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	F1
	F2
	1 
	2 
	3 
	4 
	5 
	6 

	Comparison 
	Compare and Contrast 
Two products can be compared by observing and commenting by sharing ideas, thoughts and preferences  

	Compare and Contrast 
Two products can be compared by looking at a set of criteria and scoring both products against each one.  
	Compare and Contrast 
Two products can be compared by looking at a set of criteria and scoring both products against each one. 
	Compare and Contrast 
Compare different brands of the same product and explain their similarities and differences. Products can be compared by looking at particular characteristics of each and deciding which is better suited to the purpose. 
	Compare and Contrast 
A comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
	Compare and Contrast 
A comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
	Compare and Contrast 
A comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 

	
	Staying Safe
Tools such as scissors and pencils are used safely. They understand how to transport and store equipment safely such as carrying the blades of the scissors in the palm of their hand and not running.  
	Staying Safe
Tools are used with increasing control and safety. 
	Staying Safe
Hygiene rules include washing hands before handling food. 
	Staying Safe
Hygiene rules include washing hands before handling food, cleaning surfaces, tying long hair back, storing food appropriately and wiping up spills. 
	Staying Safe
Electrical appliances must only be used under the supervision of an adult. Safety rules must also be followed when using electricity.
	Staying Safe
Chemicals are used in the home every day.
	Staying Safe
Safety features are often incorporated into products that might cause harm.
	Staying Safe
The safety of the user has to be taken into account when designing a new product.

	Creativity 
	Purpose
A range of media and materials such as boxes, tubes and cartons. Can capture experiences and responses 
	Purpose
Materials are selected with a purpose in mind.

Materials can be manipulated to achieve a planned effect. 

	Purpose
Materials are suitable for different purposes, depending on their specific properties. 
	Purpose
Properties of components and materials determine how they can and cannot be used.
	Purpose
Materials for a specific task must be selected on the basis of their properties. These include physical properties as well as availability and cost 
	Purpose
Different materials and components have a range of properties, making them suitable for different tasks.
	Purpose
Materials should be cut and combined with precision. 
	Purpose
It is important to understand the characteristics of different materials to select the most appropriate for a purpose.

	
	Generation of ideas
Designs are created with a purpose in mind
	Generation of ideas
Design criteria are the explicit goals that a project must achieve. 
	Generation of ideas
Ideas can be communicated in a variety of ways, including written work, drawings and diagrams, modelling, speaking and using information and communication technology. 
	Generation of ideas
Design criteria are the exact goals a project must achieve to be successful. These criteria might include the product's use, appearance, cost and target user. 
	Generation of ideas
Annotated sketches and exploded diagrams show specific parts of a design, highlight sections or show functions. They communicate ideas in a visual, detailed way. 
	Generation of ideas
A pattern piece is a drawing or shape used to guide how to make something. There are many different computer-aided design packages for designing products.
	Generation of ideas
Design criteria should cover the intended use of the product, age range targeted and final appearance. Ideas can be communicated in a range of ways,

	
	Investigation  
Tools can be used for a purpose.  
	Investigation   
Specific tools are used for particular purposes. For example, scissors are used for cutting and glue is used for sticking. 
	Investigation  
 Different tools have characteristics that make them suitable for specific purposes. For example, scissors are used for cutting paper because they have sharp, metal blades that can cut through thin materials. 
	Investigation   
Specific tools can be used for cutting, such as saws. Wood can be joined using glue, nails, staples or a combination. Safety rules must be followed to prevent injury from sharp blades.
	Investigation
Useful tools for cutting include scissors, craft knives, junior hacksaws with pistol grip and bench hooks. Useful tools for joining include glue guns. Tools should only be used with adult supervision and safety rules must be followed. 
	Investigation   
There are many rules for using tools safely and these may vary depending on the tools being used
	Investigation  
Precision is important in producing a polished, finished product. Correct selection of tools and careful measurement can ensure the parts fit together correctly. 

	
	Evaluation 
Simple representations of events, people and objects can be made. (link to art)
	Evaluation  
Expressing ideas about a design might include comments about the colour or size as well as own preferences.  
	Evaluation  
A strength is a good quality of a piece of work. A weakness is an area that could be improved. 
	Evaluation 
Finished products can be compared with design criteria to see how closely they match. Improvements can then be planned. 
	Evaluation 
Asking questions can help others to evaluate their product, such as asking them whether the selected materials achieved the purpose of the model. 
	Evaluation 
Evaluation can be done by considering whether the product does what it was designed to do, whether it has an attractive appearance, what changes were made during the making process and why the changes were made.
	Evaluation 
Testing a product against the design criteria will highlight anything that needs improvement or redesign. Changes are often made to a design during manufacture. 
	Evaluation   
Design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process. 





	Skills: 
	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Developing, planning and communicating ideas.
	Draw on their own experience to help generate ideas

	Suggest ideas and explain what they are going to do

Identify a target group for what they intend to design and make


	Generate ideas by drawing on their own and other people's experiences

Develop their design ideas through discussion, observation , drawing and modelling

Identify simple design criteria

	Generate ideas for an item, considering its purpose and the user/s

Identify a purpose and establish criteria for a successful product.

Explore, develop and communicate design proposals by modelling ideas

Make drawings with labels when designing
	Generate ideas, considering the purposes for which they are designing

Make labelled drawings from different views showing specific features

Develop a clear idea of what has to be done, planning how to use materials, equipment and processes, and suggesting alternative methods of making, if the first attempts fail
	Generate ideas through brainstorming and identify a purpose for their product

Draw up a specification for their design

Use results of investigations, information sources, including ICT when developing design ideas
	Communicate their ideas through detailed labelled drawings

Explore, develop and communicate aspects of their design proposals by modelling their ideas in a variety of ways

Plan the order of their work, choosing appropriate materials, tools and techniques

	Working with tools, equipment, materials and components to make quality products (inc-food)
	Begin to use a variety of drawing and cutting tools.

Follow instructions for basic hygiene and safety. 

	Make their design using appropriate techniques

With help measure, mark out, cut and shape a range of materials

Use tools eg scissors and a hole punch safely

Assemble, join and combine materials and components together using a variety of temporary methods
Use basic food handling, hygienic practices and personal hygiene

	Begin to select tools and materials; use vocab' to name and describe them

Measure, cut and score with some accuracy

Use hand tools safely and appropriately

Assemble, join and combine materials in order to make a product

Follow safe procedures for food safety and hygiene
Choose and use appropriate finishing techniques
	Select tools and techniques for making their product

Measure, mark out, cut, score and assemble components with more accuracy

Work safely and accurately with a range of simple tools

Think about their ideas as they make progress and be willing change things if this helps them improve their work

Measure, tape or pin, cut and join fabric with some accuracy

Demonstrate hygienic food preparation and storage
	Select appropriate tools and techniques for making their product

Measure, mark out, cut and shape a range of materials, using appropriate tools, equipment and techniques

Join and combine materials and components accurately in temporary and permanent ways


Measure, tape or pin, cut and join fabric with some accuracy

	Select appropriate materials, tools and techniques

Measure and mark out accurately

Use skills in using different tools and equipment safely and accurately

Weigh and measure accurately (time, dry ingredients, liquids)

Apply the rules for basic food hygiene and other safe practices e.g. hazards relating to the use of ovens

Cut and join with accuracy to ensure a good-quality finish to the product 

Sew using a range of different stitches, weave and knit

	Select appropriate tools, materials, components and techniques

Assemble components make working models

Use tools safely and accurately

Construct products using permanent joining techniques

Make modifications as they go along

Achieve a quality product. 

	Evaluating processes and products
	Evaluate their product by discussing how well it works in relation to the purpose

	Evaluate their products as they are developed, identifying strengths and possible changes they might make

Evaluate their product by asking questions about what they have made and how they have gone about it
	Evaluate against their design criteria

Evaluate their products as they are developed, identifying strengths and possible changes they might make

Talk about their ideas, saying what they like and dislike about them
	Evaluate their product against original design criteria e.g. how well it meets its intended purpose

Disassemble and evaluate familiar products
	Evaluate their work both during and at the end of the assignment

Evaluate their products carrying out appropriate tests
	Evaluate a product against the original design specification

Evaluate it personally and seek evaluation from others
	Evaluate their products, identifying strengths and areas for development, and carrying out appropriate tests

Evaluate against their original criteria and suggest ways that their product could be improved



	Year
	
	Vocabulary

	 
Foundation Stage
	· Have the knowledge of materials to identify and describe their basic properties (e.g. waterproof, bendy, soft, rough etc.) 
· Have the knowledge of properties to experiment and then know appropriate materials for a given task. 
· Know and use language of basic techniques (e.g. cut, stick, tear, mix, build). 
· To know how to safely use equipment to carry out a task and effect changes to materials. 

	cut
mix
build
stick
wood
card 

	

	Development Matters
	Components
	Vocabulary

	
F2
	30-50 months 
Physical development: Moving and Handling
· To use one-handed tools and equipment, e.g. makes snips in paper with child scissors. 

40-60 months 
Physical development: Moving and Handling
· To use simple tools to effect changes to materials. 
· To handle tools, objects, construction and malleable materials safely and with increasing control. 

Physical development: Health and Self-care
· To show understanding of the need for safety when tackling new challenges and consider and manage some risks. 
· To show understanding of how to transport and store equipment safely. 
· To practise some appropriate safety measures without direct supervision. 

Expressive Arts and Design: Exploring and Using Media and Materials . 
· To experiment to create different textures. 
· To understand that different media can be combined to create new effects. 
· To manipulate materials to achieve a planned effect. 
· To construct with a purpose in mind, using a variety of resources. 
· To use simple tools and techniques competently and appropriately. 
· To select appropriate resources and adapt work where necessary. 
· To select tools and techniques needed to shape, assemble and join materials they are using. 

Expressive Arts and Design: Being Imaginative
· To create simple representations of events, people and objects. 
· To choose particular colours to use for a purpose. 

	What is special to me?

Construction 
0.1To know that they can construct using construction materials. (for the three bears, for animals homes)
0.2 To know that they construct something for a purpose. (A Cottage for the Three Bears, A chair for Baby Bear.)
0.3 To know that a variety of resources can be used to construct a model.  (Construction kits, boxes, paper,)
0.4 To know how to join flat surfaces together using glue sticks or PVA glue.
0.5 To know vocabulary related to construction. (glue, stick, build)

Cutting skills
0.6 To know how to hold scissors.
0.7 To know how to manipulate/stabilise paper using non-preferred hand. (Bilateral integration – one hand leads the other assists)

Safety 
0.8 To know how to carry scissors safely.     
0.9 To know it is important to take turns when sharing equipment. 
0.10To know how tools are used with increasing control and safety. 
0.11 To know how to handle tools, objects, construction and malleable materials safely and with increasing control.

Materials 
0.12nTo know materials are selected with a purpose in mind.
0.13 To know materials can be manipulated to achieve a planned effect. 
0.14To know how to use simple tools to effect changes to materials. 
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 


	
	40-60 months 
Physical development: Moving and Handling
· To use simple tools to effect changes to materials. 
· To handle tools, objects, construction and malleable materials safely and with increasing control. 

Physical development: Health and Self-care
· To show understanding of the need for safety when tackling new challenges and consider and manage some risks. 
· To show understanding of how to transport and store equipment safely. 
· To practise some appropriate safety measures without direct supervision. 

Expressive Arts and Design: Exploring and Using Media and Materials . 
· To experiment to create different textures. 
· To understand that different media can be combined to create new effects. 
· To manipulate materials to achieve a planned effect. 
· To construct with a purpose in mind, using a variety of resources. 
· To use simple tools and techniques competently and appropriately. 
· To select appropriate resources and adapt work where necessary. 
· To select tools and techniques needed to shape, assemble and join materials they are using. 

Expressive Arts and Design: Being Imaginative
· To create simple representations of events, people and objects. 
· To choose particular colours to use for a purpose. 

	Do you like the dark?
Construction 
0.15 To know two products can be compared by observing and commenting by sharing ideas, thoughts and preferences  
0.16 To know how to explore to pieces of materials together. 
0.17 To know how to join a tube to a flat surface using glue sticks or PVA glue.
0.18 To know how to use appropriate vocabulary related to construction.  (join, tube/cylinder,  sculpture)
0.19 To know how to construct with a purpose in mind. (fireworks, Musical instruments, Sculptures to represent a new tree house, outdoor dens)
0.20 To know that a variety of resources can be used to construct a model.  (Construction kits, boxes, paper,)

Materials 
0.21 To know materials are selected with a purpose in mind.
0.22 To know materials can be manipulated to achieve a planned effect. 

Design 
0.23 To know how to shape dough in different ways through exploratory play.
0.24 To know vocabulary related to working with malleable materials (roll, flatten, squeeze, pinch, coil).
0.25 To know designs are created with a purpose in mind.
0.26 To know how to use a stimulus to create a design (diva lamp)
0.27 To know specific tools are used for particular purposes.( cutters, rolling pins etc)
0.28 To know that expressing ideas about a design might include comments about the colour or size as well as own preferences.  

Safety
0.29To know some safety rules (an awareness that building a very tall tower might tumble and hurt someone.)   
0.30 To know it is important to take turns and share equipment.
0.31 To know how to use different tools with control and safety. 
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 


	
	40-6O months 
Understanding the world: The World 
· Comment and ask questions about their familiar world.
· Looks closely at similarities, differences, patterns and change

ELG
Understanding the world: The World 
· Children know about similarities and differences in relation to places, objects, materials and living thing

40-60 months 
Physical development: Moving and Handling
· To use simple tools to effect changes to materials. 
· To handle tools, objects, construction and malleable materials safely and with increasing control. 

Physical development: Health and Self-care
· To show understanding of the need for safety when tackling new challenges and consider and manage some risks. 
· To show understanding of how to transport and store equipment safely. 
· To practise some appropriate safety measures without direct supervision. 

Expressive Arts and Design: Exploring and Using Media and Materials . 
· To experiment to create different textures. 
· To understand that different media can be combined to create new effects. 
· To manipulate materials to achieve a planned effect. 
· To construct with a purpose in mind, using a variety of resources. 
· To use simple tools and techniques competently and appropriately. 
· To select appropriate resources and adapt work where necessary. 
· To select tools and techniques needed to shape, assemble and join materials they are using. 

Expressive Arts and Design: Being Imaginative
· To create simple representations of events, people and objects. 
· To choose particular colours to use for a purpose. 

	Once Upon a Time

Construction 
0.32 To know how to construct with a purpose in mind, using a variety of resources.
0.33 To know that recycled materials can be used to make a construction. 
0.34 To know designs are created with a purpose in mind
0.35 To know they must decide upon a purpose before building. 
0.36 To know different joining techniques. (Glue, tape, treasury tags, flange join)
0.37 To know how to use vocabulary associated with construction (construct, strong, material, bricks, wood, glass, plastic, metal). 
0.38 To know how to follow several part instructions to construct a model.  (Playdough house, duplo models)

Materials 
0.39 To know the names of materials used for building. (stone, bricks, wood, glass)
0.40 To know that materials have different properties e.g Test how strong they are. (If you were a Little Pig, which material would you use to build your house?)
0.41To know two products can be compared by observing and commenting by sharing ideas, thoughts and preferences  
0.42 To know materials are selected with a purpose in mind.
0.43 To know materials can be manipulated to achieve a planned effect. 
0.44 To know that different materials are found in the environment.(Material hunt, material shop)
0.45 To know how to join materials using masking tape, sticky tape, treasury tags and folding techniques. ( construct houses,bridges)
0.46 To know how to manipulate paper to create different effects.  (Fold, twist, tear, cut, roll, curl)



	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 


	

	40-6O months 
Understanding the world: The World 
· Comment and ask questions about their familiar world.
· Looks closely at similarities, differences, patterns and change

ELG
Understanding the world: The World 
· Children know about similarities and differences in relation to places, objects, materials and living thing

40-60 months 
Physical development: Moving and Handling
· To use simple tools to effect changes to materials. 
· To handle tools, objects, construction and malleable materials safely and with increasing control. 

Physical development: Health and Self-care
· To show understanding of the need for safety when tackling new challenges and consider and manage some risks. 
· To show understanding of how to transport and store equipment safely. 
· To practise some appropriate safety measures without direct supervision. 

Expressive Arts and Design: Exploring and Using Media and Materials . 
· To experiment to create different textures. 
· To understand that different media can be combined to create new effects. 
· To manipulate materials to achieve a planned effect. 
· To construct with a purpose in mind, using a variety of resources. 
· To use simple tools and techniques competently and appropriately. 
· To select appropriate resources and adapt work where necessary. 
· To select tools and techniques needed to shape, assemble and join materials they are using. 

Expressive Arts and Design: Being Imaginative
· To create simple representations of events, people and objects. 
· To choose particular colours to use for a purpose. 

	Long long ago 
Construction 
0.47 To know the appropriate construction kit to build a house for Jack/Giant. 
0.48 To know how to construct a model (create a dragon, build a castle including cones and cylinders).
0.49 To know how to work collaboratively with a partner or in a small group to construct a model.
0.50 To know how to join materials using wool/string  (Make a draw bridge. Can you raise and lower your drawbridge?)
0.51 To know how to weave using paper and other materials (link to tapestries).
0.52 To know two products can be compared by observing and commenting by sharing ideas, thoughts and preferences  
0.53 To know that there are similarities and differences between their home and castles of long ago.  What rooms are in your house? What rooms were in a castle? To know designs are created with a purpose in mind
0.54 To know how to construct a home.  
0.55 To know how to develop ideas, make decisions, combine and change their ideas with a purpose lined to their decision making processes (Who is it for? What will it look like?  What do you need? How will you join the materials?  Will that work?  Can you think of a different way?). 
0.56 To know how to express ideas about a design might include comments about the colour or size as well as own preferences.  

	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 


	
	ELG
Physical development: Moving and Handling
· To handle equipment and tools effectively, including pencils for writing. 

Expressive Arts and Design: Exploring and Using Media and Materials 
· To safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 

Expressive Arts and Design: Being Imaginative
· To use what they have learnt about media and materials in original ways, thinking about uses and purposes. They represent their own ideas, thoughts and feelings through 
design and technology, art, music, dance, role play and stories. 

	 Down at the bottom of the garden  
0.57 To know two products can be compared by observing and commenting by sharing ideas, thoughts and preferences 
0.58 To know they need to bend knees when lifting and 0.59 To know materials can be manipulated to achieve a planned effect(recycled minibeasts). 
0.60 To know how to join materials using treasury tags and hole punch to make holes( paper chain catapillar).
0.61 To know how use a stapler to join paper (minibeast headband)

	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 


	
	ELG
Physical development: Moving and Handling
· To handle equipment and tools effectively, including pencils for writing. 

Expressive Arts and Design: Exploring and Using Media and Materials 
· To safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 

Expressive Arts and Design: Being Imaginative
· To use what they have learnt about media and materials in original ways, thinking about uses and purposes. They represent their own ideas, thoughts and feelings through 
design and technology, art, music, dance, role play and stories. 

	Healthy Me! 
0.62 To know tools are used with increasing control and safety. 
0.63 To know materials are selected with a purpose in mind.
0.64 To know materials can be manipulated to achieve a planned effect. (Model with dough, rolling pins and cutting tools, etc/ play with sand and water – pouring)
0.65 To know designs are created with a purpose in mind (Design and make a vehicle out of recycled materials. 
What can you make to keep yourself safe on the beach?)
0.66 To know specific tools are used for particular purposes. For example, scissors are used for cutting and glue is used for sticking. (Make models using scissors, glue, tape, paper, junk)
0.67 To know expressing ideas about a design might include comments about the colour or size as well as own preferences. (Talk about personal experiences in class and group circle times, review times, class discussions)
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 







	
	National Curriculum Statement
	Components
	Composites

	Vocabulary

	
Year 1
	Pupils should be taught:
· design purposeful, functional, appealing products for themselves and other users based on design criteria
· select from and use a range of tools and equipment to perform practical tasks 
· explore and evaluate a range of existing products
· evaluate their ideas and products against design criteria
	Design and make toys
1.1 To know that toys are made for a purpose. 
1.2 To know the purpose of toys now and in the past. [link to history]
1.3 To know the materials used in the past to make toys (wood, metal) [link to Y1 science] 
1.4 To know materials in the present to make toys. 
1.5 To know products can be compared by looking at a set of criteria and scoring both products against each one.  
1.6 To know materials are suitable for different purposes, depending on their specific properties.
1.7 To know how to make two materials join together. (0.60- 0.62)
1.8 To know design criteria are the explicit goals that their toy must achieve. 
1.9 To know how to use the design criteria to design their toy. 
1.10 To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a toy.
	1.11 To know a strength is a good quality of a piece of work.

1.12 To know a weakness is an area that could be improved. 

1.13 To know it is important to evaluate what they have created against the design criteria.  
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 
design
make
investigate
product

	
	
	
	
	Purpose 
Past
Present 
Products
Compare
Suitable 
Criteria


	
	Pupils should be taught:
· design purposeful, functional, appealing products for themselves and other users based on design criteria 
· select from and use a range of tools and equipment to perform practical tasks 
· select from and use a wide range of materials and components according to their characteristics 
· evaluate their ideas and products against design criteria 
· build structures, exploring how they can be made stronger, stiffer and more stable
	Design a kite to fly at the seaside 
1.14 To know what a kite is. 
1.15 To know that there are many different types of kites and they have many different purposes. 
1.16 To know purpose and the audience of the kite they will design and make. 
1.17 To know the design criteria of a kite to take to Mablethorpe. 
1.18 To know what materials and techniques to use to reinforce the structure of the shape of a kite. 
1.19 To know different tools have characteristics that make them suitable for specific purposes. 
1.20 To know design criteria are the explicit goals that their kite must achieve. (0.62-0.27)
1.21 To know how to use the design criteria to design their kite. 
1.22 To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a kite.
	1.23 To know a strength is a good quality of a piece of work.

1.24 To know  a weakness is an area that could be improved. 

1.25 To know it is important to  evaluate what they have created against the design criteria.  
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 
design
make
investigate
product

	
	
	
	
	Purpose 
Audience 
Criteria
Technique 


	
	Pupils should be taught:
· design appealing products for themselves and other users based on design criteria 
· select from and use a range of tools and equipment to perform practical tasks 
· evaluate their ideas and products against design criteria 
· explore and evaluate a range of existing products
· use the basic principles of a healthy and varied diet to prepare dishes
· understand where food comes from.
	Food Technology: Fruit salad/ kebabs 
1.26 To know the name and taste of a variety of fruits (list) [link to science].
1.27 To know why is important to eat fruit [link to science] 
1.28 To know where food comes from.
1.29 To know that is important to make a product looking appealing.
1.30 To know products can be compared by looking at a set of criteria and scoring both products against each one.  
1.31 To know design criteria are the explicit goals that their fruit kebab must achieve. 
1.32 To know how to use the design criteria to design their fruit kebab. 
1.33 To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a kebab.
	1.34 To know a strength is a good quality of a piece of work.

1.35 To know a weakness is an area that could be improved. 

1.36 To know it is important to evaluate what they have created against the design criteria.  
	cut
mix
build
stick
wood
card 
metal
tear
material
build
plastic 
design
make
investigate
product

	
	
	
	
	Variety 
Taste
Product
Compare
Criteria


	

	Pupils should be taught:
· design purposeful, functional, appealing products for themselves and other users based on design criteria 
· select from and use a range of tools and equipment to perform practical tasks 
· select from and use a wide range of materials and components according to their characteristics 
· evaluate their ideas and products against design criteria 
· explore and evaluate a range of existing products
· explore and use mechanisms
	GFL landscape: Explore mechanisms
2.1 To know properties of components and materials determine how they can and cannot be used.
2.2 To know how sliders can be used in a picture. 
2.3 To know what materials are appropriate to build a sliding picture. 
2.4 To know how split pins can be used to make something in a picture move. 
2.5  know different tools have characteristics that make them suitable for specific purposes. 
2.6 To know scissors are used for cutting paper/ thin card because they have sharp. 
2.7 To know ideas can be communicated in a variety of ways, including written work, drawings and diagrams, modelling, speaking and using information and communication technology. 
2.8 To know what the landscape of London looked like during the Great Fire of London. [link to history]
2.9 To know how to communicate ideas of the GFL landscape through drawings. 
2.10 To know how to use a plan to create a image of the Great Fire of London using split plan and sliders. 

	2.11 To know how to use a plan to make my end product and evaluate it using key vocabulary. 

2.12 To know finished products can be compared with design criteria to see how closely they match.

2.13 To know improvements can be planned.
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	Year 2
	Pupils should be taught:
· design purposeful, functional, appealing products for themselves and other users based on design criteria 
· select from and use a wide range of materials and components according to their characteristics 
· evaluate their ideas and products against design criteria 
· explore and evaluate a range of existing products
· build structures, exploring how they can be made stronger, stiffer and more stable
	Design and make a bridge [link to geo]
2.14 To know properties of components and materials determine how they can and cannot be used.
2.15 To know different tools have characteristics that make them suitable for specific purposes. 
2.16 To know how to use different tools and techniques to make a structure stronger, stiffer and more stable. 
2.17 To know ideas can be communicated in a variety of ways, including written work, drawings and diagrams, modelling, speaking and using information and communication technology. 
2.18 To know everything is made for a purpose. 
2.19 To know the purpose of designing and making a bridge. 
2.20 To know the design criteria for a bridge. 
2.21 To know how to plan the design of my bridge using the design criteria. 
2.22 To know how to make the bridge using the design. 

	2.23 To know finished products can be compared with design criteria to see how closely they match. 

2.24 To know improvements can then be planned. 
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	Properties [Y1]
Components [Y1]
Techniques [Y1]
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	Pupils should be taught:
· design appealing products for themselves and other users based on design criteria 
· select from and use a range of tools and equipment to perform practical tasks 
· evaluate their ideas and products against design criteria 
· explore and evaluate a range of existing products
· use the basic principles of a healthy and varied diet to prepare dishes
· understand where food comes from.
	Design and make a Super smoothie: Food technology 
2.25 To know the name and taste of a variety of fruits (list) [link to science].
2.26 To know where the fruits originate. 
To know why is important to eat fruit [link to science] 
2.27 To know that is important to make a product looking appealing.
2.28 To know products can be compared by looking at a set of criteria and scoring both products against each one.  
2.29 To know design criteria are the explicit goals that their smoothie must achieve. 
2.30 To know how to use the design criteria to design their smoothie. 
2.31 To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a smoothie.
	2.32 To know finished products can be compared with design criteria to see how closely they match. 

2.33 To know improvements can then be planned. 
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Year 3
	Pupils should be taught:
· generate, develop, model and communicate their ideas through annotated sketches 
· select from and use a wider range of tools and equipment to perform practical tasks 
· 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 their work
· understand how key events and individuals in design and technology have helped shape the world 
	Design and make Egyptian Jewellery  Clay, jewels, sculpting tools
3.1 To know products can be compared by looking at particular characteristics of each and deciding which is better suited to the purpose. 
3.2 To know different materials that can be used for jewellery in today’s society compared to in the Egyptian period.  
3.3 To know about appropriate materials for jewellery.
3.4 To know how to make different prototypes in different materials of their end product in order to evaluate them.  
3.5 To know how to experiment with different materials. 
3.6 To know what materials are now appropriate and have used key vocabulary to develop their own design criteria for their design.  
3.7 To know materials for a specific task must be selected on the basis of their properties. These include physical properties as well as availability and cost .
3.8 To know design criteria are the exact goals a project must achieve to be successful. 
3.9 To know the design criteria might include the product's use, appearance, cost and target user. 
To know about the materials and design criteria to create an annotated design of the end product. 
	3.10 To know asking questions can help others to evaluate their product, such as asking them whether the selected materials achieved the purpose of the model. 

3.11 To know finished products can be compared with design criteria to see how closely they match. 

3.12 To know improvements can then be planned. 
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	Pupils should be taught:
· 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 group
· generate, develop, model and communicate their ideas through discussion, annotated sketches, 
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
· understand how key events and individuals in design and technology have helped shape the world 
	Design Technology: Recycling, using something in a new way :Textiles 
3.13 To know what recycling is. 
3.14 To know the different ways to recycle clothes (reuse, redesign, preloved)[link to history] [link to Y5]
3.15 To know how recycling is used in today’s fashion culture. 
3.16 To know how changing culture can influence a design criteria. 
3.17 To know design criteria are the exact goals a project must achieve to be successful. 
3.18 To know the design criteria might include the product's use, appearance, cost and target user
3.19 To know it is important to make an annotated design of my end product. 
3.20 To know how to create my design using my own design criteria.
3.21 To know specific tools can be used for sewing materials. 
3.22 To know safety rules must be followed to prevent injury from sharp tools.
3.23 To know that a design can be adapted through the production stage. 

	3.24 To know asking questions can help others to evaluate their product, such as asking them whether the selected materials achieved the purpose of the model. 

3.25 To know finished products can be compared with design criteria to see how closely they match. 
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	Pupils should be taught:
· 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 
· 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 their work
· 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 and make a healthy menu – make the food – savoury 
3.26 To know savoury dishes associated with the United Kingdom (bubble and squeak link to WW2, Sunday roast, fish and chips)
3.27 To know savoury dishes traditionally associated with Italy. (Focaccia, pizza, gnocchi, past)
3.28 To know how to compare different products and explain their similarities and differences. 
3.29 To know products can be compared by looking at particular characteristics of each and deciding which is better suited to the purpose.
3.30 To know the nutritional value to different foods [linked to science].
3.31 To know the seasonality of a variety of foods. 
3.32 To know the importance of portion sizes. [links to science]
3.33 To know electrical appliances must only be used under the supervision of an adult. 
3.34 To know safety rules must also be followed when using electricity.
3.35 To know hygiene rules must be followed when working with food.
3.36 To know design criteria are the exact goals a project must achieve to be successful. 
3.37 To know these criteria might include the product's use, appearance, cost and target user. 
3.38 To know how to communicate ides through an annotated sketch.
3.39To know how to use a plan to create a product. 
	3.40 To know asking questions can help others to evaluate their product, such as asking them whether the selected materials achieved the purpose of the model. 

3.41To know finished products can be compared with design criteria to see how closely they match. 

3.42 To know improvements can be planned. 
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Year 4
	Pupils should be taught:
· 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 
· 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 their work
· understand and apply the principles of a healthy and varied diet
· understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed.
	Food technology ~ create a menu [linked to RE]
4.1 To know about cultural Indian food and the seasonality of them.
4.2 To know appropriate key vocabulary to describe Indian food. [linked to RE]
4.3 To know what a menu is. 
4.4 To know the appropriate format for a menu.  
4.5 To know annotated sketches and exploded diagrams show specific parts of a design, highlight sections or show functions. 
4.6 To know annotated sketched communicate ideas in a visual, detailed way. 
4.7 To know how to create an annotated sketch of their menu design. 
4.8 To know that is important to consider the aesthetics of their design. 
4.9 To know how to use my plans to inform making my final product. 
4.10 To know how to apply their understanding of computing to control, design and model their menu e.g.using word/publisher.
	4.11 To know how to write a detailed evaluation using key vocabulary. 

4.12 To know how to evaluate their products using the design criteria. 

4.13 To know evaluation can be done by considering whether the product does what it was designed to do, whether it has an attractive appearance, what changes were made.
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	Pupils should be taught:
· 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 
· 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 their work
· understand how key events and individuals in design and technology have helped shape the world Technical knowledge
· apply their understanding of how to strengthen, stiffen and reinforce more complex structures

	Design a Greek vase 
4.14 To know the historical importance of Greek Vases [linked to History] 
4.15 To know what material Greek Vases were made out of and why. 
4.16 To know the purpose of vases today.
4.17 To know what materials vases are made out of today. 
4.18 To know a comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
4.19 To know different materials have a range of properties, making them suitable for different tasks.
4.20 To know what materials are structurally appropriate for my Greek vase. 
4.21 To know how society and culture is represented through Greek Vases. 
4.22 To know how to interpret Greek culture in a modern way. 
4.23 To know how to create  a annotated design following a design criteria. 
4.24 To know how to mould and structure (add material) to create a vases following their design. 
4.25 To know how to ‘finsh off’ their product by painting on their Greek story onto the vase. 


	4.26 To know how to evaluate their products using the design criteria. 

4.27 To know evaluation can be done by considering whether the product does what it was designed to do, whether it has an attractive appearance, what changes were made.
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	Pupils should be taught:
· 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
· 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 their work
· understand how key events and individuals in design and technology have helped shape the world Technical knowledge
· 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].

	Rolls Royce car make - Mechanisms
4.28 To know there are many different types of vehicles.
4.29 To know vehicles have different purposes.
4.30 To know that vehicles are made up of different parts.
4.31 To know that ideas for their own designs can be obtained by looking at familiar products.
4.32 To make simple drawings and label parts.
4.33 To know a comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
4.34 To know different materials and components have a range of properties, making them suitable for different tasks.
4.35 To know how to use hand tools safely and appropriately.
4.36 To know the purpose for what they intend to design and make.
4.37 To know annotated sketches and exploded diagrams show specific parts of a design, highlight sections or show functions. 
4.38 To know exploded diagrams can communicate ideas in a visual, detailed way. 
4.39 To know they can develop their design ideas through discussion, observation and drawing. 
4.40 To know useful tools for cutting include scissors, craft knives, junior hacksaws with pistol grip and bench hooks. 
4.41 To know useful tools for joining include glue guns. 4.42 To know tools should only be used with adult supervision and safety rules must be followed. 
4.43 to know how to use wheels and axles, understanding that wheels and axles can be assembled in 2 different ways
1. Either the wheel is attached tightly to the axle and the axle is free to rotate, or
2. The axle is fixed with the wheel free to rotate around it.
4.44 To know how to measure and cut accurately.
To assemble, join and combine in order to make a vehicle.
4.44a To know how to integrate simple electric circuits into a working vehicle.
4.45 To know how to use appropriate finishing techniques.
	4.46 To know evaluation can be done by considering whether the product does what it was designed to do, whether it has an attractive appearance, what changes were made during the making process and why the changes were made.
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Year 5


	Pupils should be taught:
· 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
· 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 their work
· understand how key events and individuals in design and technology have helped shape the world Technical knowledge
· understand and use electrical systems in their products

	Create a Christmas card using mechanisms
5.1 To know what the history and purpose of a Christmas card. [link to History]
5.2 To know how Christmas cards have changed over time. 
5.3 To know comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
5.4 To know how to use the comparison table to create a design criteria.
5.5 To know how to use tools and techniques to create a pop up element. 
5.6 To know materials should be cut and combined with precision. 
5.7 To know there are many rules for using tools safely and these may vary depending on the tools being used.
5.8 To know how to create an electrical circuit [linked to science]
5.9 To know how to add a switch and light bulbs into a circuit [linked to science] 
5.10 To know how to use the design criteria to design a Christmas cards with mechanisms and circuits. 
5.11 To know how to appeal my product to certain market in society. 
5.12 To know how to create my final product using my own criteria.
5.13 To know testing a product against the design criteria will highlight anything that needs improvement or redesign. 
5.14 To know changes are often made to a design during manufacture. 


	5.15 To know how to write a detailed evaluation using key vocabulary. 
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	Pupils should be taught:
· 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
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
	Upcycling clothes –Textiles (linked to Y3)
5.16 To know about the historical and cultural changes in fashion post WW2. [linked to history]
5.17 To know about the properties of different materials and how they can be used for different uses. [linked to science]
5.18 To know a comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
5.19 To know materials should be cut and combined with precision. 
5.20 To know a pattern piece is a drawing or shape used to guide how to make something. 
5.21 To know there are many rules for using tools safely and these may vary depending on the tools being used
5.22 To know how to create my own design criteria. 
5.23 To know how to make an annotated design with explanation for my choices, using a design criteria. 
5.24 To know how to use the annotated design to upcycle a piece of clothing. 
5.25 To know testing a product against the design criteria will highlight anything that needs improvement or redesign. 
5.26 To know changes are often made to a design during manufacture. 


	5.27 To know evaluation can be done by considering whether the product does what it was designed to do, whether it has an attractive appearance, what changes were made during the making process and why the changes were made.

5.28 To know how to write a detailed evaluation using key vocabulary. 
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	Pupils should be taught:
· 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
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
· understand how key events and individuals in design and technology have helped shape the world Technical knowledge

	Design, make and trial different techniques to make orrery 
6.25 To know what an orrery is. [link to Y2 art/ link to Y6 science]
6.26 To know there is a specific design criteria linked to information about the planets. 
6.27 To know is important to understand the characteristics of different materials to select the most appropriate for a purpose.
6.28 To know how to accurately measure wood. 
6.29 To know how to safely cut wood using a saw. 
6.30 To know precision is important in producing a polished, finished product. 
6.31 To know correct selection of tools and careful measurement can ensure the parts fit together correctly. 
6.32 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.


	6.33 To know how to evaluate my prototype against the design criteria.
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Year 6
	Pupils should be taught:
· 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 
· 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 their work
· understand how key events and individuals in design and technology have helped shape the world Technical knowledge
· apply their understanding of computing to program, monitor and control their products.
· understand and apply the principles of a healthy and varied diet

	Design and make a chocolate bar wrapper
6.1 To know about the impact of healthy living and nutritional information on packaging. [Link to science/ history]
6.2 To know where to find nutritional information on packaging.  [link to Y3]
6.3 To know what current society’s needs are. 
6.4 To know why appealing packaging is so important.  
6.5 To know comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
6.6 To know a design criteria should cover the intended use of the product, age range targeted and final appearance.
6.7 To know healthy of the user has to be taken into account when designing a new product.
6.8 To know it is important to understand the characteristics of different ingredients to select the most appropriate for a purpose.
6.9 To know how to use computer design to design a chocolate bar wrapper. 
6.10 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.
6.11 To know how to apply their understanding of computing to control their design.


	6.12 To know the precise vocabulary to write an informed evaluation of their product along with potential next steps.  
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	Nutrition [Y3]
Packaging
Society
Culture [Y3,4]
Appealing
Targeted
Appearance [Y4]
Aesthetically pleasing
Computer design 
Iterative process
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	Pupils should be taught:
· 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
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
	Design, make and trial different techniques to make a volcano 
6.13 To know what structures need to be tall and strong.
6.14 To know what shapes are successful structures. 
6.15 To know what materials make successful structures.  
6.16 To know comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored. 
6.17 To know it is important to understand the characteristics of different materials to select the most appropriate for a purpose.
6.18 To know what a cross sectional diagram is and use this to plan their prototype.  
6.19 To know the design criteria should cover the intended use of the product, and final appearance. 
6.20 To know that is important to use the design and design and design criteria when creating the volcano. 
6.21 To know precision is important in producing a polished, finished product.
6.22 To know correct selection of tools and careful measurement can ensure the parts fit together correctly. 
6.23 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.
 

	6.24 To know how to evaluate my prototype against my own design criteria.
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	Volcano 
Structure [Y2,3,4]
Successful [Y2]
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Key

Black = substantive knowledge
Grey = disciplinary knowledge 
( ) = extra information 
[ ] = links to other year groups and subjects
Bold vocabulary = new vocabulary 

