
 

  

Year: Autumn Term Spring Term Summer Term 
EYFS 

Playdough  
Clay Modelling 

Construction  
Junk Modelling 

Cooking 
Baking 

1 
Dips and Dippers! Moving pictures Fabric Bunting 

2 
The Bakery  Moving objects Our Fabric Faces 

3 
Pre-Historic Meals Roman Chariots Benin Museum Exhibition 

4 
Anglo Saxon Purses Mechanical Posters Battery Operated Lights 

5 
Fabric identity  Seasonal Cooking Sundials 

6 
Moving Vehicles British Vs Global Food  Programming Adventures 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 1 

Year 
1 

Autumn Term Spring Term Summer Term 

Dips and Dippers! Moving Pictures Fabric Bunting 

 
 
 

Key 
Learning 

Children will learn about good food hygiene rules and 
using kitchen equipment to prepare food safely. 
Children will apply these skills when making a healthy 
dip and dippers. Children will understand where the 
foods come from. Children’s understanding of the 
eatwell plate and importance of eating a healthy and 
varied diet will be developed.  

Children will develop their understanding of 
mechanisms. They will evaluate existing moving 
picture books. Children will learn how to make 
different types of mechanisms. They will design, 
create and finally evaluate their own moving picture. 

Children will learn about working with fabric. They will 
evaluate existing bunting, be set a design-criteria and 
create a design and template for their bunting on ICT 
software. They will be taught how to use a simple 
running stitch. Children will explore a range of 
different fabrics and use techniques such as stapling, 
sewing and gluing. Children will evaluate their 
product. 

National Curriculum Objectives 

When designing and making, pupils should be taught to:  
Design  

 design purposeful, functional, appealing products for themselves and other users based on design criteria  

 generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology  
Make  

 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  
Evaluate  

 explore and evaluate a range of existing products  

 evaluate their ideas and products against design criteria  
Technical knowledge  

 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.  
Cooking and nutrition 

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

 understand where food comes from.  
 

Key 
Vocabulary  

Hygiene, Healthy, Fruit, Vegetable, Target group, Varied 
Diet,  

Mechanism, Components, Cut, Shape, Tools, Join, Glue, 
Evaluate, Stiff, Lever 

Fabric, Sew, Running Stitch, Glue, Staple, Template 



 

  

Prior 
Learning 

EYFS- cooking and baking EYFS- Construction and Junk Modelling EYFS- Fine motor skill development through clay modelling  

Future 
Learning 

Y2- The bakery- children will explore the ingredients needed to 
bake bread and where these come from. They will consider how to 
make a healthy loaf. 

Y2- Moving objects. Children will develop their knowledge of 
mechanisms by exploring a simple wheel and axle mechanism. 

Y2- Fabric faces. Children will develop their skill of joining 
components using a running stitch. 
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Developing, planning and communicating ideas. 

 Draw on their own experience to help generate ideas 

 Suggest ideas and explain what they are going to do 

 Identify a target group for what they intend to design and make 

 Model their ideas in card and paper 

 Develop their design ideas applying findings from their earlier research 

Working with tools, equipment, materials and components to make quality products (inc-food) 

 Make their design using appropriate techniques 

 With help measure, mark out, cut and shape a range of materials 

 Use tools eg scissors and a hole punch safely 

 Assemble, join and combine materials and components together using a variety of temporary methods e.g. glues or masking tape 

 Select and use appropriate fruit and vegetables, processes and tools 

 Use basic food handling, hygienic practices and personal hygiene 

 Use simple finishing techniques to improve the appearance of their product 

Evaluating processes and products 

 Evaluate their product by discussing how well it works in relation to the purpose 

 Evaluate their products as they are developed, identifying strengths and possible changes they might make 

 Evaluate their product by asking questions about what they have made and how they have gone about it 

 

 

 

 

 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 2 

Year 2 Autumn Term Spring Term Summer Term 

The Bakery Moving objects Our Fabric Faces 

 
 

Key 
Learning  

Children will explore how bread is made and where 
the ingredients come from. They will compare bread 
from the past to breads today and consider how to 
make healthier options when designing their own loaf. 

Children to explore a simple wheel and axle 
mechanism to design and make a moving vehicle 
suitable for certain environments. Apply knowledge of 
materials and different habitats to create a model that 
Is fit for purpose. 

Children will explore and become familiar with the 
names of different fabrics and learn how to choose 
and manipulate fabrics to create different effects; 
they will also learn how to join fabrics in a variety of 
ways, including refining their running stitch. Finally, 
children get the chance to apply all of these skills to 
help them create their own fabric face which they will 
evaluate. 

National Curriculum Objectives 

When designing and making, pupils should be taught to:  
Design  

 design purposeful, functional, appealing products for themselves and other users based on design criteria  

 generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology  
Make  

 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  
Evaluate  

 explore and evaluate a range of existing products  

 evaluate their ideas and products against design criteria  
Technical knowledge  

 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.  
Cooking and nutrition 

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

 understand where food comes from.  

Key 
Vocabulary  

Bread, Loaf, Ingredients, Gluten, Healthy, Knead, 
Rolling Pin, Product 

Wheel and Axle, Materials, Construction, Model, 
Stable, Purpose 

Textiles, Fabric, Running Stitch, Components, 
Decoration 



 

  

Prior 
Learning 

Y1- Children will explore where food comes from and where it fits 
on the eatwell plate 

Y1- Children will explore simple mechanisms to create moving 
pictures 

Y1- Children will be introduced to running stitch and ways of 
joining fabric. 

Future 
Learning 

Y3- Pre-Historic Food Children will develop an understanding of 
seasonality and discover more about where food comes from. 
They will prepare savoury dishes, applying principles of a varied 
diet. 

Y3- Roman Chariots Children will develop their understanding of a 
wheel and axle mechanism to produce a functioning product.  

Y4- Anglo Saxon Purses Children will learn further techniques to 
join textiles and add decoration (cross stitch, running stitch, snail 
trail) 
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Developing, planning and communicating ideas. 

 Generate ideas by drawing on their own and other people's experiences 

 Develop their design ideas through discussion, observation , drawing and modelling 

 Identify a purpose for what they intend to design and make 

 Identify simple design criteria 

 Make simple drawings and label parts 

Working with tools, equipment, materials and components to make quality products (inc-food) 

 Begin to select tools and materials; use vocab' to name and describe them 

 Measure, cut and score with some accuracy 

 Use hand tools safely and appropriately 

 Assemble, join and combine materials in order to make a product 

 Cut, shape and join fabric to make a simple garment. Use basic sewing techniques 

 Follow safe procedures for food safety and hygiene 

 Choose and use appropriate finishing techniques 

Evaluating processes and products 

 Evaluate against their design criteria 

 Evaluate their products as they are developed, identifying strengths and possible changes they might make 

 Talk about their ideas, saying what they like and dislike about them 

 

 

 

 

 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 3 

Year 3 Autumn Term Spring Term Summer Term 

Pre-historic meals  Roman Chariots Benin Museum Exhibition 

 
Key 

Learning 

Children will learn about the development of food and 
cooking from the Stone Age to the Iron Age, including 
the move from hunting and gathering to farming. 
Children will design and make a meal using ingredients 
that would have been available in the ages studied 
and develop an understanding of seasonality.  

Through the study of Roman entertainment, 
children will research the features of a Roman 
chariot. They will design and build a functioning 
chariot using a wheel and axle mechanism. They 
will test out the effectiveness of their designs by 
taking part in a ‘Wacky Races’ style chariot race. 

Design and make a museum exhibition with 
moving parts (using levers and linkages) to 
demonstrate what they have learned about 
Benin and how this civilisation compares to 
some aspects of British History. 

National Curriculum Objectives 

When designing and making, pupils should be taught to:  
Design  

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

Make  

 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 wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic 
qualities  

Evaluate  

 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  
 
Technical knowledge  

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

 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.  

Cooking and Nutrition 



 

  

 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.  

Key 
Vocabulary  

Seasonality, Savoury, Farming, Reared, Caught,  Wheel and Axle, Mechanism, Functioning, Chariot,  Finishing, Lever, Linkage, Mechanism, Finishing, Museum, 
Exhibition, 

Prior 
Learning 

Y2- The bakery- children will explore the ingredients needed to bake 
bread and where these come from. They will consider how to make a 
healthy loaf. 

Y2- Moving objects. Children will develop their knowledge of 
mechanisms by exploring a simple wheel and axle mechanism. 

Y2- Moving objects. Children will develop their knowledge of 
mechanisms by exploring a simple wheel and axle mechanism. 

Future 
Learning 

Y5- Children will develop their understanding of seasonality by preparing 
meals using local produce, with a focus on Rhubarb 

Y4- Mechanical posters Children will develop their knowledge 
of a wider range of mechanisms- levers and linkages- to 
produce a functioning product. 

Y4- Mechanical posters Children will develop their knowledge 
of a wider range of mechanisms- levers and linkages- to 
produce a functioning product. 
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Developing, planning and communicating ideas. 

 Generate ideas for an item, considering its purpose and the user/s 

 Identify a purpose and establish criteria for a successful product. 

 Plan the order of their work before starting 

 Explore, develop and communicate design proposals by modelling ideas 

 Make drawings with labels when designing 

Working with tools, equipment, materials and components to make quality products (inc-food) 

 Select tools and techniques for making their product 

 Measure, mark out, cut, score and assemble components with more accuracy 

 Work safely and accurately with a range of simple tools 

 Think about their ideas as they make progress and be willing change things if this helps them improve their work 

 Measure, tape or pin, cut and join fabric with some accuracy 

 Demonstrate hygienic food preparation and storage 

 Use finishing techniques strengthen and improve the appearance of their product using a range of equipment including ICT 

Evaluating processes and products 

 Evaluate their product against original design criteria e.g. how well it meets its intended purpose 

 Disassemble and evaluate familiar products 

 

 

 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 4 

Year 4 Autumn Term Spring Term Summer Term 

Anglo Saxon Purses Mechanical Posters Battery Operated Lights 
Key Learning Children will explore designs of Anglo-Saxon purses and 

evaluate what this tells us about the Anglo Saxons. Design 
and make their own purses for functionality and aesthetic 
qualities- what do they want their purse to say about 
them? Learn techniques to join textiles and add 
decoration (cross stitch, running stitch, snail trail) 

Following instructions on how to make different 
types of lever and linkage mechanisms gives 
children experience and information to draw on 
when developing their own ideas. They sketch a 
design based on their ideas, make a prototype, and 
then create their ‘Lever and Linkage Poster’ using 
the context of recycling and found materials, 
inspired by the sculptor Michelle Reader. Finally, 
children will evaluate their finished product. 

Children will develop understanding of series and 
parallel circuits and different types of switches. 
They will then be given the chance to apply their 
knowledge about electric circuits in a purposeful 
way by designing and making a battery operated 
light which will be controlled by a homemade 
switch. Children will decide upon the design criteria 
for the light by considering who will use it, where it 
will be used and what for. Finally, children will 
complete detailed evaluation of their final product. 

National Curriculum Objectives 
When designing and making, pupils should be taught to:  
Design  

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

Make  

 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 wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic 
qualities  

Evaluate  

 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  
 
Technical knowledge  

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

 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.  

Cooking and Nutrition 

 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.  

Key 
Vocabulary  

Purse, Fabric, Textiles, Leather, Purpose, Functionality, 
Aesthetics, Symbol, Cross Stitch, Running Stitch, Snail Trail, 
Pattern Pieces,  

Mechanism, Lever, Linkage, Prototype, Model, Sculpture, 
Recycled,  

Electrical Systems, Components, Inventor, Switch, 
Battery  

Prior 
Learning 

Y2- Our Fabric Faces- children will develop their use of running 
stitch as a new method of joining fabrics. 

Y3- Children will explore a simple lever and linkage mechanism 
to design and make a museum exhibition 

Y3- Children will explore joining components to make 
functioning products. 

Future 
Learning 

Y5- Children will extend their sewing techniques including 
backstitch, whip stitch and blanket stitch. They will think about 
aesthetics and functionality with the user in mind. 

Y5- Children will explore a wider range of mechanisms 
including levers, gears and pulleys building on their 
learning in science. 

Y6- Children will consider the appropriate use of an 
electric motor, lights, circuitry and switches to produce a 
moving model.  
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Developing, planning and communicating ideas. 

 Generate ideas, considering the purposes for which they are designing 

 Make labelled drawings from different views showing specific features 

 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 

 Evaluate products and identify criteria that can be used for their own designs 
 

Working with tools, equipment, materials and components to make quality products (inc-food) 

 Select appropriate tools and techniques for making their product 

 Measure, mark out, cut and shape a range of materials, using appropriate tools, equipment and techniques 

 Join and combine materials and components accurately in temporary and permanent ways 

 Sew using a range of different stitches, weave and knit 

 Measure, tape or pin, cut and join fabric with some accuracy 

 Use simple graphical communication techniques 

Evaluating processes and products 

 Evaluate their work both during and at the end of the assignment 

 Evaluate their products carrying out appropriate tests 

 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 5 

Year 5 Autumn Term Spring Term Summer Term 

Fabric Identity Seasonal Cooking Sundial 

Key 
Learning  

Children will learn about how textiles and fabric 
became used to identify groups of people. They will 
design products with the user in mind thinking about 
aesthetics and functionality. Annotated designs will be 
used to communicate ideas as well as step by step 
plans. Children will learn how to make a paper 
template and how to sew a running stitch, backstitch, 
whip stitch and blanket stitch. Finally, when they have 
made their felt phone/ pencil case, children will learn 
how to write a detailed evaluation. 

Children will learn where, when and how a variety of 
ingredients are grown, reared, caught and processed, 
with a focus on local produce (i.e. rhubarb). Children 
will then have the chance to sample some spring 
seasonal food before designing their own balanced 
seasonal meal. They will learn how to cook with the 
seasonal ingredients following their own recipes and 
using a wide range of preparation and cooking 
techniques including appropriate hygiene. Children 
will evaluate their product against their design 
criteria.  

Children will design and make a sundial, using their 
knowledge of the Earth and Space from science. 
They will also use their learning about levers, gears 
and pulleys to  create a moving model to display their 
learning from science and history.  

National Curriculum Objectives 

When designing and making, pupils should be taught to:  
Design  

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

Make  

 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 wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic 
qualities  

Evaluate  

 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  
Technical knowledge  

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

 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.  

Cooking and Nutrition 

 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.  

Key 
Vocabulary  

Running Stitch, Backstitch, Whip Stitch And Blanket Stitch, 
Aesthetic, Functionality, Design, User, Product, Paper 
Template/ Pattern,  

Seasonality, Local Produce, Grown, Processed, Savoury, 
Sweet, Dessert, Stew, Boil, Bake, Roast, Hygiene 

Sundial, Gnomon, Mechanical Systems, Strengthen, Stiffen, 
Reinforce,  

Prior 
Learning 

Y4- Anglo Saxon Purses Children will learn further techniques to 
join textiles and add decoration (cross stitch, running stitch, snail 
trail) 

Y3- Pre-Historic Food Children will develop an understanding of 
seasonality and discover more about where food comes from. 
They will prepare savoury dishes, applying principles of a varied 
diet. 

Y4- Mechanical posters Children will develop their 
knowledge of a wider range of mechanisms- levers and 
linkages- to produce a functioning product. 

Future 
Learning 

Y6- Children will select from a wider range of tools, 
equipment, materials and components to accomplish a 
given task. 

Y6- Children will further develop their cooking techniques 
and learn about a wider range of ingredients from around 
the globe. 

Y6- Children will develop their use of joining components to 
create a polished product (incorporating electrical systems) 

P
ro

gr
es

si
o

n
 o

f 
sk

ill
s 

Developing, planning and communicating ideas. 

 Generate ideas through brainstorming and identify a purpose for their product 

 Draw up a specification for their design 

 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 

  Use results of investigations, information sources, including ICT when developing design ideas 

Working with tools, equipment, materials and components to make quality products (inc-food) 

 Select appropriate materials, tools and techniques 

 Measure and mark out accurately 

 Use skills in using different tools and equipment safely and accurately 

 Weigh and measure accurately (time, dry ingredients, liquids) 

 Apply the rules for basic food hygiene and other safe practices e.g. hazards relating to the use of ovens 

 Cut and join with accuracy to ensure a good-quality finish to the product 

Evaluating processes and products 

 Evaluate a product against the original design specification 

 Evaluate it personally and seek evaluation from others 

 



 

  

Whole School Design and Technology Curriculum Overview: Year 6 

Year 6 Autumn Term Spring Term Summer Term 

Moving Vehicles British vs Global Food   
 

Programming Adventures  

Key 
Learning  

Children are challenged to produce a vehicle, powered by an 
electric motor, that can go in forward and reverse directions 
as well as having lights that can be switched on and off. 
Children consider the appropriate use of an electric motor, 
lights, circuitry and switches. In addition, children design and 
make a chassis to carry the components and a body to cover 
them. 

Children will discover the exciting and diverse choice of 
food available around the world, starting with the concept 
of the British Empire and how food became more diverse 
in Britain. Children will learn where in the world a variety 
of ingredients flourish. They will then build on their 
understanding of the Eatwell plate, placing different 
ingredients into the correct food groups. This will develop 
a deeper understanding that although food can be 
extremely varied, it still comes under the same basic food 
groups. Children will then have the chance to learn some 
basic and advanced cooking techniques, they will apply 
these skills when making some traditional dishes from 
different countries. 
 

They will explore a range of adventure maps and use these 
to create original designs. As a group, they will research 

how floor robots move along different types of materials 
and use this knowledge to create obstacles squares. 

Children will use appropriate joining methods to make a 
scale adventure map inspired by Ancient Maya. They will 

test and evaluate the effectiveness of another group’s 
obstacle squares. 

 

National Curriculum Objectives 
When designing and making, pupils should be taught to:  
Design  

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

Make  

 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 wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic 
qualities  

Evaluate  

 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  
Technical knowledge  

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



 

  

 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.  
Cooking and Nutrition 

 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.  

Key 
Vocabulary  

Electric Systems, Electric Motor, Lights, Circuitry, Switches, 
Components, Cross Section,  

Seasonality, Global, Techniques, Diverse, Varied, Balanced, Sketch, Program, Components, Obstacles, Functional   

Prior 
Learning 

Y4- Children will develop their knowledge of circuits and switches to 
produce a battery operated light. 

Y5- Children will develop their understanding of seasonality by 
preparing meals using local produce, with a focus on Rhubarb 
 

Y5- Children will explore a wider range of mechanisms including 
levers, gears and pulleys building on their learning in science. 
 

Future 
Learning 

In KS3, pupils will be taught to: 

 use research and exploration, such as the study of different cultures, to identify and understand user needs 

 identify and solve their own design problems and understand how to reformulate problems given to them 

 develop specifications to inform the design of innovative, functional, appealing products that respond to needs in a variety of situations 

 use a variety of approaches [for example, biomimicry and user-centred design], to generate creative ideas and avoid stereotypical responses 

 develop and communicate design ideas using annotated sketches, detailed plans, 3-D and mathematical modelling, oral and digital presentations and computer-based tools 

 select from and use specialist tools, techniques, processes, equipment and machinery precisely, including computer-aided manufacture 

 select from and use a wider, more complex range of materials, components and ingredients, taking into account their properties 

 analyse the work of past and present professionals and others to develop and broaden their understanding 

 investigate new and emerging technologies 

 test, evaluate and refine their ideas and products against a specification, taking into account the views of intended users and other interested groups 

 understand developments in design and technology, its impact on individuals, society and the environment, and the responsibilities of designers, engineers and technologists 

 understand and use the properties of materials and the performance of structural elements to achieve functioning solutions 

 understand how more advanced mechanical systems used in their products enable changes in movement and force 

 understand how more advanced electrical and electronic systems can be powered and used in their products [for example, circuits with heat, light, sound and movement as inputs and outputs] 

 apply computing and use electronics to embed intelligence in products that respond to inputs [for example, sensors], and control outputs [for example, actuators], using programmable components [for example, 
microcontrollers]. 

 understand and apply the principles of nutrition and health 

 cook a repertoire of predominantly savoury dishes so that they are able to feed themselves and others a healthy and varied diet 

 become competent in a range of cooking techniques [for example, selecting and preparing ingredients; using utensils and electrical equipment; applying heat in different ways; using awareness of taste, texture and smell 
to decide how to season dishes and combine ingredients; adapting and using their own recipes] 

 understand the source, seasonality and characteristics of a broad range of ingredients. 
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Developing, planning and communicating ideas. 

 Communicate their ideas through detailed labelled drawings 

 Develop a design specification 

 Explore, develop and communicate aspects of their design proposals by modelling their ideas in a variety of ways 

 Plan the order of their work, choosing appropriate materials, tools and techniques 

Working with tools, equipment, materials and components to make quality products (inc-food) 



 

  

 Select appropriate tools, materials, components and techniques 

 Assemble components make working models 

 Use tools safely and accurately 

 Construct products using permanent joining techniques 

 Make modifications as they go along 

 Pin, sew and stitch materials together create a product 

 Achieve a quality product 

Evaluating processes and products 

 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 

 


