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Design & Technology

EYFS

Expressive Arts and Design ELG: Creating with Materials

Children at the expected level of development will: - Safely use and explore a variety of
materials, fools and techniques, experimenting with colour, design, texture, form and function; -
Share their creations, explaining the process they have used; - Make use of props and materials
when role playing characters in narratives and stories.

ELG: Being Imaginative and Expressive

Children at the expected level of development will: - Invent, adapt and recount narratives and
stories with peers and their teacher; - Sing a range of well-known nursery rhymes and songs;
Perform songs, rhymes, poems and stories with others, and — when appropriate — try to move in
time with music.




Designing

DT: Key Stage 1
Making

Evaluating

Technical
Knowledge

Food
Technology

Design - purposeful, functional,
appedling products for themselves and
ofher vsers based on design criteria
Design - generate, develop, model and
commmunicate their ideas through falking,
drawing, templates, mock-ups and,
where appropriate, information and
communication technology

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

select from and use a wide
range of materials and
components, including
construction materials,
textiles and ingredients,
according fo their
characteristics

explore and evaluate a
range of existing products
evaluate their ideas and
products against design
criteria

build structures, exploring
how they can be made
stronger, stiffer and more
stable

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

use the basic principles of a
healthy and varied diet to
prepare dishes

understand where food
comes from

use own ideas to
design something and
describe how their
own idea works

« uUse own ideas to
make something
+ make a product

+ describe how
something works
+ explain what

* make their own
model stronger

« cut food safely

different ways

* measure materials
to use in a model
or structure

do so

;: design a product which moves works well c_:nd
Q which moves « choose not so wellin the
- explain to someone appropriate model they
else how they want to resources and have made
make their product tools
and make a simple
plan before making
think of an idea » choose tools and + explain what * make a model « weigh
and plan what to materials and went well with stronger and ingredients to
do next explain why they their work more stable use in a recipe
? explain why they have CToﬁe:‘ ’rhedm + use wheels and « describe the
Q have chosen * jonma e”C;S.Cm axles, when ingredients used
; specific textiles components in appropriate to when making c

dish or cake




DT: Key Stage 2

Designing

Making

Evaluating

Technical
Knowledge

Food
Technology

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 sketfches,
cross-sectional and exploded
diagrams, profotypes, pattern pieces
and computer-aided design

select from and use a wider
range of tools and equipment fo
perform practical tasks [for
example, cutting, shaping.
joining and finishing]. accurately
select from and use a wide
range of materials and
components, including
consfruction materials, fextiles
and ingredients, according to
their functional properties and
aesthetic qualities

investigate and analyse a
range of existing products
evaluate their ideas and
products against their own
design criferia and consider
fhe views of others fo
improve their work
understand how key events
and individuals in design
and fechnology have
helped shape the world

apply their understanding of how
to strengthen, sfiffen and
reinforce more complex
structures

understand and use mechanical
systemns in their products [for
example, gears, pulleys, cams,
levers and linkages]

understand and use electrical
systemns in their products [for
example, series circuits
incorparating swifches, bults,
buzzers and motors]

apply their understanding of
computing to program, monitor
and confral their products.

undersfand 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

prove that a design
meets a set criteria.
design a product
and make sure that it

= follow a step-by-step plan,
choosing the right
equipment and materials
= select the most

+  explain how to
improve a finished
model

+  know why a model

*+  know how to
strengthen a product
by stiffening a given
part or reinforce a part

+ describe how food
ingredients come
together

+ weigh out ingredients

a range of ways,
including by sketches
and drawings which
are annotated

= measure accurately

orginal design hos
been improved

+  present a productin
an interesting way

«  Use IT, where
appropriate, to add to
the quality of the
product

- locks attractive appropriafe tools and has, or has nof, been of the structure and follow a given
g choose a material techniques for a given fask successful * useasimplell recipe to create a dish
— for both its suitability = make a product which program within the + talk about which food
(M) and its appearance uses both electrical and design is healthy and which
mechanical components food is not
= work accurately o =  know when food is
meaqsure, make cuts and ready for harvesting
make holes
use ideas from other = know which tools to use for | = evaluate and suggest = links scientific +  know how to be both
people when designing a particular task and show improvements for knowledge by using hygienic and safe
produce a plan and knowledge of handling design lights, switches or when using food
< e};‘;:g'vr:e':e ond adant the toal + evaluate products for buzzers « bring a creative
(1)) Erorkwh en original P * know which material is both their purpose +  use electrical systems element to the food
o] ideas do not work likely to give the best and appearance to enhance the quality product being
; communicate ideas in oufcome +  explain how the of the product designed




Designing

DT: Key Stage 2
Making

Evaluating

Technical
Knowledge

Food
Technology

use research and develop design
criteria to inform the design of
innovative, functional, appedling
products that are fit for purpose.,
aimed at particular individuals or
groups

generate, develop, model and
communicate their ideas through
discussion. annotfated sketches,
cross-secfional 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, culling. shaping.
joining and finishing], accurately
select from and use a wide
range of materials and
components, including
consfruction materials, textiles
and ingredients, according fo
their functional properties and
aasthefic gualifies

investigate and analyse a
range of existing products
evaluate their ideas and
products against their own
design criferia and consider
the views of others to
improve their work
understand how key events
and individuals in design
and fechnology have
helped shape the world

apply their understanding of how
to strengthen, stiffen and
reinforce more complex
structures

understand and use mechanical
systems in ther products [for
example, gears, pulleys, cams,
levers and linkages]

understand and use electrical
systems in their products [for
example, seres circuils
incorporating switches, bulbs,
buzzers and motors]

apply their understanding of
computing to program, monitar
and confrol their products.

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 technigues
undersfand seasonality and
know where and how a
variety of ingredients are
grown, reared, caught and
processed

+ come up witha * use arange of tools and * suggest altemative * links scientific * be both hygienic and
range of ideas ofter equipment competently plans; outlining the knowledge to design by safe in the kitchen
collecting information | = make a prototype before positive features and using pulleys or gears *  know how to prepare a
from different sources making a final version draw backs *  uses more complex IT meal by collecting the

=< +  produce a detailed, +  make a product that relies +  evdludte appedrance program to help ingredients in the first
g step-by-step plan on pulleys or gears and function against enhance the quality of place
— *  explainhowa original criteria the product produced *  know which seasan
o product will appeal to various foods are
a specific audience available for harvesting

+ design a product that
requires pulleys or
gears

+  use market research = know which tool to use fora | »  know how to test and +  use electrical systems + explain how food
to inform plans and specific practical task evaluate designed correctly and ingredients should be
ideqs. *  know how to use any tool products accurately to enhance stored and give reasons

+ follow and refine correctly and safely +  explain how products a given product +  work within a budget to

< original plans *  know what each tool is should be stored and *  know which IT product create a meal
g + justify planningina used for give reqsons would further enhance + understand the
— convincing way +  explain why a specific tool +  evaluate product a specific product difference between a
o~ * show that culture and is best for a specific action against clear criteria + use knowledge to savoury and sweet dish
society is considered improve a made
in plans and designs product by
strengthening, stiffening
or reinforcing




Year 1

Year 2

Year 3

Year 4

Year 5

Year é

mechanical electrical,
materials, designer,
product, construct,
structure, moving parts,
tools, outcome,
equipment

stronger, stiffer, stable,
diagram, components,
joining, folding, rolling,
binca fabric, template,
assemble

axel, lever, criteria,
stable, strong, durable,
audience, packaging,
sliders

mechanism function,
purpose, finish, model,
linkages, cams, pulleys,
gears, functional
products

components, inventors,
innovate, complex,
reinforce, strengthen,
adapt, substitute,
designers, input, output

hydraulics, pneumatics,
precision, prototype,
sequential diagram,
specifications, abrasive,
components, modify






