
 

 

D&T Progression Map  

  

National Curriculum  

  
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They 

should work in a range of relevant contexts.  
  

  Designing  Making  Evaluating  Technical Knowledge  Food Technology  

 
EY 

Begin to use the language of 
designing and making, e.g. join, build 
and shape.  -Learning about planning 

and adapting initial ideas to make 

them better 

To learn to construct with 
a purpose in mind.  

-Selects tools and techniques 
needed to shape, assemble 
and join materials 

-Begin to talk about 
changes made during the 
making process, e.g. 

making a decision to use 
a different joining 
method. 

To learn how to use a range 
of tools, e.g. scissors, hole 
punch, stapler, woodworking 

tools, rolling pins, pastry 
cutters. 

 Learn how everyday objects 
work by dismantling things. 

-To begin to understand some of 

the tools, techniques and 
processes involved in food 

preparation.  
-Children have basic hygiene 
awareness. 

KS1  Design - purposeful, functional, 
appealing products for themselves 
and other users based on design 

criteria.  

Design - generate, develop, model 
and communicate their ideas through 

talking, 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 to 
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.  

  

KS2  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, 
crosssectional 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 wide range of materials and 
components, including 

construction materials, textiles 
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 
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.  

To understand and use 

mechanical systems in their 
products [for example, 
gears, pulleys, cams, levers 
and linkages].  

Understand and use 
electrical systems in their 

products [for example, 
series circuits incorporating 
switches, bulbs, buzzers and 
motors].   

 

      

Apply their understanding of 
computing to program, 
monitor and control 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 
techniques.  

Understand seasonality and 
know where and how a variety 

of ingredients are grown, reared, 
caught and processed.  

  



  

  

  

  

  

  

  

  

  

  

  

  

Year 1   

 

Topic   Food-Salad/fruit Nuffield 

Freestanding Structures (Rockets)   Toys: Sliders and levers DT 
Association 

  
Key  

Knowledge  
  

● It is important to wash hands before preparing food and also to wash fruit 

before we eat it.   

● Simple utensils can be used to process food and make it easier to eat.  

● Fruit is an essential part of a balanced diet and 5 portions of fruit and 

vegetables are recommended per day.   

● Fruit and vegetables can be farmed or grown at home.  

● A Fruit usually contains a plant or tree’s edible seed. ● A Vegetable is a 

plant used for food.  
● Nutrients are the things in food that the body needs to remain healthy.  

● Pith is the soft white lining inside fruit such as oranges.  

● A fruit Salad is a cold dish of fresh and/or cooked fruit.  

● Sensory evaluation is when senses are used to evaluate qualities such as 

appearance, smell, taste, texture (mouth feel).  
● A Kebab has cooked and/or fresh ingredients on a skewer.  

  

● create a rocket replica ensuring that it is 
freestanding.  

● To know how to join components together 

effectively.  

● Know that a range of tools can be used for 
different purposes: cutting, sticking, curling, 

bending, joining etc.  
● To understand how structures can be made 

stronger and stiffer.  
  

● ● ● 
●  

Understand that different mechanisms 

produce different types of movement. 

Know and use technical vocabulary 

relevant to the project.  

Understand the steps to make a moving 

picture or toy.  

Understand that products are designed 
for users based on criteria, and what 
simple criteria for a moving toy could 

be:  the mechanism should work 
smoothly, it should make the right type 
of movement.  



 Key Skills  ● Design appealing products for a particular user based on simple design 

criteria.  

● Generate initial ideas and design criteria through investigating a variety of 

fruit and vegetables.  

● Communicate these ideas through talk and drawings.  
● Use simple utensils and equipment to e.g. peel, cut, slice, squeeze, grate 

and chop safely.  

● Select from a range of fruit and vegetables according to their 

characteristics e.g. colour, texture and taste to create a chosen product.  
● Taste and evaluate a range of fruit and vegetables to determine the 

intended user’s preferences.  

● Evaluate ideas and finished products against design criteria, including 

intended user and purpose.  

  

  

● Explore initial ideas using drawings and mock-
ups.  

● Use tools for different purposes:  
cutting, sticking, curling, bending, joining etc.  

● Select and use a range of materials and 

components, such as paper, card, plastic and 
wood according to their characteristics.  

● Build structures by selecting appropriate 
materials and investigating ways to strengthen 

them.  
● Evaluate their ideas throughout the process and 

review their products against original criteria.  

●  

●  

●  

●  

   
  

  
  

Generate ideas based on simple design 
criteria and their own  

experiences  

Develop, model and communicate their 
ideas through drawings and mock-ups 
with card and paper.   

Plan and suggest steps in the creation 
phase.   

Select and use tools, explaining their 
choices, to cut, shape and join paper 
and card.  

  

 

 

 

 

 Year 2   

 
Topic  

  

Textiles  

Christmas decorations 

Mechanisms (Vehicles with Wheels)   
Food (Selecting and Preparing Raw  

Ingredients: Savoury)  

  
Key  

Knowledge  
  

● To know what Design criteria is 

and how it can be used to create 

a product.  

● To know which equipment is 

needed to sew material together.  

● To know and use key  
vocabulary, as relevant to the 

project: seam, thread, stitch.  

● To know how to evaluate their 
product against the design 
criteria and suggest 

improvements.  

● A mechanism is a device used to create 
movement in a product and wheels and axles 

are examples of this.   

● To know the difference and distinguish 
between fixed and freely moving axles, using 

technical vocabulary relevant to the project.  

● To know the purpose of their product (that the 
finished model can be moved on wheels with 

ease)  
● To know what components are needed to 

construct a moving vehicle and use this to 

select materials according to which are most 
suitable.  

  

●  

●  

●  

● ●  

●  

To know the purpose of different tools and which to 

select for use in preparing food (eg colindar, sieve, 

spatula, peeler).  

To know how to wash, peel, slice and grate 
vegetables, selecting and use appropriate kitchen 
equipment safely and purposefully.  

To know how to grow vegetables from seed prepare 
for eating (including peeling, chopping, steaming and 
boiling)  

To know that some ingredients are easier to acquire 

according to the season.  

To now the food groups that different healthy 

foods belong and demonstrate by selecting 

appropriate combinations for a singular meal.  To 

know the source of their food.  

  



  
Key Skills  

● Design and create a jacket, 

sewing the material together 

effectively at the seams.  

● Thread and use a needle safely. 

●  Evaluate own and each 

other’s product(s) against the 

design criteria.   

 Children learn how to cut out shapes 
which have been created by drawing 

round a template onto the fabric. 
Children begin to sew using a range 
of basic stitches. 

● Generate initial ideas and simple design 

criteria.  

● Develop and communicate ideas through 

drawings and mock-ups.  

● Use a range of tools and equipment to 
perform practical tasks, such as cutting and 
joining to allow movement and finishing.  

● Select from and using a range of materials 
and components, such as paper, card, plastic 

and wood, according to their characteristics.  
● Use wheels and axles as mechanisms in their 

product.  

● Evaluate the success of their product against 
the design criteria.  

●  

● ●  

●  

Plan and prepare a dish of nutritional value. 

Prepare a meal safely, using a range of equipment 

appropriately.  

Make and present food in an aesthetically pleasing 

way and evaluate the success of their own and 
others’ dishes, involving critique of how dishes could 
be improved.  

to be able to use a range of methods of food 
preparation peeling, chopping, steaming and boiling.  

 

Year 3   

 Topic  Mechanical Systems (Pneumatics)   Pleasing pasta Nuffield  Nets for packaging 

           

  
Key Knowledge  

  

 A Pneumatic system is one that 
works using gases (air).  

 A Hydraulic system is one that 
works using liquids (water). 
Energy produced by pneumatic 

systems can be more flexible, 
less costly, more reliable and 

less dangerous than some 
actuators and electric motors.  

There are lots of familiar 
examples - examples-of-

pneumatics.html Something that 
is squashed, such as air in a 

tube, is compressed.   

 The ‘input’ is what goes into a 
system and ‘output is what comes 
out  

 A point about which a lever turns 
is called a picot.  

 Pressure is the force used on an 
object or surface.Inflating 
something is filling it with air or a 

gas to make it swell up and 
Deflating is removing the 

pressurised air to allow an object 
like a balloon to shrink.A Syringe 

is a tube with a nozzle and 
plunger for sucking and blowing 

air or liquids.A System is a set of 
related parts or components used 

to create an outcome.  

● In a pneumatic system, the ‘input 

movement’ is where the user pushes 
or pulls a syringe or pump. The 
‘output movement’ is where the object 

at the end of the tube movesu 
●  

•  

 

●  

●  A range of utensils can be used for a range of techniques to 

prepare ingredients hygienically including, grating, peeling, 

chopping, slicing, mixing, spreading, kneading and baking.  

● The food’s appearance is how it looks to the eye. ●   

● The food’s texture is how the product feels in the mouth.  

● Sensory evaluation means evaluating food products in terms 

of the taste, smell, texture and appearance.  

● A preference test means trying different things (foods) and 

deciding which is preferred..  

● Processed food includes ingredients that have been 

changed in some way to enable them to be eaten or used in 
food preparation and cooking.  
 

  • Develop and use knowledge of how to 
construct strong, stiff shell structures. • 

Develop and use knowledge of nets of 
cubes and cuboids and, where 
appropriate, more complex 3D shapes. • 

Know and use technical vocabulary 
relevant to the project. 

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. To identify 
small items that are precious; 

Packaging can be used for a variety of 
purposes  

Packaging needs to be appropriate to the 
items you are storing. 

To know how to specify a design to make it more 

appealing to a specific target group.  
 

https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html
https://examples.yourdictionary.com/examples-of-pneumatics.html


  
Key Skills  

 Investigate, analyse and evaluate familiar 
objects that use air to make them work e.g. 

bicycle pump, balloon, inflatable swimming 
aids, foot pump for inflating an air bed. What 

does the air do? How has it been used in 
the design of these products? How can air 

be used to move heavy objects? Construct 
a simple pneumatic system by joining a 

balloon to 5mm tubing and then to a 
washing-up liquid bottle. What happens to 

the air when you squeeze the bottle? What 
happens when you let go? Can you lift a soft 

toy or a note pad using a balloon?  

Generate realistic and appropriate ideas 

and their own design criteria through 
discussion, focusing on the needs of the 

user.  

Use annotated sketches and prototypes to 

develop, model and communicate ideas.  
Order the main stages of making.  

Select from and use appropriate tools with 
some accuracy to cut and join materials and 

components such as tubing, syringes and 
balloons.  
Select from and use finishing techniques 

suitable for the product they are creating.  
Investigate and analyse books, videos and 
products with pneumatic mechanisms.  
● Evaluate their own products and ideas 

against criteria and user needs, as 
they design and make. 
Understand and use pneumatic 

systems 
● Know and use technical 

vocabulary relevant to the project 

 

●  Generate and clarify ideas through discussion with peers and 
adults to develop design criteria including appearance, taste, 

texture and aroma for an appealing product for a particular 

user and purpose.  

● Use annotated sketches and appropriate information and 
communication technology, such as web-based recipes, to 

develop and communicate ideas.  
● Plan the main stages of a recipe, listing ingredients, utensils 

and equipment.  

● Select and use appropriate utensils and equipment to prepare 

and combine ingredients.  
● Select from a range of ingredients to make appropriate food 

products, thinking about sensory characteristics.  

● Carry out sensory evaluations of a variety of ingredients and 

products. Record the evaluations using e.g. tables and simple 

graphs.  

● Evaluate the ongoing work and the final product with  

reference to the design criteria and the views of others.  
● Know how to use appropriate equipment and utensils to 

prepare and combine food.  

● Know about a range of fresh and processed ingredients 

appropriate for their product, and whether they are grown, 

reared or caught.  

Know and use relevant technical and sensory vocabulary 
appropriately. 

  • Generate realistic ideas and design 
criteria collaboratively through 

discussion, focusing on the needs of the 
user and purpose of the product. • 
Develop ideas through the analysis of 

existing products and use annotated 
sketches and prototypes to model and 
communicate ideas.  

• Order the main stages of making. • 
Select and use appropriate tools to 
measure, mark out, cut, score, shape and 

assemble with some accuracy. • Explain 
their choice of materials according to 
functional properties and aesthetic 

qualities. • Use finishing techniques 
suitable for the product they are creating. 
• Investigate and evaluate a range of 

existing shell structures including the 
materials, components and techniques 
that have been used. • Test and evaluate 

their own products against design 
criteria and the intended user and 
purpose 

To develop 3D form from 2D sheet using nets; 
To learn about different means of producing 
lids for containers; 

To lean about different means of organising 
contents in a container; 
To apply surface decoration using block 

printing, peel-off/stick-on labels, illustrations 
and found items; 
To use scissors, safety ruler, staples, 

adhesive tape and PVA glue to construct 
simple 3D forms from thin card. 
To design purposeful, functional, appealing 
products for themselves and other users based 

on design criteria.   
To generate, develop, model and communicate 
their ideas through talking, drawing, templates, 
mock-ups and, where appropriate, information 

and communication technology.  
To 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. 
To able to select from and use a range of tools 

and equipment to perform practical tasks [for 
example, cutting, shaping, joining and finishing].  

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

      

     .  



School Context   

                                                                   

 Year 4  

 
Topic  

Textiles (Fastening Wallet or Purse)  
2d shape to 3d product 

Simple circuits and switches Levers and Linkages  

  

Key 

Knowledg 
e  
  

● To know how to specify a design to make it more 

appealing to a specific target group.  

● To know different types of stitches for the purpose 
of functionality and aesthetics.  

● Know and use technical vocabulary relevant to the 

project.  
● Know how to evaluate their product against the 

product criteria they have generated individually, 
as a means to improve their work.    

   

• Know and use technical vocabulary relevant to the project. 

• Understand and use electrical systems in their products, 
such as series circuits incorporating switches, bulbs and 
buzzers. • Apply their understanding of computing to program 
and control their products. 

  

  

● Levers and linkage are mechanisms are devices that are used 

to create movement in a product.  

● There are four types of lever : linear, reciprocating, rotary, 
oscillating.  

● To know and distinguish between fixed and loose pivots.  

● A lever is a rigid bar which moves around a pivot; they are 

used in many everyday products.   

● Linkage - the card strips joining one or more levers to produce 

the type of ●  movement required are used as ‘linkage’; this 

term is also used to describe the lever and linkage mechanism 

as a whole.  

● The Slot is the hole through which a lever is placed to enable 

part of a picture to move.  

● The Guide or bridge is a short card strip used to keep lever 

and linkage ●  mechanisms in place and control 

movement. ●  A paper fastener that joins card strips together is 

a ‘loose pivot’.  

● A paper fastener that joins card strips to the backing card is a 
‘fixed pivot’ .  

● A system is a set of related parts or components used to 

create an outcome.  
● Systems have an input, process and an output.   

● In a lever and linkage mechanism, the ‘input movement’ is 
where the user pushes or pulls a card strip. The ‘output 
movement’ is where one or more parts of the picture move.  

Key Skills  ● Design and make a functional purse or wallet with 

a fastening, communicating initial ideas through 

annotated sketches  

● Use research into the features of an appealing 

functional  

purse/wallet to inform design criteria   

● Select and use a range of tools to perform 

practical tasks; stitching and sewing (joining), 

cutting and systematically work through phases of 

a design.  

● Investigate the effect of  

different stitches in joining seams and how they 

contribute to the overall effectiveness and 

durability of the product.  

● Evaluate the outcome with reference to the design 

criteria  

  

  Children are able to use a pattern and are introduced 
to making a prototype of a product. Sewing skills are 
becoming more accurate 

  
  

• Gather information about needs and wants, and 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. 
Discuss, investigate and, where practical, disassemble 
different examples of relevant battery-powered products, 
including those which are commercially available e.g. 
Where and why they are used? How does the product 
work? What are its key features and components? How 
does the switch work? Is the product manually controlled 
or controlled by a computer? What materials have been 
used and why? How is it suited to its intended user and 
purpose? • Ask children to investigate examples of 
switches, including those which are commercially 
available, which work in different ways e.g. push-to-make, 
push-to-break, toggle switch. Let the children use them in 
simple circuits e.g. How might different types of switches 
be useful in different types of products? 

● Needs to include the evaluation of existing structures that will 

inform their own.  
● Generate realistic ideas and their own design criteria through 

discussion, focusing on the needs of the user.  

● Use annotated sketches and prototypes to develop, model and 

communicate ideas.  
● Order the main stages of making.  
● Select from and use appropriate tools with some accuracy to 

cut, shape and join paper and card.  

● Select from and use finishing techniques suitable for the 
product they are creating.  

● Investigate and analyse books and evaluate other products with 

lever and linkage mechanisms prior to making their own.   

● Evaluate their own products and ideas against criteria and user 

needs, as they design and make.  
● Use skills and techniques to measure, mark out, cut, join and 

finish.  
  
  

  



                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                                         

   

 
Topic  

   

Switches 
 

: We’ll meet again 

Making soup 
Mechanical systems 

  
Key  
Knowledge  

  

   
• Understand and use electrical 
systems in their products. • 
Apply their understanding of 
computing to program, monitor 
and control their products. • 
Know and use technical 
vocabulary relevant to the 
project. 

. List tools needed before starting the activity. 
• Know where and how ingredients are grown and processed. 
• Show awareness of a healthy diet (using the eatwell plate). 

• Understand that mechanical systems have an input, process and 
an output. • Understand how cams can be used to produce different 
types of movement and change the direction of movement. • Know 
and use technical vocabulary relevant to the project. 

  

Key Skills  

   
Use research to develop a 
design specification for a 
functional product that 
responds automatically to 
changes in the environment. 
Take account of constraints 
including time, resources and 
cost. • Generate and develop 
innovative ideas and share and 
clarify these through 
discussion. • Communicate 
ideas through annotated 
sketches, pictorial 
representations of electrical 
circuits or circuit diagrams. 

Formulate a step-by-step plan 
to guide making, listing tools, 
equipment, materials and 
components. • Competently 
select and accurately assemble 
materials, and securely 
connect electrical components 
to produce a reliable, 
functional product. • Create 
and modify a computer control 
program to enable an electrical 
product to work automatically 
in response to changes in the 
environment.  

• Continually evaluate and 
modify the working features of 
the product to match the initial 
design specification. • Test the 
system to demonstrate its 
effectiveness for the intended 

 • Plan the sequence of work e.g. using a storyboard. • Record ideas 
using annotated diagrams. Devise step by step plans which can be 
read / followed by someone else. •  
• Use researched information to inform decisions. • Produce 
detailed lists of ingredients • Select from and use a wide range of 
tools. • Cut accurately • Select from and use a wide range of 
materials. •. 
Research and evaluate existing products (including book and web 
based research). • Consider user and purpose. • Identify the 
strengths and weaknesses of their design ideas. 
• Prepare food products taking into account the properties of 
ingredients and sensory characteristics. • Weigh and measure using 
scales. • Select and prepare foods for a particular purpose. • Work 
safely and hygienically. • Use a range of cooking techniques.  

 • Generate innovative ideas by carrying out research using surveys, 
interviews, questionnaires and web-based resources. • Develop a 
simple design specification to guide their thinking. • Develop and 
communicate ideas through discussion, annotated drawings, 
exploded drawings and drawings from different views. 

Produce detailed lists of tools, equipment and materials. Formulate 
step-by-step plans and, if appropriate, allocate tasks within a team. • 
Select from and use a range of tools and equipment to make 
products that that are accurately assembled and well finished. Work 
within the constraints of time, resources and cost. 

Compare the final product to the original design specification. • Test 
products with the intended user, where safe and practical, and 
critically evaluate the quality of the design, manufacture, 
functionality and fitness for purpose. • Consider the views of others 
to improve their work. • Investigate famous manufacturing and 
engineering companies relevant to the project. 



user and purpose. • Investigate 
famous inventors who 
developed ground-breaking 
electrical systems and 
components. 

  

  Year 6  

                                                                                                                                                                                                                                     
  
Topic  

 
Free standing structures-frames 

Bread 

 

Textiles-stuffed toys   

●  

  
Key  
Knowledge  

  

  . Understand how to strengthen, stiffen and 
reinforce 3-D frameworks. • Know and use 
technical vocabulary relevant to the project. 

  
To know about the benefits of whole grain flour, 

opposed to a plain flour and the reasons why 
some types of bread, such as wholemeal, are 

more healthy than others and can be a source of 
carbohydrate in a healthy balanced diet.   

To know that a wheat grain is a seed and how it 

is harvested and ground at a mill to make flour. 

https://m.youtube.com/watch?v=y8vLjPctrcU To 
know about the influence of specific 

manufacturers and consider the importance and 

usefulness of market research in this context. 
To know the importance of clear and accurate 

food labelling and knowledge of ingredients, 

with particular reference to food allergies.    To 
know the different tools and ingredients typically 

involved in breadmaking and the steps involved 
in the breadmaking process Kneading is pulling 

and squeezing dough to make it smooth.  
Bran is the hard protective shell of a grain of 
wheat.  

Dough is a mixture of flour, yeast and water before 
it is cooked.  
Endosperm is the store of food inside a seed.  

Germ – part of the seed where the root and shoots 
grow from.  
Yeast is a tiny plant which makes bubbles of 

carbon dioxide when mixed with flour and warm 
water.  

● Unleavened bread – flat bread where yeast 
has not been added 

 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 

● To know different types of stitches 

for the purpose of functionality and 
aesthetics.  

● Know and use technical vocabulary 

relevant to the project.  

● Know how to evaluate their product 

against the product criteria they 
have generated individually, as a 

means to improve their work.    
To know how to use a sewing 
machine with support 

● To know how to specify a design to 
make it more appealing to a 

specific target group.  

● To know different types of stitches 

for the purpose of functionality and 

aesthetics.  
● Know and use technical vocabulary 

relevant to the project.  
● Know how to evaluate their product 

against the product criteria they 

have generated individually, as a 
means to improve their work.    

 

https://m.youtube.com/watch?v=y8vLjPctrcU
https://m.youtube.com/watch?v=y8vLjPctrcU
https://m.youtube.com/watch?v=y8vLjPctrcU
https://m.youtube.com/watch?v=y8vLjPctrcU


  
Key Skills  

Carry out 
research into 
user needs 
and existing 
products, 
using surveys, 
interviews, 
questionnaires 
and web-
based 
resources. • 
Develop a 
simple design 
specification 
to guide the 
development 
of their ideas 
and products, 
taking account 
of constraints 
including time, 
resources and 
cost. • 
Generate, 
develop and 
model 
innovative 
ideas, through 
discussion, 
prototypes 
and annotated 
sketches 

  

 Formulate a clear plan, including a step-by-step 
list of what needs to be done and lists of 
resources to be used. • Competently select from 
and use appropriate tools to accurately 
measure, mark out, cut, shape and join 
construction materials to make frameworks. • 
Use finishing and decorative techniques suitable 
for the product they are designing and making. 
• Investigate and evaluate a range of existing 
frame structures. • Critically evaluate their 
products against their design specification, 
intended user and purpose, identifying 
strengths and areas for development, and 
carrying out appropriate tests. • Research key 
events and individuals relevant to frame 
structures 

 Evaluate a range of bread, through taste, to 
inform own design criteria which children 

subsequently review their own product against, 
considering appearance, flavour, texture and 

ingredients.  
Record evaluative data in a table to support 

comparison  
Carrying out and articulating the findings of 
research carried out in groups.  

Reviewing, considering and suggesting 
ways in which a recipe could be adapted to 

be made healthier (eg recipes involving 
white flour/salt/sugar) Preparing and baking 
a savoury dish, using specific techniques 

for purpose 

Accurately measure and cut fabrics  
 

To make quality products,  evidencing a 

range of textile skills of a particularly 
high standard. 
 

To pin and tack fabric pieces together. 
They can join fabrics  by over 
sewing,  back stitch, blanket stitch and 

are introduced to machine sewing.  
To make quality products with increasing 
accuracy and independence. 

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

  

 


