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	Six, interrelated principles have been agreed by the National Curriculum Expert Group for D&T. They describe the features of a genuine D&T experience from the pupils’ perspective and can be applied to all material areas and aspects of the subject. Each principle should be evident to a greater or lesser degree in each project that pupils undertake. The principles do not represent an exhaustive list but provide a helpful starting point for clarifying and securing the distinctive nature of D&T in the classroom. The new National Curriculum requirements are consistent with the six principles:
  User  Purpose  Functionality  Design Decisions  Innovation  Authenticity

	User
	Pupils should have a clear idea of who they are designing and making products for, considering their needs, wants, values, interests and preferences. The intended users could be themselves or others, an imaginary or story-based character, a client, a consumer or specific target group.

	Purpose
	Pupils should be able to clearly communicate the purpose of the products they are designing and making. Each product they create should be designed to perform one or more defined tasks. Pupils’ products should be evaluated through use.

	Functionality
	Pupils should design and make products that work/function effectively in order to fulfil users’ needs, wants and purposes.

	Design Decisions
	Pupils need opportunities to make their own design decisions. Making design decisions allows pupils to demonstrate their creative, technical and practical expertise, and draw on learning from other subjects. Through making design decisions pupils decide on the form their product will take, how their product will work, what task or tasks it will perform and who the product will be for.

	Innovation
	When designing and making, pupils need some scope to be original with their thinking. Projects that encourage innovation lead to a range of design ideas and products being developed and are characterised by engaging open-ended starting points for learning

	Authenticity
	Pupils should design and make products that are believable, real and meaningful to themselves and others.









	 
	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  
· 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 
· 
	Textiles: Design and make a peg doll

1.1 To know that toys are made for a purpose. 
1.2 To know the materials used for toys in the past and present [link to history, science]
1.3 To know the materials used in the past to make dolls (material, clay, wood, plastic,) [link to Y1 science] 
1.4 To know materials in the present to make dolls.
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 what a Victorian peg doll is
1.7 I know why peg dolls were made
1.8 To use a range of materials to make their peg doll.
1.9(a) To know design criteria are the explicit goals that their toy must achieve. 
1.9(b) To know how to use the design criteria to design their peg doll.
1.10(a) To know how to use hand tools safely and appropriately and learn to follow safety procedures 
1.10(b) With help, to know how to measure and mark out, cut, shape and score materials with some accuracy (3.21)
1.10(c)To know how to cut, shape and join fabric to make a simple product (3.22);  to manipulate fabrics in simple ways to create the desired effect; 
1.11 To know how to make a basic running stitch.
1.12(a) To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a peg doll 
1.12(b) I can use my design criteria to make my peg doll 
1.13 To know it is important to evaluate what they have created against the design criteria 









1.1 To know that toys are made for a purpose of entertaining and to develop children’s imagination.  
1.2 To know that toys made in the past differ to those produced and played with today but they all still have the same purpose. (1.1 History) 
1.3 To know the materials used in the past to make toys (wood, metal) [1.1 science)  
1.4 To know materials used in the present to make toys. (1.1,1.4  history 1.2, 1.3 science) 
1.5 To know materials are suitable for different purposes, depending on their specific properties (3.20) 
1.6To know the names and use a range of materials to make their peg toy (1.1 science) 
1.7a To know how to use hand tools safely and appropriately and learn to follow safety procedures 
1.7b With help, to know how to measure and mark out, cut, shape and score materials with some accuracy (3.21) 
1.8 To know how to cut, shape and join fabric to make a simple product (3.22); 
1.9 To know how to manipulate fabrics in simple ways to create the desired effect; 
1.10 To know the basic running stitch 
1.11To know and apply simple finishing techniques to improve the appearance of their product, such as adding embellishments and simple decorations (3.23) 
To know and talk about what they are making to other 
1.12 To know a strength is a good quality of a piece of work. 
1.13 To know a weakness is an area that could be improved.  
1.14 To know it is important to evaluate what they have created against the design criteria (3.23) 
 

	1.14(a) To know a strength is a good quality of a piece of work.

1.14(b) To know a weakness is an area that could be improved. 
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	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 
	Structures: Design a kite that must fly, to fly at the seaside.  
1.15(a) To know what a kite is.  
1.15(b) 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. (1.1 science)  
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.  
 
	Composite is for children to have a finished product that will fly at the seaside.   
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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. 
	Cooking and Nutrition: Design and make a healthy fruit salad as a healthier dessert option. 
1.26 To know the name of a variety of fruits 
1.27 To know that 5 pieces of fruit and vegetables should be eaten each day as part of a healthy and balanced diet [Science 1.11-1.14] [2.27] 
1.28 I know where different foods come from.
1.29 to know why products need to look appealing.
1.30 To know that a fruit salad is a dish that contains a variety of fruits.
1.31 To know that there are many different fruits ​
1.32 To know the different tastes of fruit.
1.33 To know how to use the design criteria to design their fruit kebab. 
1.34 To know how to use my design criteria to make my fruit kebab. 
1.35 To know how to evaluate my kebab 
	To know a strength is a good quality of a piece of work. To know a weakness is an area that could be improved. To know it is important to evaluate what they have created against the design criteria.   
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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 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 [for example, levers, sliders, wheels and axles], in their products.
	Mechanisms: To Design and make a moving picture 

2.1 To know what a moving picture is
2.2 To know how to evaluate a range of moving picture books

2.3 To know what a slider mechanism is
2.4 To know how a slider mechanism is used in a moving picture
2.5 To know how sliders can be used in a picture.  
2.6 To know what materials are appropriate to build a sliding picture. (1.2 science) 
2.7 To know how split pins can be used to make something in a picture move.  
2.8 To know different tools have characteristics that make them suitable for specific purposes.  
2.9 To know scissors are used for cutting paper/ thin card because they are sharp.  
2.10 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.  
2.11(a) To know how a wheel mechanism works in a moving picture.
2. 11(b) To know that I need a card disc for my wheel mechanism.
2.11(c) To know how to draw a square and cut it out.
2.11(d) To know how to use and fix a split pin
2.11(e) To know how to draw images for my wheel mechanism
2.11(f) To know how to turn the disc to check that it works.
2.12 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.
2.13(a) To know which mechanism I am going to choose to make my own moving picture.
2.13 (b)To decide to use a slider, lever or wheel mechanism for my moving picture.
2.14 (a) To design a moving picture.
2.14(b) To know what materials and equipment are needed to make my moving picture.
2.15(a) To know how to create a plan 
2.15(b) To know how to use a plan to make my end product and evaluate it using key vocabulary.  
2.16(a) To know it is important to evaluate what they have created against the design criteria.  
2.16(b) To know finished products can be compared with design criteria to see how closely they match. 
 2.17To know improvements can be planned.

	2.15(b) To know how to use a plan to make my end product and evaluate it using key vocabulary.  
 
2.16(b) To know finished products can be compared with design criteria to see how closely they match. 
 
2.17 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 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 
· build structures, exploring how they can be made stronger, stiffer and more stable 
	Structures: Design and make a bridge to hold a toy car.  
Dowling or lollipop sticks 
2.18(a) To know properties of components and materials determine how they can and cannot be used. (1.1, 1.2 science) 
2.18(b) To know the different characteristics of materials.(1.2,1.2 science)  
2.19 To know different tools have characteristics that make them suitable for specific purposes.  
2.20 To know how to use different tools and techniques to make a structure stronger, stiffer and more stable.  
2.20a To know how to measure materials.  
2.21 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.  
2.22 To know everything is made for a purpose.  
2.23 To know the purpose of designing and making a bridge.  
2.23a To know how to join materials in different ways.
2.23b To know how to join to make them stronger.  
2.23c To know that they can use their own ideas to make it stronger.  
2.24 To know the design criteria for a bridge.  
2.25 To know how to plan the design of my bridge using the design criteria.  
2.26 To know how to make the bridge using the design.  
2.27 To know finished products can be compared with design criteria to see how closely they match.  
2.28 To know improvements can then be planned.  
 
 
	2.28a To successfully hold a car/ object on their bridge, with the structure still standing. 
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	Year 2 
	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 

	Textiles: Design and make a fidget bag
2.29 To know what a fidget is.
2.30 To know there are a range of fidgets including textile fidgets. When did they start and become popular?
2.31 To know purpose and the audience of a fidget they will design and make.  
2.32 To know the design criteria
2.33 To explore a range of materials that could be used to design and make a fidget bag.
2.34 To know what materials and techniques to use.
2.35 To know design criteria are the explicit goals that their fidget bag must achieve. 
2.36 To know how to use the design criteria to design their fidget bag.  
2.37 To know how to draw on their taught knowledge of materials and techniques, drawing on key vocabulary to make a fidget bag.
2.38 To know products can be compared by looking at a set of criteria and scoring both products against each one.  
2.39 To know design criteria are the explicit goals that their fidget bag must achieve. 
2.40 To know how to use the design criteria to design their fidget bag. 
2.41To know a strength is a good quality of a piece of work. 
2.42 To know a weakness is an area that could be improved.  
2.43 To know it is important to evaluate what they have created against the design criteria.  
	To know that evaluation does not just happen after the product is made but that evaluations happening throughout testing and making.  
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Year 3 
	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 
· 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
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]  
	Mechanisms: Design and make an Egyptian Shaduf.  
3.01 To know what an Egyptian Shaduf is. (3.6 history) 
3.02a To know the purpose of an Egyptian Shaduf.  
3.02b To know how the Shaduf fit into historical Egypt. (3.7 history) 
3.03 To know and understand how key events and individuals in design technology have helped to shape the world.  
3.04 To know how to use mechanical systems in their products.  
3.05 To know how to use a lever system.  
3.06 To know that creating a weight to one end will lift the other end of the lever.  
3.07 To know to investigate an analyse existing products. 
3.08 To know how to use research and develop design criteria to inform the design of functional products fit for a purpose.  
3.09 To Know how to generate, develop, model and communicate ideas through cross sectional/ exploded diagrams.  
3.10a To know how to create a prototype to aid the design process. 
3.10b To know how to select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately. 
3.10c To know how to select from and use a wider range of materials and components, including construction materials. (1.1, 1.2  science) 
3.11a To know how to evaluate products against existing design criteria.  
3.11b To know and understand the mechanical product in own products.  
3.11c 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.  
3.11d To know finished products can be compared with design criteria to see how closely they match.  
3.12a To know improvements can then be planned.  
	3.12b Composite to be a functional Shaduf with a working mechanism. 
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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 
· 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
·   
	Textiles: To Design and make a pencil case  – using a basic stitch
3.13 To know what a pencil case is used for.
3.14 To know the different types of pencil case, their uses and users.
3.15 To know how to explore, investigate and use a range of textiles products that have a selection of stitches, joins, fabrics, finishing techniques, fastening and purposes linked to the product they will design, make and evaluate.
 3.16To know that that a simple fabric shape can be used to make 3d textiles projects.  
3.17 To know safety rules must be followed to prevent injury from sharp tools.
3.18 To use knowledge to design innovative and appealing products that have a clear purpose and are aimed at a specific user 
3.19 To know that how to explain their choice of materials and components including function and aesthetics during the planning stage (1.5) 
3.20 To know how to measure, cut, shape and join fabric with some accuracy to make a simple product (1.8, 5.19); 
3.21To know how to join textiles with an appropriate sewing technique; (Running stitch) (1.8, 5.23) 
3.22 To know different and appropriate finishing techniques to improve the appearance of a product (1.11)  
3.23 To know how asking questions can help others to evaluate their product, such as asking them whether the selected materials achieved the purpose of the model (1.14).  

	 3.24 To know how to use a plan to make my end product and evaluate it using key vocabulary.  
 
3.25 To know finished products can be compared with design criteria to see how closely they match. 
 
3.26 To know improvements can be planned. 

This work acts as a component part for the Year 5 designing and making a phone case. 
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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. 
	Food & Nutrition: Design and make a healthy menu – make savoury food - pizza
3.27 To recall knowledge of what is a balanced diet [Science] 
3.28 To know that foods, like pizza, are high in fat and calories, and should be eaten in moderation 
3.29 To know that there are healthier, alternative pizza bases that can be used 
 3.30 To know that there are healthy alternatives to lots of familiar food. 
3.31 To know, through research, alternatives to the traditional dough pizza base  
https://www.bbcgoodfood.com/howto/guide/alternative-pizza-base-recipes 
3.32 To know products can be compared by looking at particular characteristics of each and deciding which is better suited to the purpose (crispy pizza base, stringy cheese) 
3.33 To know how to conduct taste tests in deciding which alternative pizza base to use [2.36] 
3.34 To know that when designing the pizza toppings, I need to find out the user’s/consumer’s needs/wants 
3.35 To know that these needs and wants form a crucial part of the design criteria 
3.36 To know that adding herbs during cooking at to season at the end adds flavour. (trying different herbs)  
3.37 To know the names of popular herbs e.g basil, coriander, parsley, chives. 
3.38 To know that herbs can be identified by their taste, smell and appearance. 
3.39 To know that herbs can be used form their fresh form and their dry form.  
3.40 To know the seasonality of a variety of foods for the UK.  Beetroot, tomatoes, spinach, bell pepper, sweetcorn, avocado, onions. Goat’s cheese can be added too. (Skills to include, peel, chop, grate, slice).  
3.41 To know that an exploded diagram can be used to communicate design ideas, including the toppings of the pizza (Image below to be cut and pasted onto medium)
   [image: C:\Users\L.Fearon-king\AppData\Local\Microsoft\Windows\INetCache\Content.MSO\E60CECD.tmp] 

3.42 To know electrical appliances, including ovens, must only be used under the supervision of an adult.  
3.43 To know hygiene rules must be followed when working with food. 
3.44 To further embed the knowledge of some of the following skills: peeling, chopping, slicing, grating, mixing, spreading, kneading and baking. 
3.45 To know asking questions to the user, consumer can help to evaluate their product 
3.46 To know improvements can be planned and made. 
 
	3.47 Apply knowledge of recipe made in school to the home setting  
 
3.48 To know how to find alternative, healthier alternatives for other dishes 
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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 
· 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
· apply their understanding of how to strengthen, stiffen and reinforce more complex structures
	Structures: Design and make a Christmas decoration 
4.01 To know what the history and purpose of a Christmas decorations. [History]
4.02 To know how Christmas decorations have changed over time.  
4.03 To know comparison table can be used to compare products by listing specific criteria on which each product can be judged or scored.  
4.04 To know how to use the comparison table to create a design criterion. 
4.05 To know how to use the comparison table to create a design criterion. 
4.06 To know how to use my design criteria to design my Christmas decoration.
4.07 To draw a simple design of a chosen Christmas decoration
4.08 To choose materials for my design that will help my product to be strong and sturdy.
4.09 To know how to use the design criteria to design a Christmas decoration.  
4.10 To know there are many rules for using tools safely. 
4.11 To know how to make my decoration look appealing.
4.12 To know how to create my final product using my own criteria. 
4.13 To know testing a product against the design criteria will highlight anything that needs improvement or redesign.  
4.14 To evaluate my final product. 



	4.15(a) 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. 
4.15(b) To know how to write a detailed evaluation using key vocabulary.  
	: seasonality, Christmas, decorations, materials, structures, product, make, investigate, criteria,
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	Pupils should be taught:  
· develop design criteria to inform the design of products that are fit for purpose, aimed at particular individuals or groups. 
·  Generate, develop, model and communicate realistic ideas through discussion and, as appropriate, annotated sketches, cross-sectional and exploded diagrams.  
· Order the main stages of making. 
· Select from and use tools and equipment to cut, shape, join and finish with some accuracy. 
· Select from and use materials and components, including construction materials and electrical components according to their functional properties and aesthetic qualities. 
· Investigate and analyse a range of existing  
· battery-powered products. 
· Evaluate their ideas and products against their own design criteria and identify the strengths and areas for improvement in their work. 
· understand how key events and individuals in design and technology have helped shape the world 
· Understand and use electrical systems in their products, [for example such as series circuits incorporating switches, bulbs and buzzers]

	Electrical Systems: To design and make a torch  
4.16 I can identify electrical products within the classroom or those at home.  
4.17 I can discuss electrical conductors and insulators.  
4.18 To know how to use a battery in a circuit.  
4.19 To analyse and evaluate electrical torches  
4.20 To know that electrical lamps and torches have changed over time. [History]  
4.21 To know the features of a torch  
4.22 To design a product to fit a set of specific user needs.  
4.23 To use my comparison table to support my design criteria.  
4.24 To know how to use my design and design criteria to make my torch.  
4.25 To choose materials considering the needs of the buyer.  
4.26 To use appropriate equipment to cut and attach materials.  
4.27 To make and evaluate my torch  
4.28 To make a working circuit with a switch  
4.29 To assemble a torch according to my design criteria.  
4.30 To assemble which satisfies the success criteria  
4.31 To evaluate their ideas and product against their own design criteria.  
4.32 To identify the strengths and area for improvement in their work.



. 


	4.32a To know evaluation can be done by considering whether the product does what it was designed to do against the design criteria.  Does it work, is it strong, what changes were made during the making process and why the 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 
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]. 

	Mechanisms: Design and make a moving gear system
4.33 To know what a mechanism is.
4.34 To know why they are important
4.35 To know that levers, pulleys and gears are all different
types of mechanism.
4.36 To understand what gears are and how they are used in the real world.
4.37 To know what makes a good gear system.
4.38 To complete a design criteria.
4.39 To use my design criteria to support my exploded diagram
4.40 To create an exploded diagram
4.41 To know how to use my design and design criteria to make my moving gear system.
4.42 To use appropriate equipment to cut and attach materials.
4.43 To assemble my working gear system to the back card.
4.44 To make and evaluate my moving gear system.
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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 mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]
· understand and use electrical systems in their products 
· understand how key events and individuals in design and technology have helped shape the world 
· 
	Mechanisms: Create a Christmas card using a pop-up mechanisms
5.1 To know what the history and purpose of a Christmas card. (5.5 history Victorians) 
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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	Purpose [Y1,2,3,4,] 
Comparison [Y4] 
Pop up 
Element 
Combine 
Precision 
Criteria [Y1,2,3,4] 
Mechanism 
Manufacture 

	
	· 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 
· understand how key events and individuals in design and technology have helped shape the world 
· 
	Textiles: To Design and make a phone case
5.15 To know about the properties of different materials and how they can be used for different uses. [linked to science]
5.16 To know how to research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, 
5.17 To know how to create a design criteria for a mobile phone case. 
5.18 To generate, develop, model and communicate their ideas through discussion. 
5.19 To generate, develop, model and communicate their ideas annotated sketches. 
5.20 To know how to generate, develop and communicate their ideas through discussion and prototypes.
5.21 I know how to make a paper template for a mobile phone case.
5.22  I know how to sew a running stitch, backstitch and overcast stitch.
5.23 I know how to choose which stitch I will use on my final felt phone case.
5.24 I know why the stitch I have chosen is the most appropriate to use on my final felt phone case. 
5.25 I know how to select decorations aimed at my target market thinking about colours, patterns and textures.
5.26 I know how fastenings vary in functionality.
5.27 I know that my design criteria to support my choices of fastenings and stitches.
5.28 I now how effectively my design meets the design criteria.
5.29 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.
5.30 To know how to write a detailed evaluation using key vocabulary. 



	5.30 a To know how to evaluate my product against the design criteria. 
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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 
· apply their understanding of computing to program, monitor and control their products.
 
	Design, make and trial different techniques to make orrery 
Computer Aided Design
5.31 To know what an orrery is. [link to Y2 art/ link to Y6 science] 
5.32 To know there is a specific design criteria linked to information about the planets. 
5.32 a To know how to apply their understanding of computing to program, monitor and control their products.  
5.33 To know is important to understand the characteristics of different materials to select the most appropriate for a purpose.
5.34 To know how to accurately measure wood. 
5.35 To know how to safely cut wood using a saw. 
5.36 To know correct selection of tools and careful measurement can ensure the parts fit together correctly. 
5.37 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.


	5.38 To evaluating their product against their design criteria. This should be in depth and detailed.
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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  
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]

	CAMS Mechanisms: Design and make a moving toy 
to show the Year 1’s (linking to their toy project)  
6.1To understand there are different types of movements (rotary, oscillating and reciprocating) related to mechanical systems (cams)  
6.2 To be able to label different part of a cam mechanism. 
6.3 To understand what endangered means and to research animals that are endangered specifically in South America.  
6.4 To choose an animal and to consider the parts that will move. 
6.5 To complete a design criteria. 
6.6 To sketch the chosen animal, designing the moving element. 
6.7 To know how to communicate ideas through annotated sketches/diagrams/prototypes to demonstrate their understanding. 
6.8 To create the moving element choosing the correct parts for the moving mechanism. 
6.9 To identify a suitable shaped cams that will help create the motion range for their toy. 
6.10 to use equipment safely and accurately. 
6.11 To join materials together to make a strong structure for their cam. 
6.12 To construct a framework for their cam 
6.13 To build moving toy by putting all the correct components together. 
6.14 I can use my design criteria to support my cam mechanism. 
6.15 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process. 
6.16 To know how to use my design criteria to evaluate my end product. 
6.17 To produce a functional, appropriate toy to show and teach to Year 1, linking to previous knowledge of old toys in Year 1 Aut 1


	Composite  
6.18 To know what worked and to know how to improve. 

	cams, 
 slide,  
follower, mechanism, mechanical, movement, rotary,  
linear, reciprocating, materials, endangered, build, 
sketch,  
criteria,  
design,  
make, investigate, product, properties, technology, evaluate


	
	· 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.
· apply their understanding of how to strengthen, stiffen and reinforce more complex structures 
	Structures: To design and make a Mosque:

6.19 To understand what a mosque is and who uses a mosque [links to RE & His]
6.20 To know when the first mosque was built in UK and what they look like then and now.
6.21 to understand the features of a mosque.
6.22 To understand structures.
6.23 To complete a design criteria.
6.24 To design a mosque including the features of a mosque.
6.25 To use a cross-diagonal diagram
6.26 To know how to communicate ideas through annotated sketches/diagrams/prototypes to demonstrate their understanding.
6.27 To understand the characteristics of different materials to select the most appropriate for a purpose.
6.28 To join materials together to make a strong structure for their mosque
6.29 To construct a framework for their mosque
6.30 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.
6.31 To complete my mosques
6.32 I can use my design criteria to support mosque design.
6.33 To know design is an iterative process, meaning alterations and improvements are made continually throughout the manufacturing process.
To know how to use my design criteria to evaluate my product.
6.34 To know how to use my design criteria to evaluate my final product.






	6.35 To know what worked and to know how to improve.
 
	structure, mosque, 
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worship, 
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investigate, product, properties, technology, evaluate


	 
	·  Pupils should be taught: 
· understand a recipe can be adapted by adding / substituting ingredients
· explain seasonality of foods 
· learn about food processing methods
· name some types of food that are grown, reared or caught in the UK or wider world 
· adapt recipes to change appearance, taste, texture or aroma. 
· describe some of the different substances in food and drink, and how they can affect health
·  prepare and cook a variety of savoury dishes safely and hygienically including, where appropriate, the use of heat source. 
· use a range of techniques confidently such as peeling, chopping, slicing, grating, mixing, spreading, kneading and baking.

	Food & Nutrition: Design and make a South American empanada with healthy filling.

6.36 To learn about the countries that make up South America
6.37 To learn about traditional United Kingdom dishes and South American dishes
6.38 To learn about traditional South American dishes
6.39 To compare ingredients and meal types with UK food
6.40 What are empanadas and which countries eat them?
6.41 To look at traditional empanada ingredients.
6.42 To understand a balanced diet using the Eatwell plate
6.43 To know what makes a good empanada
6.44 To know what to add to the ingredients to make it taste good.
6.45 To know when designing an empanada, I need to know user’s/consumer’s needs/wants.
6.46 Knowing the needs and wants form a crucial part of the design criteria
6.47 To be able to explain seasonality
6.48 To know that herbs can make the ingredients taste better.
6.49 To know the names of popular herbs e.g basil, coriander, parsley, chives and they can be in fresh form and dry form.
6.50 I can use words, annotated sketches and information and communication technology as appropriate to develop and communicate ideas.
6.51 I can write a step-by-step recipe to make my product.
6.52 To know electrical appliances, including ovens, must only be used under the supervision of an adult.  
6.53 To know hygiene rules must be followed when working with food. 
6.54 To confidentially apply a range of techniques peeling, chopping, slicing, grating, measuring, mixing, spreading, kneading and baking. 
6.55 To know asking questions to the user, consumer can help to evaluate their product 
6.56 To know improvements can be planned and made.



	6.57 Apply knowledge of recipe made in school to the home setting.
6.58 To use alternative and healthier ingredients for other dishes.

	 South America, recipe, ingredients, processed, balanced diet, healthy, nutrients, herbs, seasonality, flavour, taste, technology, culture, evaluate, equipment, design, 
make, 
product, 
user, 
purpose, 
skills, 
technique, criteria, 
research, diagram.
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