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Year 2: Design Technology Curriculum 
 

Autumn 2: How far can a catapult throw? Structures and Mechanisms 
Overview of unit: 
Within this unit, children will design, make and evaluate a moveable model catapult which can be used to fire an object (pom-
pom) at a target. 
The children will learn about levers, wheels and axels, and will have the opportunity to explore different ways of creating a 
simple catapult, as well as how to create a moveable base for their catapult using fixed wheels on a moveable axel. 

Key vocabulary: 
Lever, arm, winch, load, bucket, force, fulcrum, Vehicle, 
wheel, axel, axel holder, chassis, dowel, mechanism, 
assemble, join, design, make, evaluate, purpose, user, 
criteria, function. 

Prior learning relevant to the unit: 

• Year 1: Spring term: ‘How can we make pictures move?’ 

• Year 1: Summer term: ‘Whose home?’ 
  

Links to future learning: 

• Year 3: Spring term: ‘Can a propeller power a car?’  

• Year 3: Summer term: ‘What makes an effective bridge?’ 

• Year 5: Summer term: ‘Can you escape?’ 

• Year 6: Spring term: ‘How might a boat be loaded and unloaded?’  

Structure of unit: 
 

• Investigative and Evaluative 
Activities (IEAs) 
Approx. 2 hours 
 

• Focussed Practical Tasks (FPTs) 
Approx. 3 hours 
 

• Design, Make and Evaluate 
Assignment (DME) 
Approx. 3 hours 
 
Total time for unit: Approx. 8 hours 

How this unit fits within the National Curriculum for DT: 
Design 

• Design purposeful, functional, appealing products for themselves and 
other users based on design criteria. 

• Generate, develop, model and communicate their ideas through talking, 
drawing, templates, mock-ups and, where appropriate, information and 
communication technology. 

Make 

• Select from and use a range of tools and equipment to perform practical 
tasks [for example, cutting, shaping, joining and finishing]. 

• Select from and use a wide range of materials and components, including 
construction materials, textiles and ingredients, according to their 
characteristics. 

Evaluate 

• Explore and evaluate a range of existing products. 

• Evaluate their ideas and products against design criteria. 
 Technical Knowledge 

• Build structures, exploring how they can be made stronger, stiffer and 
more stable. 

• Explore and use mechanisms [for example, levers, sliders, wheels and 
axles] in their products. 

 

End of Year Expectations: 
Design: 

• Propose more than one idea for their product. 

• Use drawings to record ideas as they are 
developed.  

• Add notes to drawings to help explanations. 
Make: 

• Discuss their work as it progresses.  

• Select and name the tools needed to work the 
materials. 

•  Explain which materials they are using and why. 
Evaluate: 

• Decide how existing products do / do not achieve 
their purpose.  

• Discuss how closely their finished product meets 
their own design criteria. 

Technical Knowledge: 

• Start to use technical vocabulary. 

• Join materials in a variety of ways. 

• now some ways of making structures stronger. 

• Know how to make a simple structure more stable.  

• Attach wheels to a chassis using an axle. 

D&T Essentials: 
User: The children are designing and making a model catapult based on those they have been learning about in their history unit 
on ‘Knights and Castles.’ 

Links with other learning across the curriculum: 
This unit is designed to link with children’s learning in 
history this term, which focuses on ‘Knights and 
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Purpose: The purpose of the project is to create a moveable catapult that can fire a pom-pom at a target. 
Innovation: Children will have the opportunity to explore a range of catapult designs as well as means of joining wheels and 
axels to a chassis. 
Authenticity: The children will have learnt about means of attacking a castle in their history unit on ‘Knights and Castles’. 
Functionality: The children will make a functioning model which can be used to fire small objects (pom-poms) at a target. 
Design decisions: Children will have the opportunity to make design decisions around how their catapult is constructed, the 
shape and size of their chassis, and how the wheels and axels are attached to the chassis. 

Castles’. Children will be learning about medieval 
weaponry and how castles were attacked and 
defended. 
 

 


