pinning/ 
sewing it. 
 

 
Children will have 
produced their final 
product. Discuss with 
them what they have 
produced e.g. who have 
you made your product 
for? Did you use a lever 
or a slider? How does it 
move? 
 
Photo or video evidence 
can also be used. 

 
 
Recording: 
 
See above. Also, teacher can create QR codes 
with recordings of their pupils explaining the 
reasons for evaluating their product as they 
did.  



 
Recording: 
 
Children will have observed and assessed a 
variety of materials, giving their opinion of each 
material’s strengths and limitations. They will 
also have tried different ways to join fabrics 
together and have come to a conclusion of which 
worked best for their product. 
 
This session can be carried out over two or more 
lessons, depending on the time it takes to carry 
out both activities. 
 
Photo evidence can be used for recording the 
lesson. Alternatively, children can be given a 
table which allows them to rate each material 
out of 10 for its ability to meet the purpose of 
using puppets 
 

 

Assessment:  
Key Vocabulary:  
Names of existing products, joining and finishing techniques, tools, fabrics and components, template, pattern pieces, mark out, join, decorate, finish, features, suitable, quality mock-up, 
design brief, design criteria, make, evaluate, user, purpose, function 
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