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                    Progression of Skills in Design Technology at Albourne
 
	 
	Reception
	Year 1 
	Year 2 
	Year 3 
	Year 4 
	Year 5 
	Year 6 

	
	· Lolly stick houses.
· What are the Harvest vegetables?
· Hibernation cup/ball. Gingerbread men.
· Clay dinosaurs.
· Three little pigs’ houses.
· 3D aquarium.


	Cooking and nutrition: Smoothies (Kapow)	

Textiles: Puppets (Kapow)	
[bookmark: _GoBack]Mechanisms: Making a moving story book (Kapow)
Mechanisms: Wheels and axles (Kapow)
	Making a moving monster.

Pitta pizza.

Pouch making.

	Toy vehicles – wheeled vehicle/ pneumatic extension challenge.

Design an Egyptian Collar (sewing).

Food Technology: Link to healthy eating PSHE and Science: seasonal eating.

	Making Roman Sandals

Food technology:  Chocolate flavourings. Is my chocolate taste new and exciting?

Rainforest: shelters- design a shelter to use in a rainforest. Will my shelter protect you in the rainforest?



	Food technology: Greek food/salads and dips. What food might they eat in Greece?

Poster design using cogs, levers etc… based on Vikings/Anglo Saxons. What can you learn from my interactive poster?

Bridges (Water):
How strong is my bridge?


	STEM- boat building challenge.

Automata toy: Animal automata- link to WW2. Can I make a toy which a child would play with in WW2?

Food technology: WW2 food

Entrepreneurial –Christmas and summer fairs.
Who will buy my product?



	Design: 
Understanding contexts, users and purposes 

	State what products they are designing and making. 

	State what products they are designing and making. 
Say whether their products are for themselves or other users.

	Say how they will make their products suitable for their intended users.
Use simple design criteria to help develop their ideas.
Explain how their product works.

	Design confidently for products within a range of contexts: a wheeled vehicle to carry weights; leisure industry.
Describe the purpose of their products orally.
Indicate the design features of their products that will appeal to intended users.
Explain how particular parts of their products work.
Develop their own design criteria and use these to inform their ideas.
ICT research work.


	Generate ideas, considering the purposes for which they are designing- consider the intended market/audience/purpose: an electronic game, a rainforest shelter.
Use ICT to research ideas and develop initial thoughts.
Make labelled drawings from different views showing specific features.

	Identify the needs, wants, preferences and values of particular individuals and groups.
Brainstorming as a group-sharing ideas.
Develop a simple design specification to guide their thinking.

	Communicate their ideas through detailed labelled drawings- exploring different outcomes
Create a design specification and be able to justify reasoning.  


Carry out research, using surveys, interviews, questionnaires and web-based resources.
Communicate their ideas through detailed labelled drawings- exploring different angles including cross section views.
Create a design specification and be able to justify reasoning.  


	Design:
Generating, developing, modelling and communicating idea
	Describe what their products are for.

	Use knowledge of existing products to help come up with ideas.
Develop and communicate ideas by talking and visuals.
Model ideas by exploring materials, components and construction kits and by making templates and mock-ups. 
Describe what their products are for.
Say how their products will work. 


	Use ICT, where appropriate, to develop and communicate their ideas (research castles/travel bags/space food).
Generate ideas by drawing on their own experiences/knowledge and that of others.
Make simple drawings and label parts. 
Explore existing products.
Explain clearly the purpose of their product orally and with some written annotations to designs.

	Share and clarify ideas through discussion.
Model their ideas using prototypes and pattern pieces.
Use annotated sketches to develop and communicate their ideas.
Generate realistic ideas, focusing on the needs of the user.
Make design decisions that take account of the availability of resources.

	Use annotated sketches and exploded diagrams to develop and communicate their ideas.
Be able to discuss and present their ideas, individually or as a group, to peers and adults.
Make shelters outside using a range of resources.
	Use results of investigations, information sources, including ICT when developing design ideas (Vikings/Anglo Saxons). 
Make design decisions, taking account of constraints such as time, resources and cost.
Present ideas through well-presented and clearly annotated visuals, combining research and new ideas.
	Explore, develop and communicate aspects of their design proposals by modelling their ideas in a variety of ways.
(ICT, Drawings-cross-sections/exploded diagrams, mood boards).
Be able to make decisions as a group based on discussions about the products purpose/audience.


	Making: 
Planning
	Constructing: Learning to construct with a purpose in mind, Fine motor skills such as cutting, sticking, shaping, moulding.
Structure and joins: Children make a tower out of small wooden bricks/block building for a purpose.
	Plan by suggesting what to do next with the support of adults.
Select from a range of tools and equipment, explaining their choices with support from adult.
Scissors, glue, card, sellotape, double –sided tape, hole punch, needles, thread, fabric glue.

	Plan by suggesting what to do next.
Select from a range of tools, materials and components according to their characteristics.
Scissors, card, corriflute, axles, wheels, glue gun, tapes, glues, rulers.
Materials, needles and thread,
How to thread a needle, cut, glue and trim material. Running stitch. 

	Plan the order of their work before starting. 
Select tools and equipment suitable for the task based on prior learning and investigations: wood, corriflute, axles, wheels, glue gun, straws, saws, scissors, card, saw guides, mitre blocks, hand drills; fabrics, needles, threads, scissors and fabric glue. 
Explain their choice of tools and equipment in relation to the skills and techniques they will be using.
Order the main stages of making in a logical sequence- use a planner.

	Develop a clear idea of what has to be done, planning how to use materials, equipment and processes- show some consideration of alternatives, should they be needed.
Select materials and components suitable for the task and explain their choice of materials and components according to functional properties and aesthetic qualities:, glue gun, hand drills, wood, saw, saw guides, card; branches, waterproof material, wood, saw, string, zip ties.
Plan a clear order to make their product, taking into account materials needed and any safety elements.

	Develop a clear idea of what has to be done, planning how to use materials, equipment and processes, and suggesting alternative methods of making if the first attempts fail. 
Produce appropriate lists of tools, equipment and materials that they need: cogs, gears, levers, cams, pulleys glues, card, safety knives and scissors.
Formulate step-by-step plans as a guide to making.
Clearly identify any safety risks within their planning.
Use of ICT when planning.

	Plan the order of their work, choosing appropriate materials, tools and techniques including alternatives and safety elements: wood, saws, saw guides, glue guns, cams, cogs, wheels, axles, electrical components and hand drills.
Present planning and prototypes to peers and adults when needed.
Use and adapt plans when making their product.



	Making: 
Practical skills and techniques.
	Using a range of tools: Through this, the child will learn about planning and adapting initial ideas to make them better. For example, a child might choose to use scissors, elastic bands and glue to join bits together to make a toy vehicle. But they might then modify their initial idea by using masking tape
	Follow procedures for safety.
Use a range of materials and components and textiles.
Measure, mark out, cut and shape materials and components. 
Use tools eg scissors, needles and a hole punch safely. 
Assemble, join and combine materials and components in simple ways (glues, masking tape).
Use finishing techniques, including those from art and design.
	Follow and explain safety with tools.
Begin to select tools and materials; use vocabulary to name and describe them: card, glue, scissors, glue gun, fabric, scissors for cutting cloth, needles, thread, fabric glue,
Use a range of materials and components, including construction materials and kits, textiles and mechanical components: drawbridge which opens? Use levers/pulleys
Measure, cut and score with some accuracy. 
Use hand tools safely and appropriately. 
Assemble, join and combine materials and components in a variety of ways. 
Consider the finish of product.
	Follow and explain procedures for safety.
Use a wide range of materials and components, including construction materials.
Measure, mark out, cut and shape materials and components with some accuracy: fabrics, stuffing, fasteners and threads, decorative materials; wood, corriflute, axles, wheels, glue gun, straws, saws, scissors, card, saw guides, mitre box, hand drills. Assemble, join and combine materials and components with some accuracy.
Apply a range of finishing techniques, including those from art and design, with some accuracy: sewing-stitches: tacking, running, invisible stitch.
Think about their ideas as they make progress and be willing to change things if this helps them improve their work 

	Follow and explain procedures for safety.
Use a wide range of materials and components, including construction materials.
Measure, mark out, cut and shape materials and components accurately.
Join and combine materials and components accurately in temporary and permanent ways.
Apply a range of finishing techniques, including those from art and design, accurately.
	





	Follow and explain procedures for safety with relation to the tools required for their product.
Accurately measure, mark out, cut and shape materials and components.
Accurately assemble, join and combine materials and components.
Accurately apply a range of finishing techniques, including those from art and design.
Use techniques that involve a number of steps: using gears, cogs, pulleys and levers.
Demonstrate resourcefulness when tackling practical problems.

	Follow and explain procedures for safety with relation to the tools required for their product.
Accurately measure, mark out, cut and shape materials and components.
Accurately assemble, join and combine materials and components making working models.
Accurately apply a range of finishing techniques, including those from art and design.
Use techniques that involve a number of steps, including the use of cams.
Demonstrate resourcefulness when tackling practical problems  by making modifications as they go along 
Construct products using permanent joining techniques.
 Achieve a quality product.


	Evaluating:
Own ideas and products
	Talk about their design ideas and what they are making.

	Talk about their design ideas and what they are making.
Make simple judgements about their products and ideas against design criteria.
Suggest how their products could be improved.
	Talk about their design ideas and what they are making using correct terminology.
Make simple judgements about their products and ideas against design criteria.
Suggest how their products could be improved and make some changes.
	Identify the strengths and areas for development in their ideas and products. 
Consider the views of others, including intended users, to improve their work (how well it meets its intended purpose).
Refer to their design criteria as they design and make.
Use their design criteria to evaluate their completed products. 

	Evaluate their work both during and at the end of the assignment.
Evaluate against their design criteria and purpose of product. 
Evaluate their products carrying out appropriate tests.
Following tests- how would they improve on their final product?
	Critically evaluate the quality of the design, manufacture and fitness for purpose of their products as they design and make (to inform through being interactive).
Evaluate their ideas and products against their original design specification.
Consider how it could be improve, using tests and peer comments.

	Evaluate their products, identifying strengths and areas for development, and carrying out appropriate tests 
Record their evaluations using drawings with labels 
Evaluate against their original criteria and suggest ways that their product could be improved.  
Consider how it could be improve, using tests and peer comments.

	Evaluating:
Existing products
	Discussion: The child will be given opportunities to discuss reasons that make activities safe or unsafe, for example hygiene, electrical awareness, and appropriate use of senses when tasting different flavourings. 
	To verbally discuss/explain the following:
What products are.
Who products are for .
What products are for.
How products work.
How products are used.
Where products might be used.
What materials products are made from.
What they like and dislike about products.

Evaluate their product by relating it to existing products.
	To verbally discuss/explain the following and to make some written comments:
What products are.
Who products are for .
What products are for.
How products work.
How products are used.
Where products might be used.
What materials products are made from. 
What they like and dislike about products. 

Evaluate their product by discussing how well it works in relation to the challenge set. 

	To verbally discuss/explain the following and to make written comments:

How well products have been designed.
How well products have been made.
Why materials have been chosen. What methods of construction have been used.
How well products work.
How well products achieve their purposes.
How well products meet user needs and wants.

 Investigate and analyse: 
Who designed and made the products.
Whether products can be recycled or reused. 
	To verbally discuss/explain the following and to make written comments:

•How well products have been designed.
•How well products have been made.
•Why materials have been chosen. 
What methods of construction have been used.
•How well products work.
•How well products achieve their purposes.
•How well products meet user needs and wants.

 Investigate and analyse: 
•Who designed and made the products.
•Where products were designed and made
•When products were designed and made.
•Whether products can be recycled or reused.

	To verbally discuss/explain the following and to present written comments.

•How well products have been designed.
•How well products have been made.
•Why materials have been chosen. 
What methods of construction have been used.
•How well products work.
•How well products achieve their purposes.
•How well products meet user needs and wants.

 Investigate and analyse: 
•Who designed and made the products.
•Where products were designed and made
•When products were designed and made.

Further considerations: 
•Whether products can be recycled or reused.
•How much products cost to make. How innovative products are.
•How sustainable the materials in products are.

	To verbally discuss/explain the following and to present written comments.

How well products have been designed.
How well products have been made.
Why materials have been chosen. What methods of construction have been used.
How well products work.
How well products achieve their purposes.
How well products meet user needs and wants.

 Investigate and analyse: 
Who designed and made the products.
Where products were designed and made
When products were designed and made.

Further considerations: 
Whether products can be recycled or reused.
How much products cost to make. How innovative products are.
How sustainable the materials in products are.
What impact products have beyond their intended purpose.

	Evaluating:
Key events and individuals
	
	Not applicable to KS1.
	Not applicable to KS1.
	Talk about /research/ relate ideas to inventors, designers, engineers, cultures, and manufacturers who have developed similar products.
Relate to periods of time, environment and cultures.
How to use learning from science to help design and make products that work.

	Talk about /research/ relate ideas to inventors, designers, engineers, cultures, chefs and manufacturers who have developed similar products.
Relate to periods of time and cultures (electricity/Science link; rainforest)

	Talk about /research/ relate ideas to inventors, designers, engineers, cultures, chefs and manufacturers who have developed ground-breaking products.
Relate to periods of time and cultures.


	Talk about /research/ relate ideas to inventors, designers, engineers, cultures, chefs and manufacturers who have developed ground-breaking products.
Relate to periods of time and cultures.

Link to WW2 for food and toys.

	Technical Knowledge:
Making products work
	Exploration: Children will dismantle things and learn about how everyday objects work. For example, a child might dismantle a model toy and discover how it is put together and the materials different parts are made of.
	To know about the simple working characteristics of materials and components.
That a textiles product can be assembled from one single piece or two identical fabric shapes.
 To know some of the correct technical vocabulary for the projects they are undertaking.
	To know about the movement of simple mechanisms such as axles and wheels.
How freestanding structures can be made stronger, stiffer and more stable.
To use the correct technical vocabulary for the projects they are undertaking.
To know how to stitch fabrics together.
To be able to add features to a bag for a purpose.
To use fabric glue.
	How to use learning from mathematics to help design and make products that work: measuring/angles.
That materials have both functional properties (can carry a weight) and aesthetic qualities.
That materials can be combined and mixed to create more useful characteristics.
How to make strong, stiff shell structures.
Extension: How mechanical systems such as levers and linkages or pneumatic systems create movement.
Extension: Can the soft toy be used to carry/hide an item?

	Use understanding from Science and Maths when designing products.
To choose materials for task based on materials properties.
That mechanical and electrical systems have an input, process and output.
How simple electrical circuits and components can be used to create functional products.
That structures can be built in a variety of ways.
How simple resources can be used to create functional products.


	How mechanical systems such as cams or pulleys or gears create movement.
How to reinforce and strengthen a 3D framework.

	 

	Cooking and nutrition:
Where food comes from
	Harvest foods: What are they where do they come from?
Can make healthy choices in relation to, healthy eating and exercise.
	To know that all food comes from plants or animals.
That food has to be farmed, grown elsewhere (e.g. home) or caught.
	To be able to identify different foods and where they come from.
To identify some foods which are farmed or grown.
To understand why the food eaten in space may differ from on earth.

	That food is grown (such as tomatoes, wheat and potatoes), reared (such as pigs, chickens and cattle) and caught (such as fish) in the UK, Europe and the wider world.
To name different foods.
To be able to talk about taste of different foods. 

	To name different foods from around the world.
To be able to talk about taste of different foods.
That chocolate links to Mayan/South American culture.

	To know that seasons may affect the food available.
How food is processed into ingredients that can be eaten or used in cooking.
To have an understanding of the types of foods eaten and produced in Greece.

	To know that seasons may affect the food available.
To link to sustainability- local foods.
How food is processed into ingredients that can be eaten or used in cooking.

	Cooking and nutrition:
Food preparation, 
	Cooking techniques: They will practise stirring, mixing, pouring and blending ingredients during cookery activities.
	How to name foods in the five groups in The Eatwell Plate.
That everyone should eat at least five portions of fruit and vegetables every day.
How to prepare simple dishes by following an adults instructions safely and hygienically, without using a heat source.

	How to name and sort foods into the five groups in The Eatwell Plate.
How to use techniques such as cutting, peeling and grating.
To understand the need for hygiene personally and in food preparation areas.
To follow simple recipes.
	How to prepare and cook a variety of predominantly savoury dishes safely and hygienically including, where appropriate, the use of a heat source.
To hygienically prepare themselves and area before preparing food.
How to use a range of techniques such as peeling, chopping, slicing, grating, mixing, spreading, kneading and baking .
That a healthy diet is made up from a variety and balance of different food and drink, as depicted in The Eatwell plate.
That to be active and healthy, food and drink are needed to provide energy for the body.
To measure amounts with support.
 
	
To know how to store food.
To measure amounts accurately.
To be able to add flavours to chocolate.
To explain how these additions change the flavour.
To gather data as to favourite tasting new bar.
To present findings visually.

Extensions: 
Design packaging for the new bar. Design a poster for the new bar.

	That recipes can be adapted to change the appearance, taste, texture and aroma.
Weigh and measure accurately.
Apply the rules for basic food hygiene and other safe practices.
To be able to cut, dice, blend and prepare food.
To carry out taste tests.
To gather and present data.

	That different food and drink contain different substances – nutrients, water and fibre – that are needed for health.
To experiment with different food combinations.
To prepare foods in hygienic surroundings and using accurate measures.
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