
 
 
 
 

Design & Technology 



Purpose of study 
Design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make 
products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants 
and values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineer-
ing, computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. 
Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on 
daily life and the wider world. High-quality design and technology education makes an essential contribution to the creativity, 
culture, wealth and well-being of the nation.  

Aims 
 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 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.  

 



When designing and making, pupils should be taught to :  
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an it-
erative process of designing and making. They should work in a range of relevant contexts [for example, the home and school, gardens and play-
grounds, the local community, industry and the wider environment]. 
Cooking and nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of 
cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables 
pupils to feed themselves and others affordably and well, now and in later life. 

Design 
 design purposeful, functional, appealing 

products for themselves and other users 
based on design criteria 

 generate, develop, model and communi-
cate their ideas through talking, drawing, 
templates, mock-ups and, where appropri-
ate, 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 ma-

terials and components, including con-
struction materials, textiles and ingredi-
ents, according to their characteristics 

KS1 objectives 

Technical knowledge 
 build structures, exploring how they can 

be made stronger, stiffer and more sta-
ble 

 explore and use mechanisms  [for exam-
ple, levers, sliders, wheels and axles], in 
their products. 

Evaluate 
 explore and evaluate a range of existing 

products 
 evaluate their ideas and products against 

design criteria 

Cooking and nutrition 

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

 understand where food comes from.  
 Know the benefits of fruit and vegetables 
 Understand main rules of food hygiene 
 



When designing and making, pupils should be taught to :  
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an it-
erative process of designing and making. They should work in a range of relevant contexts [for example, the home and school, gardens and play-
grounds, the local community, industry and the wider environment]. 
Cooking and nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of 
cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables 
pupils to feed themselves and others affordably and well, now and in later life. 

Design 
 Talk about what they want to make 
 Generate ideas from their own experience 
 Describe what they want to do using words and 

pictures 
 Select and name tools and materials they want to 

use 
 

Make 
 Join two materials, often with glue 
 Use scissors or a knife to cut (with adult supervi-

sion) 
 Use simple construction kits e.g. Lego 
 Select and use appropriate tools and equipment 

for the task 
 Follow basic safety rules 
 
 

Year 1 skills progression 

Technical knowledge 
 

 Build simple Lego models and talk about 
why they chose particular pieces (LEGO 
IN CUPBOARD) 

 Create own model or structure using the 
ideas discussed 

 Look at model and talk about how it 
could be made stronger either using dif-
ferent materials or more stable joins. 
Which is a better tool,  sellotape or glue? 

Example: Make musical instruments like shakers 
and drums using yoghurt pots etc  

Evaluate 
 Explore commercial products and understand how 

it works  
 Use simple terms to talk about their own and 

other’s work 
 Use like or dislike when evaluating or describing 

and attempt to say why  
 Talk and identify good and bad points in their 

work  
 

Cooking and nutrition 

 Develop a food vocabulary using taste, smell, tex-
ture and feel 

 Work safely and hygienically 
 Understand the need for a variety of food in a 

healthy diet 
 Measure and weigh foods in non-statutory measures 

(spoons, cups) 
 Understand where food comes from 
 



When designing and making, pupils should be taught to :  
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an it-
erative process of designing and making. They should work in a range of relevant contexts [for example, the home and school, gardens and play-
grounds, the local community, industry and the wider environment]. 
Cooking and nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of 
cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables 
pupils to feed themselves and others affordably and well, now and in later life. 

Design 
 Talk about what they want to make and how it 

will be used/who will use it 
 Generate ideas from their own experience 
 Use labelled drawings to communicate what they 

intend to make 
 Select materials carefully based on their knowl-

edge of characteristics of materials 
 Create mock-ups to test ideas 
 Use ICT where appropriate 

Make 
 Join two materials appropriately for different 

materials eg. Glue or tape 
 Use scissors or a knife to cut 
 Select and use appropriate tools and equipment 
 Follow safety rules 
 Use simple finishing techniques 
 Use a simple template for cutting out 
 Start to use correct vocabulary e.g. Component, 

ingredient 

Year 2 Skills Progression 

Technical knowledge 
 
 Build Lego models following instructions pro-

vided and discuss steps followed (LEGO KITS IN 
CUPBOARD) 

 Create own model or structure using the 
plans and ideas written down and understand 
how plans can be altered when making 

 Explore how you can make your model 
stronger or more stable by looking at peers 
models or products provided 

Evaluate 
 Explore commercial products and understand how 

they work 
 Talk about their designs and recognise good and 

bad points in their work  
 Identify how they could have improved their work 
 Discuss how their final product meets the design 

criteria/ success criteria. 

Cooking and Nutrition 

 Cut, peel, grate and chop ingredients using the cor-
rect tools 

 Work safely and hygienically 
 Understand the need for a variety of food in a 

healthy diet 
 Measure and weigh foods in non-statutory measures 

(spoons, cups) 
 Understand where food comes from 
 



When designing, pupils should be taught to :  
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an it-
erative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enter-
prise, industry and the wider environment].  
Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of 
cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables 
pupils to feed themselves and others affordably and well, now and in later life. 

Design  
 use research and develop design criteria 

to inform the design of innovative, func-
tional, appealing products that are fit for 
purpose, aimed at particular individuals 
or groups  

 generate, develop, model and communi-
cate their ideas through discussion, anno-
tated sketches, cross-sectional and ex-
ploded diagrams, prototypes, pattern 
pieces and computer-aided design  

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  

Make  
 select from and use a wider range of 

tools and equipment to perform practical 
tasks [for example, cutting, shaping, join-
ing and finishing], accurately  

 select from and use a wider range of ma-
terials and components, including con-
struction materials, textiles and ingredi-
ents, according to their functional proper-
ties and aesthetic qualities  

 

KS2 Objectives 

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, pul-
leys, cams, levers and linkages]  

 understand and use electrical systems in 
their products [for example, series circuits 
incorporating switches, bulbs, buzzers and 
motors]  

Evaluate  
 investigate and analyse a range of exist-

ing 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 individu-
als in design and technology have helped 
shape the world  

 



When designing, pupils should be taught to :  
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 [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].  
Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open 
a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now 
and in later life. 

Design  

 Investigate similar products to the one to be 
made to give starting point for a design 

 Observe, draw and sketch products to understand 
how products are made.  

 Think ahead about the order of work and decide 
upon tools and materials 

 Plan a sequence of actions to make a product 
with labelled designs 

 Plan their designs to include a range of joins 

Cooking and Nutrition 
 Develop sensory vocabulary/knowledge using 

smell, taste, texture and feel 
 Understand and apply the principles of a healthy    

 and varied diet  
 Measure and weigh ingredients appropriately 
 Analyse the taste, texture, smell and appearance 

of a range of foods 
 Join and combine a range of ingredients to create 

food  
 Begin to select and use own ingredients in     

cooking food (predominantly savoury) 
 Work safely and hygienically 
  

Make  

 Choose tools and equipment which are appropriate 
for the task 

 Start to understand how to make structures stronger 
(by giving them a wide base) 

 Measure and cut out accurately  
 Use scoring and folding for precision 
 Join fabrics and explore fastenings e.g. Sew on    

buttons 
 Analyse the taste, texture, smell and appearance of 

food 
 Combine a number of components together in     

different ways 
 Work in a safe, hygienic way 

Year 3 Skills Progression 

Technical Knowledge 
 Apply their understanding of how to 

strengthen, stiffen and reinforce more 
complex models and structures created 

 
Example: Make racing cars/ talking monsters/
Roman shields 
 
 Understand and use mechanisms like pul-

leys in their products to create movement 
 

Example: Use Lego construction kits (battery oper-
ated)  

Evaluate  
 Evaluate their product recognising what has gone 

well 
 Suggest which elements they could improve in the 

future 
 Discuss how well the product meets the design 

criteria 
 Evaluate food by taste, flavour, texture etc. 
 



When designing, pupils should be taught to :  
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 [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].  
Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open 
a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now 
and in later life. 

Design  

 Investigate a range of products to the one to be 
made to give starting point for a design 

 Observe, draw and sketch products from a range 
of angles to understand how products are made.  

 Plan a sequence of actions to make a product 
with labelled diagrams. 

 Plan a product which is realistic and appropriate 
for the aim. 

 Apply what they know about mechanisms to cre-
ate movement when planning and designing. 

Cooking and Nutrition 
 Develop sensory vocabulary/knowledge using 

smell, taste, texture and feel 
 Understand and apply the principles of a healthy    

 and varied diet  
 Measure and weigh ingredients appropriately 
 Analyse the taste, texture, smell and appearance 

of food 
 Begin to select own ingredients when cooking or 

baking (aim to make predominately savoury food) 
 Use seasonal food where possible; develop      

understanding of seasonality and how ingredients 
are grown 

 Work safely and hygienically 
Make  

 Choose tools and equipment which are appropriate 
for the task, including their own ingredients when 
cooking or baking 

 Understand how to make structures stronger by giving 
them diagonal struts 

 Use scoring and folding for precision 

 Join fabrics and explore fastenings e.g. Sew on but-
tons 

 Combine a number of components together in differ-
ent ways 

 Understand the importance for a pattern when using 
textiles 

 Use glue guns (with close supervision) 
 Work in a safe, hygienic way 

Year 4 Skills Progression 

Technical knowledge  
 Apply their understanding of how to 

strengthen, stiffen and reinforce more com-
plex models and structures created 

Example:  Make Alexandra bridge model 
 Understand and use mechanisms like pulleys 

in their products to create movement   
Example: Make mini beasts with joints that move-
Example: Use Lego construction kits (more complex 
models battery operated)  
 Apply their understanding of computing to 

program, monitor and control products. 

Evaluate  
 Evaluate their product recognising what has gone 

well 
 Suggest which elements they could improve in the   

future 
 Discuss how well the product meets the design 

criteria and how well it meets the needs of the 
user 

 Evaluate food by taste, flavour, texture etc. 
 

 



When designing, pupils should be taught to :  
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 [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].  
Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open 
a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now 
and in later life. 

Design  

 Investigate products to collect ideas. 
 Observe, draw and sketch to refine ideas  
 Develop one idea understanding the designs must 

meet a range of criteria and constraints. 
 Produce step by step plans 
 Use a computer to model ideas. 
 
 

Cooking and Nutrition 
 Develop sensory vocabulary/knowledge using 

smell, taste, texture and feel 
 Understand and apply the principles of a healthy    

 and varied diet  
 Measure and weigh ingredients appropriately 
 Analyse the taste, texture, smell and appearance 

of food 
 Select own ingredients when cooking or baking 

(aim to make predominately savoury food) 
 Use seasonal food where possible; develop      

understanding of seasonality and how ingredients 
are grown, reared, caught and  processed.  

 Work safely and hygienically 
 

Make  

 Measure accurately to cm and g 
 Strengthen joins and corners in a variety of     
 ways 
 Understand how wheels, axles, turning mechanisms, 
 hinges and levers all work together 
 Join materials with a greater range of techniques e.g 
 staples, glue gun (supervised) 
 Join fabrics using over stitching e.g. back stitch,        
 blanket stitch 
 Make well presented, quality products 
 Select and prepare food for a particular purpose 
 Join and combine ingredients appropriately e.g. 

 beating, rubbing in# 
 Work in a safe, hygienic way 

Year 5 Skills Progression 

Technical knowledge  
 Apply their understanding of how to 

strengthen, stiffen and reinforce more complex 
models and structures created 
Example:  Make horse from M Morpurgo  War-
horse story  

 Understand and use mechanisms like pulleys 
in their products to create movement   

Example: Make a weapon inspired by L Davinci  
 Apply their understanding of computing to 

program, monitor and control products. 

Evaluate  
 Evaluate their product recognising what has gone 

well and how it could be improve, giving reasons. 
 Increasingly use testing to improve models and 

finished products 
 Discuss how well the product meets the design 

criteria and how well it meets the needs of the 
user 

 Evaluate food by taste, flavour, texture etc. 
 Develop  understanding of key events and indi-

viduals in d & t who have made an impact on the 
world 



When designing, pupils should be taught to :  
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 [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].  
Cooking and Nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open 
a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now 
and in later life. 

Design 
 Investigate products to collect ideas. 

 Observe, draw and sketch to refine ideas  

 Develop one idea understanding the designs must 
meet a range of criteria and constraints. 

 Produce step by step plans 

 Add electricity to create motion or make light. 

 Use a computer to model ideas. 

 Make prototypes 

Cooking and Nutrition 
 Develop sensory vocabulary/knowledge using 

smell, taste, texture and feel 
 Understand and apply the principles of a healthy    

 and varied diet  
 Measure and weigh ingredients appropriately 
 Analyse the taste, texture, smell and appearance 

of food 
 Begin to select own ingredients when cooking or 

baking (aim to make predominately savoury food) 
 Use seasonal food where possible; develop      

understanding of seasonality and how ingredients 
are grown, reared, caught and processed. 

 Work safely and hygienically 
Make  
 Measure accurately to mm, cm and g 
 Strengthen joins and corners in a variety of ways 
 Understand how wheels, axles, turning mechanisms, 
 hinges and levers all work together 
 Join materials with a greater range of techniques e.g. 
 staples, glue gun (supervised) 
 Join fabrics using over stitching e.g. back stitch,        
 blanket stitch 
 Create finished products that are carefully finished 
 Select and prepare food for a particular purpose 
 Join and combine ingredients appropriately             

 e.g. beating, rubbing in 
 Work in a safe, hygienic way 
 Use proportions when cooking, by doubling and      

 halving recipes 

Year 6 Skills Progression 

Technical knowledge  
 Apply their understanding of how to 

strengthen, stiffen and reinforce more com-
plex models and structures created 

Example:  Make an Anderson shelter 
 Understand and use mechanisms like pulleys 

in their products to create movement   
Example: Make a fairground attraction 

 Apply their understanding of computing to 
program, monitor and control products. 
Example: Build and use robot (In ICT cup-
board)  

Evaluate  
 Evaluate their product recognising what has gone 

well and how it could be improve, giving reasons. 
 Increasingly use testing to improve models and 

finished products 
 Discuss how well the product meets the design 

criteria and how well it meets the needs of the 
user 

 Evaluate food by taste, flavour, texture etc. 
 Justify their decisions about materials and meth-

ods of construction 
 Secure understanding of key events and individu-

als in d & t who have made an impact on the 
world 

 


