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Rationale 
In Design Technology, we want to enable children to understand the significance of different technologies in the world in which they live, now, in the past and for the future. 
Children will be given opportunity to explore inventions, designs and products and consider their significance. They should be encouraged to evaluate existing products, learn and be inspired by designers past and present. 
They will also have the opportunity to develop their skills of product assembly relating to materials, fabrics and food technologies.  
Children will also have the opportunity to begin to work from plans, presented or created by themselves and evaluate their own and others work. 
The focus will be on ‘how things are made’ and developing the skills do this themselves. 

Learning through the Curriculum 
Children are given opportunity to develop their design technology knowledge and skills with links to other areas of the curriculum. This includes:
	· Reading – instructions, information about artefacts made and their impact on society. 
· Writing – plans and evaluations 
· Drawing – recognising the difference between art and drawings as annotated plans. 
· History and understanding the impact of design and technology. 

	· Maths – measuring with accuracy in a range of units of measure, increasing and decreasing ratios of amounts. Applying problem solving skills. 
· Science – links to materials and processors – Eg material properties and the effects of heating and cooling(cooking) electronics, magnets and magnetism, movement, friction and propulsion.  
· Meeting experts in real life or virtually
· Homework – researching information and products, or creating products. 
· Examining artefacts and primary resources
· Enquiry based research



This is not an exhaustive list.
At Snaith = A short focused block of time (eg two or three day project) is encouraged for Design Technology – especially the assembly/making of products as we acknowledge this enables space, equipment and time to be used most effectively. 
Children with SEND
We recognise that it is extremely important for children with SEND or disadvantage to have opportunities for first-hand experience to put their learning in context. With this in mind, our curriculum is inclusive, using:
· Primary sources such as artefacts.
· A range of secondary sources in a variety of representations including text, pictures, visual and audio clips.
· The thematic learning approach embeds learning, allowing children to access this through a range of opportunities across the curriculum, as identified above, enabling them to make connections in their learning.

We recognise that for some children adjustments will be made to the way that they record their thinking, knowledge and understanding. This may include:
· Discussion
· Computing technologies such as IPad speech functions, touch typing, creating video diaries etc.
· Varying support from an adult or peer, including adult scribing, support for the task from a teacher or TA, paired or group work.
· Adapting the task, e.g. matching or sorting based tasks to aid thinking skills
· Opportunities for pre-learning of key vocabulary 
· Vocabulary mats and word banks.
· Pencil grips, specific colours of paper, overlays etc.
· Support with handling equipment as required. 



EYFS Technology Curriculum Focus
	

	22-36mths
	· Notices detailed features of objects in their environment.
· Beginning to use representation to communicate, e.g. drawing a line and saying ‘That’s X object’. 
· Shows control in holding and using jugs to pour, hammers, books and mark-making tools. (M&H)

	30-50mths
	Talks about why things happen and how things work.
•Understands that they can use lines to enclose a space, and then begin to use these shapes to represent objects. (In design)
•Beginning to be interested in and describe the texture of things.
•Uses various construction materials. 
•Beginning to construct, stacking blocks vertically and horizontally, making enclosures and creating spaces.
• Joins construction pieces together to build and balance. 
•Realises tools can be used for a purpose.
· Draws lines and circles using gross motor movements. 
•Uses one-handed tools and equipment, e.g. makes snips in paper with child scissors.
•Holds pencil between thumb and two fingers, no longer using whole-hand grasp.


	40-60mths

	· Looks closely at similarities, differences, patterns and change.
· Notices what adults do, imitating what is observed and then doing it spontaneously when the adult is not there (Linked to construction)
•Engages in imaginative role-play based on own first-hand experiences. 
Uses simple tools to effect changes to materials.
•Handles tools, objects, construction and malleable materials safely and with increasing control.


	Early Learning Goal
	· Children show good control and co-ordination in large and small movements. (M&H)
· Children know about similarities and differences in relation to places, objects, materials and living things
· Create simple representations of events, people and objects.
· They represent their own ideas, thoughts and feelings through design and technology, art, music, dance, role play and stories.
· They handle equipment and tools effectively, including pencils for writing.



Children will be given opportunities to develop their understanding of design technology, through topics such as:
· Vehicles and how things move
· Types of homes and buildings  - structures.
· People who help us
· Harvest, seasons and food 
· Looking after plants and animals – linked to cooking  
*These topics are dependent on the children’s interests when they start school*

EYFS Areas of Learning: 
· Construction and mailable areas including ‘recycling’ products as well as a range of construction toys for both small world and larger scale.
· Focused lessons  –  linked to the topic, with modelling and direction for learning. 
· Investigation – through objects children find and questions themselves, or linked to the topic on the discovery table 




Progression in Skills – Children will have the opportunity to learn and develop the following knowledge and skills. (Bold print denotes assessed objectives)
	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Taking inspiration from design
	Begin to explore objects and designs to identify likes and dislikes (Eg toys, everyday objects, clothes, accessories)

Begin to explore and understand how products have been created
	Explore objects and designs to identify likes and dislikes

Explore and understand how products have been created
	Disassemble products to understand how they work, with support (Eg a torch)

Improve on existing designs, giving reasons for their choices

Begin to identify some of the great designers in different areas of study, to generate 

With support, investigate existing products, including drawing them to analyse and understand how they
are made
ideas from their designs
	Disassemble products to understand how they work
Improve on existing designs, explaining their choices with some detail (Eg old laptop)

Identify some of the great designers in different areas of study, to generate ideas from their designs 

Investigate existing products, including drawing them to analyse and understand how they are made

	Use knowledge of inventors, designs, engineers, chefs and manufacturers who have developed ground breaking products to create own innovative designs

Start to understand how much products cost to make, how sustainable and innovative they are and the impact products have beyond their intended purpose.
	Analyse the work of others, including iconic designs to informal works

Understand the developments in D and T and the responsibilities of designers, including environmental
Designers

	Know how much products cost to make, how sustainable and innovative they are and the impact products have beyond their intended purpose. 




	Design, plan. Make and Evaluate   

Generic Skills 
	Begin to explain what they are making and which materials they are using

Begin to design products that have a clear purpose and an intended user

Begin to use pictures and words to convey what they want to make

With support, make products, using tools to cut, shape(eg rolling/folding), join and finish

Say what they like and don’t like about their product

Talk about how closely their finished product meets the design criteria, with support
	Explain what they are making and which materials they are using

Design product that have a clear purpose and an intended user
Using pictures and words to convey what they want to make

Make products, using a range of tools to cut, shape, join and finish

Say what they like and don’t like about their product and explain why

Talk about how closely their finished products meets their design criteria

Begin to use software that represents 2D designs (Eg Paint or within word/publisher)
	  
With support, plan a sequence of actions to make a product
Develop more than one design

Begin to develop prototypes

Begin to refine work and techniques as work progresses, continually evaluating the product design

Identify strengths and weaknesses of their design ideas, with support

Talk about how closely their finished product meets their design criteria and meets the needs of the user
	
Plan a sequence of actions to make a product
Develop a wider range of designs
Develop prototypes


Refine work and techniques as work progresses, continually evaluating the product design

Independently identify strengths and weaknesses of their design ideas

Evaluate their finished product and consider how closely it meets their design criteria and meets the needs of the user
	Undertake research to inform the design process, including surveys and interviews

Use prototypes, cross-sectional diagrams, exploded diagrams 

Use CAD/ CAM software create simple stickers/iron on transfers for clothing  

Consider the views of others when evaluating their own work
Ensure products have a high quality finish, using art skills where appropriate

Justify their decisions about materials and methods of construction

Make suggestions on how their design / product could be improved
	Undertake research involving a wider range of sources, to inform the design process, including surveys and
Interviews

Independently use prototypes, cross-sectional diagrams, exploded diagrams 

Use CAD/CAM software to represent designs and explain why the method of representation has been chosen – creating stickers/transfers to incorporate on other designs/products. 

Consider the views of others when evaluating their own work, including giving detailed feedback to others

Ensure products have a high quality finish, using more developed art skills where appropriate

Justify their decisions about materials and methods of construction, with detailed reasoning

Make well-informed suggestions on how their design / product could be improved, referring back to the
design process as appropriate

	Assembly skills 
	Select given shapes to assemble, making comparisons of size. (Eg make a vehicle from recycled boxes/tubes etc, selecting as appropriate for the part for scale and size)

Measure, mark lines to cut along with scissors. 

Use joining techniques, such as gluing or taping


	Measure and mark out lines to within a cm. 


Cut materials safely using tools provided. 

Join materials with a range of fixings include glue, tape, string/simple card hinges

	Measure and mark out accurately within 5mm


Use a wider range of fixings including split pins for movement and card corners. 

	Measure and mark out to the nearest mm 

Apply appropriate cutting and shaping techniques that include cuts within the perimeter of the material such as internal shapes, slots or cut outs

Use a wider range of fixings including using a glue gun, with close supervision, split pins for movement and card corners. 



	Mark out and cut materials accurately and safely to a marked line

Join materials using appropriate methods, e.g. using a hand drill to drill tight and loose fit holes


With support, cut wood using a hacksaw

	Measure and cut materials with precision and refine the finish with appropriate tools, (Eg  sanding wood)

Assemble components to make working models.

Cut wood accurately to the measured line.
Build frameworks using a range of materials, e.g. wood, card, corrugated plastic


	
	Y1/2
	Y3/4
	Y5/6

	Materials – strength & structure
	Stronger stiffer and more stable (using paper and card)
Explore products in everyday life to see how they are strong and stable Eg chairs, tables, 
	Explore how objects in the world around them are strong and stable and how this is used in buildings and constructions Eg bridges, buildings towers. 
	Use what is known about structure and stability when creating items with movements or complex structures. 

	
	Strengthen a product by adding layers/material with suitable joining’s such as glue/tape. 

Investigate – rolling, folding, shaping and joining paper for strength. 
	Use a range of cutting and shaping techniques, such as tearing, cutting, folding and curling to provide strength.

 Re-create models of a house hold structures (eg chair – from card/paper etc) providing even legs to give stability. 

	Explore how structures are given strength through shape and construction – Explore though use of triangles, rolling and folding paper to create solid tubes/ beams  and laminating (sandwiching materials) 

Create structures which incorporate folding and rolling to replicate models of larger constructions in real life (Eg bridges/buildings) 

Create nets to make structures 
	Create structures which incorporate folding and rolling to replicate models of larger constructions in real life (Eg bridges/buildings) and explore how diagonals create strength. 


Create a series of different nets accurately and explore how assembling them together can create structure, strength and stability.  

	Create simple structures out of wood – giving strength by considering size, joining by gluing, card corners, blocks or screws and taking account of the shape and size.  (Eg a structure to support hydraulic mechanism such as 
	Create simple structures out of wood – giving strength by considering size, joining by gluing, card corners, blocks or screws 


Investigate how to make structures more stable by taking into account the base in relation to the shape and height to give stability.

	Mechanics for movement 

	Explore the significance of wheels – their origins and how they help movement – that they need to be facilitated by an axel to make this happen. 
Consider how linkages and pulleys are used in everyday life. 

	Explore how gears are used in everyday life – from simple (mechanical whisks) to vehicles, toys etc.
 
Explore simple propultions and transmitions of energy  – from pushes to sails and wind up .

Incorporate circuits into structures 
	Explore objects in the real world which use hydraulics and pneumatics on a small and large scale.
Explore the purpose and how these help us.  

When considering electric – consider also how this is used to magnetise & to facilitate movement  Eg used in modern transport such as the futuristic ‘hyperloop’.& electro magnets for lifting (Eg scrap yard) 

	
	Y1/2 Year 
	Y1/2 Year 
	Y3/4 Year 
	Y3/4 Year 
	Y5/6 Year
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	Make vehicles with construction kits which contain free running wheels

Attach wheels with an axel (or through the chassie) to make a car move. 
	create movement. 
Create Linkages (Eg – making 2D moving figures with split pins. See DT card 79)  to facilitate movement 
Create simple pop ups to

Use a range of materials to create models with wheels and axles, e.g. tubes, dowel, cotton reels

Create a simple pulley to facilitate movement 
	Incorporate a feature to power movement – Eg sail/rubber band wind up propellers/balloon for movement. Explore magnets for movement.
	Investigate simple gear to transmit movement 
Extension – investigate gears for the effects on speed. 
Create a simple wind turbine 




	Create a simple hydraulics system to create lift/movement. 
Eg syringe for movement. 

Control a model using an ICT control model

	Create a pneumatic structure for lifting and lowering. (Eg use of forces of air (gas) for movement. 

	 Electronics
	Investigate with batteries and bulbs creating a circuit – or with a given simple circuit board/kit – how to make it work. 

Look at toys which use circuits – to buzz/light up etc. 
	Explore how at how motors use/generate electricity – knowing input and output and recording simple designs scientifically 

	Create circuits to operate lights or buzzers – incorporated into a product recording simple designs scientifically – Example a game which lights up for correct answer and buzzes for incorrect. 
	Using a kit, incorporate a circuit, including with solar/wind power. 

use electromagnets for create simple moving parts. 


	

	Textiles
	Know: 
and comment on the different textures of fabrics and some of their properties 
Name wool, string and thread, know different purpose of each.

	Know: 
Different fabrics textures and properties -when commenting on them and select most appropriate for the purpose. 
Refer to the weft and warp thread in a weave. 
Know different fabric types and their origins/ silk/cotton/linen/wool. (could consider ethics of these now in the past)

	Know: 
Terminology such as  weft and warp- and how the tightness of these affect the warmth and strength of the fabric (when commenting in fabrics properties and textures)
When referring to weaving, how using the bias changes the hang of fabric. 
Know that sewing has been used as an art form – eg Bayeux tapestry/Mr Finch 

	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Be able to: 

Be able to create a simple  blanket  stitch using binka/ and large (plastic/blunt) needles – understanding how to handle the needle and the process. 

Weave, wind fabrics and textiles

Embellish to textiles by sticking on accessories. Eg eyes/sequins/feathers etc 
 
	Be able to: 

Be able to produce a simple running stitch to join two pieces of fabric together, ideally binka/loosely woven fabric.  (needles prepared) 

Embellish to textiles by sticking on accessories, adding fabric pen/paint 

Weave material to create a simple product  Eg place mat – with wipeable materials. Or to add embellishment- eg ribbon to fabric, for a bag etc.)
	Be able to: 

Be able to thread a (large eyed needle, tie a knot in the end to secure and join fabric with a running stitch.  (single thread) 


Be able to add sew on a button with a loop for fastening. Or sew ribbon for tie fastenings. 



Begin to select the most appropriate techniques to decorate textiles Eg ribbon/beads/sequins giving reasons and fasten as appropriate, stick or sew, dye fabric)

Explore other techniques using fabric/thread such as rug making, weaving, knitting etc. 
	Be able to: 

Be able to thread a needle, tie a knot in the end to secure and join fabric with a running stitch.  (single thread) Begin to tie off at the end to secure stitching. 

Be able to add fastenings such aa a button/Velcro or press stud – as appropriate.  



Select an appropriate embellishment for a product. Eg. fabric pen/paint/sequins/beads etc

Dye fabric to create pattern 



Explore other techniques using fabric/thread such as rug making, weaving, knitting etc.

	Be able to: 

Be able to thread a needle, tie a knot in the end to secure and join fabric with a running stitch.  (single thread) Back stitch at the end to secure stitching including when joining fabrics. 
Be able to create a simple seam allowance with guidance. 


Be able to sew running stitch, back stitch and cross stitch. 

Be able to embellish products for different purpose – practical and/or aesthetic:  Eg fastening or applique for texture/ design/ patch or fabric badge) Explaining reasons for the choice. 


Use technologies to embellish a product – print a slogan (knowing to reverse lettering/image on to iron on transfer) 

Use textiles and stitching to create different textures and aesthetics – Eg 
create different stitches for different decorative purposes (Eg cross stitch to create a picture/tapestry)




	Be able to: 

Select and create different stitches for different e purposes 
Eg back stitch for seams and running stitch to attach decoration, cross stitch for pattern/design/buttons) independently choosing which stitch will be most appropriate.

Use a simple seam allowance where appropriate to prevent fraying. 


Be able to embellish products for different purpose – practical and/or aesthetic:  Eg fastening or applique for texture/ design/ patch or fabric badge/using technology/printing) Selecting the most appropriate with justification.
Nb Fastenings – zips as a challenge. 


Use textiles and stitching to create different textures and aesthetics – Eg cross stitch for picture/tapestry/ applique for soft furnishing/clothing or picture design)



	
	Experiment with fabrics to create products under the direction of an adult. 

Puppet
Bag
Pencil case
Simple woven – eg placemats 

	Follow basic patterns and direction to create a product – making selections and adding own design embellishments 

Bags/pencil case
Soft furnishings/rugs
Toy 
Book marks
  
	Plan and create own product for a given purpose or to solve a problem 

Upcycling – clothes, soft furnishings, fashion accessories
Tapestries


	

	
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Cooking & 
Nutrition
	
Know :
where food comes from

Group familiar products, e.g. fruit and vegetables

Be able to: 
Cut/chop ingredients safely (soft foods recommended)



Prepare simple dishes safely and hygienically (without using a heat source)




	
Know: 
How to group foods into the give groups in the Eatwell Plate



Be able to: 
Cut, grate or peel ingredients safely

Measure or weigh using cups or electronic scales 

Prepare simple dishes safely and hygienically (without using a heat source)

	
Know: 
Know that a healthy diet is made up from a variety of different food and drink, as depicted in the Eatwell
Plate

How heating and cooling affects the product made 

Be able to: 
In addition to cut, grate, peel, 
mix & knead ingredients safely.


Measure and weigh ingredients appropriately and accurately 
Follow a recipe

Prepare ingredients hygienically and using the appropriate utensils, by following a recipe
	
Know: 
What consists of a healthy diet and that people follow different diets based on their own cultural or religious beliefs/preferences – eg vegetarians, vegans, religious groups etc Judaism/Islam

How heating and cooling affects the product made including reversible and irreversible change and the effects on where to store products as a result. 

Be able to: 
In addition to cut, grate, peel, mix & knead 
Rubbing in, beat & fold

Greasing and lining a tin or tray

Measure and weigh ingredients appropriately
Follow a recipe- making simple adjustments to the amounts eg doubling/halving for the different number it will serve. 

Prepare ingredients hygienically and using the appropriate utensils, by following a recipe
	
Know: 
What consists of a healthy diet and that people follow different diets based on their own cultural or religious beliefs/preferences – eg vegetarians, vegans, religious groups etc Judaism/Islam or based on health needs Eg diabetic. 

Understand seasonality and know where and how a variety of ingredients are grown, reared, caught and processed



Be able to: 
Assemble or cook ingredients using a range of techniques (Eg cut, grate, peel, mix & knead,Rubbing in, beat & fold) identified in a recipe controlling the temperature of the oven or hob

Measure accurately using different equipment and calculate ratios of ingredients to scale up or down from a recipe


Create recipes, including ingredients, methods, cooking times and temperatures

Understand the importance of correct storage and handling of ingredients
	
Know: 
What consists of a healthy diet and that people follow different diets based on their own cultural or religious beliefs/preferences – eg vegetarians, vegans, religious groups etc Judaism/Islam or based on health needs Eg diabetic.

Understand seasonality and know where and how a variety of ingredients are grown, reared, caught and processed

Understand the important of nutrition, a balanced diet and about the characteristics of a broad range of ingredients in choosing and preparing food 

Be able to: 

Combine ingredients appropriately, using a range of techniques. Eg cut, grate, peel, mix & knead,Rubbing in, beat & fold) And cook at the correct temperatures.

Measure ingredients to the nearest gram and millilitre and calculate ratios of ingredients to scale up or down from a recipe

Create and refine recipes, including ingredients, methods, cooking times and temperatures

Understand the importance of correct storage and handling of ingredients

	
	Experiment with food 
EG Washing vegetables – naming vegetables and fruits 
Stirring ingredients - they should be at room temperature
Mashing with a fork or potato masher - again watch out for temperature
Sprinkling - flour, cake decorations and icing sugar, put a tray underneath to avoid too much mess
Spooning ingredients into scales - you'll need to help!


	Follow recipes to create meals for a specific purpose 
EG Visitor from a specific religious tradition 
      Cultural event – taking account of the traditions 
      Seasonal event – using ingredients available
      Taking inspiration from a specific time or place 
	Plan and create a meal based on what they have learned for a specific purpose
EG high energy sport
      Visitor from a specific religious tradition 
      Cultural event – taking account of the traditions 
      Seasonal event – using ingredients available
      Taking inspiration from a specific time or place



Links 
https://www.hellowonderful.co/post/10-awesome-stem-projects-for-kids-that-move/   
https://richmondgovuk.j2bloggy.com/erichmond/design-and-technology/ - exploding diagrammes 
CAD  – refer to Computer Aided Design – and children will use this in Y3/4 to create models. Enabling them to see expanded design – for this we will use… 
Sketch up 
https://rundontwalk.co.uk/2020/06/24/cad-computer-aided-design-remote-learning-cpd/  (online course by a teacher) 
CAM- refers to computer Aided Manufacturing – for this purpose we will use techsoft  vinal cutting- tool – to work alongside the Techsoft Design V3 programme – this will enable children to create their own vinal transfer stickers and is a pre-requisite for high school – 3d printers at high school. We will also print computer generated designs onto fabric stickers – remembering to invert writing so that it appears the correct way. 
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