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	Reception
	Year 1/2 (A)
1) Stable structure using cardboard (Toy car garage)
2) Moving picture for book
3) Smoothie/Fruit Salad
	Year 1/2 (B)
1) Vehicle using construction kit + card for chassis 
3) Pizzas (using bread base)
4) Fabric (easy to sew!) glove puppets

	Year 3/4 (A)
1)Mini greenhouse (stable structure w range of resources Inc CAD)
4) Seasonal Stockings (sewing unit) recap stitches from Y2 + 1 more. 
5) Inventors unit

	Year 3/4 (B)
1) Light up signs (can be done with lollipop sticks to reduce need to cut and measure wood or square doweling if woodwork skills wanted. Inc CAD.)
3) Seasonal food
2) Creating product based on needs & wants of user. (Pop up bk for Y1)
	Year 5
1) Catapult design (Inc CAD)

4) Fashion & textiles recap and refine stitches from previous years + a lot more sustained sewing here!

 
5) Chinese inventions part 1 (know 

	Year 6
1) Christmas Houses (CAD project)
3) Y6 Café: Choice of dish to make independently to match a given design criteria / user.
5) Chinese Inventions part 2 (know how systems such as levers, linkages, pulleys, or gears create movement)

	PLANNING / DESIGNING
	1) Generate ideas from existing examples.

2) Beginning to talk about their idea/design.

3) Showing some planning skills by answering T Q or suggesting what to do next.

	1) Create products/ideas from a given design criteria. Stating what product they are designing/making, what they are for and who they are for 

2) Begin to communicate ideas through discussion and simple drawings. 

3) Showing planning skills by following basic instructions of how to make.

	1) Describe the purpose of their product and state target user in their plan. (Use a given design criteria to help develop their ideas.) 

2) Develop and communicate ideas by talking, drawing, exploring materials, making basic templates. Use ICT/computer aided work where appropriate to develop and communicate ideas.

3) Showing planning skills by creating basic steps for success to making their product.


	1)  Design realistic ideas based on a design criteria and the needs and wants of the user.
Say how their products will work and be effective/ suitable for their intended users.

2) Share and clarify ideas through discussion.
Model ideas using prototypes.
Use annotated diagrams.

3) Beginning to think about availability & sustainability of resources.
	1) Generate information about the needs and wants of individuals or groups.
Indicate design features that will appeal to intended users.
Begin to develop their own design criteria and use this to inform their ideas.

2) Model & communicate ideas using prototypes.
Use annotated diagrams, cross sectional drawings and computer aided work to develop and communicate ideas focusing on the needs of the user.

3) Make design decisions that take account of availability of resources & properties of materials.
	1) Develop their own design criteria and use this to guide their ideas. 

2) Share and clarify ideas confidently through discussion and editing or generating innovative ideas using prior research.

2) Use annotated diagrams, cross sectional drawings, exploded diagrams and computer aided work to develop and communicate ideas focusing on the needs of the user.

3) Beginning to consider ACCESS FM (see appendix) in design and in evaluating products. 
	1) Carry out research e.g. questionnaires, surveys, web (or computer) based resources etc to identify the needs wants and preferences of particular individuals and groups.  Develop their own design criteria and use this to guide their ideas.

2) Generate innovative, realistic ideas using prior research focusing closely on the needs of the user.

2) Use annotated diagrams, cross sectional drawings, exploded diagrams and computer aided work to develop and communicate ideas.

3) Considering ACCESS FM (see appendix) in design and in evaluating products.



	EVALUATING
	Talk about the things they have made.


	Talk about their design ideas and what they are making.

Making simple judgements out of 5 for a product against set criteria.

Talk about likes and dislikes of a product. (Doesn’t have to be their own.) 
	Make judgements about their product against the set design criteria. 

Talk about likes and dislikes of products and give reasons. 

Talk and write about how to make products (not necessarily their own) better. 

	Identify strengths and areas of improvement in their own ideas and products. 

Begin to refer to design criteria as they plan and make.

Start to consider some successful inventors/designers and consider why the design/idea was successful.

	Identify strengths and areas of improvement in their own ideas and products considering the views from others and the design criteria in this.

Investigate (not necessarily their own products)
* how well products have been made
*why materials have been chosen
*what methods of construction were used
*how well they worked
*if they met the needs/wants of the users.
	Beginning to evaluate product using ACCESS FM (see appendix)

Identify strengths and areas of improvement in their own ideas and products considering the views from others, the design criteria, the intended users and the intended purpose in this.

Investigate and analyse
Key inventors/ designers/ chefs/ manufacturers/ engineers.

	Use ACCESS FM (see appendix) to identify strengths and areas of improvement in their own ideas and products considering the views from intended users and the design criteria.

Evaluate their ideas and products against their own design specification. 


Investigate and analyse
Influential inventors/ designers/ chefs/ manufacturers/ engineers


	TECHNICAL KNOWLEDGE
	Show an interest in toys/books with flaps or buttons or simple mechanisms. (levers, wheels, sliders)
	1) Beginning to understand how structures can be made stronger/stiffer/more stable.

2) Know about simple levers/sliders/pivots.


	1) Understand how something can be made stronger/stiffer/more stable.


2) Explore and use wheels and axles.

3) Begin to use at least one basic stitch to join 2 materials. 

	1) Understand how something can be made stronger/stiffer/more stable (considering different materials, reinforcing and shape of structure).

2) Begin to understand how mechanical systems (e.g. levers and linkages) can create movement.

3) Demonstrate independent use of more than one stitch.


	1) Begin to know the terms ‘functional’ and ‘aesthetic’ and consider materials based on these qualities.

4) Know how an electrical circuit works and apply this in their product.


5) Begin to program a computer to control a product / create a basic design for a sticker.



	3) Choose from a range of learnt stitches based on function and aesthetics. 

4) Explore more complex electrical circuits and components. (series circuits incorporating switches, bulbs etc.) This is covered in their science unit

5) Build on previous skills to program a computer to create a more detailed design for a sticker.

	1) Apply understanding (gained from previous projects and research) of how to strengthen, stiffen and reinforce a 3d structure. 

Apply learning from science, ICT, maths or other subjects to help design and make products that work. 

Combine materials based on their qualities to make an effective product. 

2) Know how systems such as levers, linkages, pulleys, or gears create movement and apply this knowledge where necessary.

5) Program a computer to create a detailed and unique design for a 3d house.

	MAKING
	1)Beginning to follow safety procedures.

2) Select from a range of materials when making.

3) Shapes and cuts out basic materials e.g. paper, play dough.
	2) Selecting from a range of given tools based on their characteristics after discussion/demonstration.

3)Measures, marks out, shapes and cuts simple materials e.g. paper, cardboard ...




	2) Beginning to select tools, materials and equipment suitable for the task and begin to explain their choices.

4) Beginning to order and complete the main stages of making with support.

5) Beginning to follow procedures for safety and hygiene.

6) Beginning to use a wider range of tools and materials e.g. textiles, different scissors, knives for cutting, basic food ingredients.
	4) Order the main stages of making independently & complete some stages independently.

3) Measures, marks out, shapes and cuts materials and components with some accuracy. 


	2) Select tools, materials and equipment suitable for the task. Discussing the terms functional and aesthetic. 

3) Accurately assembles, joins and combines most materials.

3) Accurately applies some finishing techniques (shaping, joining, finishing) using techniques previously taught or from other subject areas e.g. art.

	2) Select tools based on functional and aesthetic properties.

4) Formulate step by step plans as a guide to making.

3) Measures, marks out, shapes and cuts materials and components with accuracy. 

3) Accurately applies some finishing techniques (shaping, joining, finishing) using techniques previously taught or from other subject areas e.g. art.


	4)Produce appropriate lists of exact needs for production e.g. tools, equipment, materials, time etc. 

4) Formulate and use logical, detailed step by step plans throughout. 

4) Uses techniques throughout that involve a number of steps. 

3) Accurately applies some finishing techniques (shaping, joining, finishing) using techniques previously taught or from other subject areas e.g. art. 



	COOKING AND NUTRITION
	Begin to develop a food vocabulary using taste, texture, smell and feel. 

Start to think about variety of foods in a diet.
	1) Know that all food comes from plants or animals. 

2) Recognise that each person should have at least 5 portions of fruit and vegetables a day. 

3) Begin to develop chopping and peeling skills. 
(see video https://swinemoorprimary.org.uk/design-technology-cooking-and-nutrition-primary-curriculum/)


	1)Know that food has to be farmed, grown elsewhere (e.g. home) or caught. 

2) Name and sort key foods into the groups on the ‘eat well plate’. 

3) Use grating, peeling, and chopping techniques in simple food preparation. 
	No cooking unit for this year group. 



	1) Know that seasons affect food availability. 

2)Understand the ‘eat well plate’ and name types of food that could contribute to the different sections.
Consider the labelling of food by manufacturers.

3) Know the difference between savoury and sweet dishes and prepare and cook at least one of these safely and hygienically using a heat source (use of grill/oven). 

3) Learn a wide range of techniques in cooking e.g. peeling, chopping, slicing, grating, mixing, spreading, kneading and baking. 
	No cooking unit for this year group

2) Know what constitutes a healthy diet and consider the relationship between diet and health - covered in PSCHE unit


	Know that food can be farmed, reared, grown, exported, imported or caught. (Local, regional and international scale) 


2) Know that different foods contain different substances needed for health e.g. water, fibre, vitamins and nutrients. Be able to state key substances and how they contribute to health. 

3) Further develop skills in cooking e.g. peeling, chopping, slicing, grating, mixing, spreading, kneading and baking. 

3) Demonstrate confidence in the skills learned in previous years in cooking something of their choosing to match a design criteria.













ACCESS FM (Upper KS2)
 ACCESS FM is a designers tool used to make you think about products in a critical and analytical way. You need to think about each aspect and use the aspect to think about questions to ask yourself.
	AESTHETICS
Does the product look attractive? THINK shape, form, materials, size, beauty, ugliness
Why does it look attractive or ugly?
Does it make good use of colour and texture?
Does it have a quality finish?
Where did the designer get his or her inspiration for the design?

	COST
What is the estimated cost of production?
What is the retail cost? Why does it cost this much?
What is the relationship between the two?
Is the product affordable? 
Does it seem good value for money? 
Does the price reflect any social or moral considerations (e.g. Fair Trade)?

	CLIENT
Who is the product designed for? 
How and where would they use it? 
What impact does it have on the customer’s quality of life? 
Does it add value to the client’s way of life? 
How is the product promoted to attract its customer?
	ENVIRONMENT
What is the product’s impact on the environment?  THINK batteries, rethink, refuse, reduce, reuse, recycle, life cycle.
THINK about its manufacture, general use, distribution and final disposal when it is no longer needed.


	SAFETY
How has the designer considered safety issues when designing the product? 
THINK about the way the product is used and how different  parts have been joined together. 
Does the product meet recognised safety standards?
	SIZE
What size is it? THINK in cm/mm and anything else that can be measured e.g. volts, weight, area, volume, density etc.
Is the product comfortable to use?  
Are its proportions appropriate for its use? 
If you increased or decreased the product’s scale, would it work or look better? 
	FUNCTION
How well does the product work? 
Why does it work this way?
How could it be improved?
How easy is it to use?

	MATERIALS AND MANUFACTURING TECHNIQUES
What is the product made from? 
Would another type of material work better? 
What impact could the designer’s choice of material have on the environment? 
How has the scale of production affected the designer’s choice of material and manufacturing processes?



