
Problem Solver 

‘In the footsteps of Joseph’ 

 

Design and Technology 

 

‘Design is intelligence made visible’    Alina Wheeler 

 

We are guided by the National Curriculum for Design and Technology (2014). The National Curriculum for Design and Technology aims to ensure that all 
pupils:  

 develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an 
increasingly technological world  

 build and apply a repertoire of knowledge, understanding and skills in order to design and make a range of high-quality prototypes and products for 
a wide range of users  

 critique, evaluate and test their ideas and products and the work of others  

 understand and apply the principles of nutrition and learn how to cook  
 
Through a variety of creative and practical activities our Design and Technology curriculum will help pupils gain the skills needed to engage in the process of 
designing and making. As part of their work with food children will learn about the principles of nutrition and healthy eating. We aim to instill a love of 
cooking and encourage them to express their creativity. By teaching children to cook we aim for our children to learn a valuable life skill that we enable 
them to feed themselves and others now and in later life.  
We intend for our children to have real life experiences and learn about Design and Technology in a range of relevant contexts. The planning of learning 

always begins with the skills and knowledge that needs to be taught and enrichment opportunities and opportunities to apply learning are carefully 

mapped. 

 



 

 Knowledge and Skills Vocabulary 
EYFS Food 

Experience common fruit and vegetables by undertaking sensory activities e.g. 
appearance, touch, taste and smell 
Experience cutting soft fruit and vegetables using appropriate utensils 
Textiles 
Explore and use different fabrics 
Cut and join fabrics with different techniques 
Think about the user and purpose of products e.g. the purpose of a shoe 
Structures 
Experience using construction kits to build walls, towers and frameworks 
Experience using basic tools e.g. scissors, hole punches with construction materials e.g. 
plastic, card 
Mechanical 
Assemble vehicles with moving wheels 
Explore moving vehicles through play 
Gain some experience of designing, making and evaluating products 
Develop some cutting, joining and finishing skills with card 

Cut, 
taste  
fruit 
vegetables 
Join 
stick  
sew 
fold 
join 
push 
pull 

KS1 The Travelling Bear 
Food 
Focus: Food 
Project: Making Marmalade 
Look at different jars of marmalade and taste different ones. 
Find out that oranges are grown in very warm places such as Spain and Florida 
Talk about safety when using hot ingredients and write a risk assessment 
Use simple tools with help to prepare food safely. 
Stir and pour safely with adult help. 

Risk assessment 
Safety 
Tools 
Recipe 
Ingredients 
Peel 
Pips  
Pith  
Sugar 
Zest 

KS1 Toy Story 
Textiles 
Focus: Templates and Joining Techniques 

shape  
decorate 
criteria  



Project: Hand Puppets 
Look at a range of hand puppets and discuss what they are made of and how they move. 
Formulate design criterial and design puppet.  
Use simple patterns and templates for marking out 
Use a range of materials and components to construct puppet. 
Measure, mark out, cut and shape materials and components 
Assemble, join and combine materials and components 
Join fabric in simple ways by gluing and stitching. 
 

join  
template  
explore  
functional  
stitch  
technique  
product  
design  
user  
brief  

KS1 Frozen 
Structures 
Project: Shelter from the cold 
Look at different shelters that protect people from the elements. 
Formulate a design criteria for a successful shelter. 
Test different materials for their waterproofness. 
Understand that different materials can make a strong structure. 
Design a shelter and make  the shelter, choosing materials and tools to use. 
Discuss that some tools can be dangerous if not used properly.  
Write a risk assessment. 
Use tools safely. 
Evaluate using a design criterial 

Design 
Evaluate 
Criteria 
Materials 
Waterproof 
Shelter 
Strength 
Safety 
 
 

KS1 Fire Fire 
Mechanisms 
Moving Picture 
Design picture based on a design brief. 
Choose tools to use and select materials based on  knowledge of their properties. 
Safely measure, mark out, cut and shape materials and components using a range of tools. 
Use levers and sliders to make elements of the picture move. 
Evaluate and assess existing products using a design criteria.  

 

 

moving  
annotate  
lever  
evaluate  
slider  
pivot  
mechanism  
assemble  
split pin  
wheel  
hole  



rotary  
equipment  
push  
pull  
design  
sketch  

KS1 Pots and Pieces 
Food 
Local Dishes – Oatcakes and Lobby 
Understand that to make some food you need lots of ingredients 
Understand that some foods can have things added to the basic recipe to make them more 
interesting. 
Follow a recipe and cook on a hotplate safely. 
Design a savoury filling. 
Evaluate the product. 

 

KS2 

KS2 Scrumdidliumptious 
Food 
Chocolate 
Research how chocolate is made and understand that often chocolate has added extras to 
make it more interesting. 
Learn how chocolate is packaged to make it appealing to consumers. 
Design the look, fillings, packaging for chocolates. 
Follow a recipe. 
Package and market product 
 
 

Analyse 
Criteria 
Evaluate 
Consumer 
Packaging 
Set 
Melt 
Product 
Cocoa beans 
Cocoa butter 
 
 

KS2 Inventions and Innovations 
Mechanisms 
Invention 
Research different historical inventions and be able to say why they are important  
Remit given to design an invention to help protect the environment. 

Innovation 
Invention 
Evaluate 
Success criteria 
pneumatics 



Formulate design criteria 
Draw and annotate design 
Construct a model from drawing. 
Evaluate. 
 
Find out how pneumatics help things to move 
Use working models of pneumatics to explore how they work. 
Make moving models using pneumatics 
 

KS2 Rain Forests and Rivers 
Textiles 
Stuffed Animals 
Look at a range of soft toys and discuss why they are appealing. 
Look at how they are joined together. 
Design own animal – consider both aesthetics and ease of construction. 
Formulate design criteria 
Learn that materials have both functional properties and aesthetic qualities  
Combine materials to create aesthetically pleasing products.  
Know that a single fabric shape can be used to make a 3D textiles product  
With some independence, use a running stitch and an overcast stitch explaining why these 
methods are suitable for the task.  
Add detail to enhance product – including stitching, fabric, paint, buttons and sequins. 
Evaluate according to design criteria. 

 

KS2 Extreme Earth 
Structures 
Earthquake safe structure 
Look at examples from around the world of how building are made earthquake safe. 
Discuss use of materials and construction techniques such as flexible pads in foundations, 
pendulums, flexible construction materials etc. 
Formulate design criteria 
Design a building that would withstand an earthquake. 
Construct according to design instructions 
Test by shaking ground it is standing on. 

Construction 
Foundations 
Flexible 
Pendulum 
Materials  
Evaluate 
Design criteria 



Evaluate effectiveness. 
 

KS2 Explorers and Invaders 
Food 
Ration Book Cookery – make a meal for lunch 
Research in history WW2 to know that food was rationed  
Research recipes and choose one to make 
Formulate success criteria 
Be aware of food hygiene and safe use of equipment 
Follow recipe 
Evaluate against success criteria 

Rationing 
Recipe 
Food hygiene 
Equipment 
Temperature 
 

 

 

 

 

Skills Progression  

EYFS Key Stage 1 Key Stage 2 
Design 

Talk about what you want to design 
Draw and make own ideas 
 

Year 1 
Use pictures and words to convey what they 
want to design / make.  
Explore ideas by rearranging materials.  
Select pictures to help develop ideas.  
Use mock-ups e.g. recycled material trial models 
to try out their ideas.  
Year 2 
Propose more than one idea for their product.  
Use ICT to communicate ideas.  

Year 3 
Develop more than one design or adaptation of 
an initial design.  
Plan a sequence of actions to make a product.  
Think ahead about the order of their work and 
decide upon tools and materials.  
 Propose realistic suggestions as to how they can 
achieve their design ideas.  
Year 4 
Use prototypes to develop and share ideas.  



Use drawings to record ideas as they are 
developed.  
Add notes to drawings to help explanations.  
 

Consider aesthetic qualities of materials chosen.  
Use CAD where appropriate.  
 

Make 
Join different materials using items readily 
available in the classroom.  
 Explore different textures.  
 Learn to use tools safely.  
 
Explore different materials freely to develop their 
ideas about how to use them and what to make.  
Handle equipment effectively and correctly.  
 

Year 1 
Select materials from a limited range.  
Explain what they are making.  
Name the tools they are using.  
Year 2 
Discuss their work as it progresses.  
Select and name the tools needed to work the 
materials.  
Explain which materials they are using and why.  
 

Year 3 
Select from a range of tools for cutting, shaping, 
joining and finishing.  
Use tools with accuracy.  
Select from materials according to their 
functional properties.  
Use appropriate finishing techniques.  
Year 4 
Prepare pattern pieces as templates for their 
design.  
Select from techniques for different parts of the 
process.  
 

Evaluate 
Say what their product is and what it does.  
Reflect, with the help of adults, on how they 
have achieved their aims.  

 

Year 1 
Explore existing products and investigate how 
they have been made (including teacher-made 
examples).  
Talk about their design as they develop and 
identify good and bad points.  
Say what they like and do not like about items 
they have made and attempt to say why.  
Year 2 
Decide how existing products do / do not achieve 
their purpose.  
Discuss how closely their finished product meets 

their own design criteria.  

Year 3 
Investigate similar products to the one to be 
made to give starting points for a design.  
Research needs of user.  
Decide which design idea to develop.  
Consider and explain how the finished product 
could be improved.  
Discuss how well the finished product meets the 
user’s design criteria.  
Investigate key events and individuals in design 
and technology.  
 
Year 4 



 Draw / sketch existing products in order to 
analyse and understand how products are made.  
Identify the strengths and weaknesses of their 
design ideas in relation to purpose / user.  
Consider and explain how the finished product 
could be improved.  
Investigate key events and individuals in design 
and technology.  

 

   

 


