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 Pupils should be taught: Year 3 Year 4 Year 5 Year 6 

D
e
si
gn

 

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.  

 

To work in a range of relevant contexts. 

 

To 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. 

 

To generate, develop, model and 

communicate their ideas through 

discussion, annotated sketches, cross-

sectional and exploded diagrams, 

prototypes, pattern pieces and 

computer-aided design. 

 

 Begin to identify the 

design features of their 

products that will appeal 

to intended users.  

 

 Use suggested research 

materials to collect 

information to inform 

their design. 

 

 Use their knowledge of a 

broad range of existing 

products to help generate 

their ideas. 

 

 Design innovative and 

appealing products that 

have a clear purpose and 

are aimed at a specific 

user. 

 

 Use annotated sketches 

and drawings to develop 

and communicate their 

ideas. 

 

 Explore different initial 

ideas before creating a 

final design. 

 

 Identify the design 

features of their 

products that will appeal 

to intended users.  

 

 Use a wide range of 

suggested research 

materials to collect 

information to inform 

their design. 

 

 Use their knowledge of a 

broad range of existing 

products to help 

generate their ideas. 

 

 Design innovative and 

appealing products that 

have a clear purpose and 

are aimed at a specific 

user. 

 

 Use annotated sketches 

and cross-sectional 

diagrams to develop and 

communicate their ideas.  

 

 Explore a range of initial 

ideas before creating a 

final design. 

 

 Begin to develop design 

criteria to inform the 

design of successful 

products that are fit for 

purpose and aimed at 

intended users. 

 

 Research using different 

sources to collect 

information to inform 

their design. 

 

 Use their knowledge of a 

broad range of existing 

products to help 

generate their ideas. 

 

 Design innovative and 

appealing products that 

have a clear purpose and 

indicate the design 

features of their 

products that will appeal 

to the intended user. 

 

 Use annotated sketches, 

cross-sectional drawings 

and exploded diagrams 

to develop and 

communicate their ideas. 

 

 Develop clear design 

criteria to inform the 

design of successful 

products that are fit 

for purpose and aimed 

at a target market. 

 

 Select, gather and use a 

wide range of research 

materials to collect 

information to inform 

their design. 

 

 Use their knowledge of 

a broad range of 

existing products to 

help generate their 

ideas. 

 

 Design innovative and 

appealing products that 

are functional and 

suggest what design 

features will appeal to 

the user/s. 

 

 Use accurate and 

technical annotated 

sketches, cross-

sectional drawings and 

exploded diagrams to 
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 Begin to use prototypes to 

test out ideas. 

 

 Begin to use computer-

aided design where 

possible. 

 

 Work in a range of 

contexts, ie home, school, 

leisure, food. 

 

 Begin to use prototypes 

to test out ideas. 

 

 Begin to use computer-

aided design where 

possible. 

 

 Work in a range of 

contexts, ie home, 

school, leisure, food. 

 Begin to generate a 

range of design ideas 

and clearly communicate 

final designs. 

 

 

 With growing 

confidence, use 

prototypes to test out 

ideas. 

 

 Use computer-aided 

design where possible. 

 

 Work in a broad range of 

contexts, ie home, 

school, leisure, food. 

develop and 

communicate their 

ideas. 

 

 

 

 Generate a range of 

design ideas and clearly 

communicate final 

designs. 

 

 Use prototypes to test 

out ideas. 

 

 Use computer-aided 

design where possible. 

 

 Work in a broad range 

of contexts, ie home, 

school, leisure, food. 
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M
a
k
e
 

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.  

 

To select from and use a wider range of 

tools and equipment to perform 

practical tasks [for example, cutting, 

shaping, joining and finishing], 

accurately. 

 

To 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. 

 

Planning: 

 Begin to place the main 

stages of making their 

product in a systematic 

order. 

 

 Select appropriate tools 

and equipment.  

 

 Select appropriate 

materials and components 

according to their 

function and aesthetics. 

 

 

 

 

 

 

 

 

 

Practical skills and 

techniques: 

 Learn to use a range of 

tools and equipment 

safely, appropriately and 

accurately. 

 

 Use a range of materials 

and components, including 

construction materials 

(shelters and shadow 

puppet theatre) and 

Planning: 

 Place the main stages of 

making their product in a 

systematic order. 

 

 Carefully select 

appropriate tools and 

equipment and begin to 

explain choices. 

 

 Carefully select 

appropriate materials 

and components 

according to their 

function and aesthetics. 

 

 

 

 

 

 

 

Practical skills and 

techniques: 

 Learn to use a wide 

range of tools and 

equipment safely, 

appropriately and 

accurately. 

 

 Use a range of materials 

and components, 

including construction 

materials and mechanical 

and electrical 

Planning: 

 With growing 

confidence, create a 

step-by-step plan for 

making their product. 

 

 Begin to plan by 

suggesting what to do 

next. 

 

 Carefully select from a 

range of tools and 

equipment, explaining 

their choices. 

 

 Carefully select from a 

range of materials and 

components according to 

their function and 

aesthetics and begin to 

explain choices. 

 

Practical skills and 

techniques: 

 With growing 

confidence, use a wide 

range of tools and 

equipment safely, 

appropriately and 

accurately. 

 

 Use a wide range of 

more complex materials 

and components, 

including construction 

Planning: 

 Create a clear step-by-

step plan for making 

their product. 

 

 Plan by suggesting what 

to do next. 

 

 Suggest and select from 

a range of tools and 

equipment, clearly 

explaining their choices. 

 

 Suggest and select from 

a range of materials and 

components according 

to their function and 

aesthetics, explaining 

choices. 

 

 

 

Practical skills and 

techniques: 

 Confidently use a wide 

range of tools and 

equipment safely, 

appropriately and 

accurately. 

 

 Use a wide range of 

more complex materials 

and components, 

including construction 

materials and 
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textiles (Victorian coin 

purse). 

 

 Begin to measure and mark 

out accurately (nearest cm 

and mm). 

 

 Begin to cut, shape and 

score materials with some 

degree of accuracy. 

 

 Begin to assemble, join 

and combine material and 

components with some 

degree of accuracy. 

 

 Begin to demonstrate how 

to apply all skills and 

techniques to make a 

successful product. 

 

 Begin to join textiles using 

an appropriate sewing 

technique (Victorian coin 

purse). 

 

 Begin to use different and 

appropriate finishing 

techniques to improve the 

appearance and 

functionality of a product. 

components (Roman 

catapults and Bridges). 

 

 

 

 With growing 

confidence, measure and 

mark out accurately 

(nearest cm and mm). 

 

 Cut, shape and score 

materials with some 

degree of accuracy. 

 

 Assemble, join and 

combine material and 

components with some 

degree of accuracy. 

 

 With growing 

confidence, demonstrate 

how to apply all skills and 

techniques to make a 

successful product. 

 

 With growing 

confidence, use 

different and 

appropriate finishing 

techniques to improve 

the appearance and 

functionality of a 

product. 

materials (Cam toys), 

textiles (Commemorative 

banner) and mechanical 

components (Cam toys). 

 

 Measure and mark out 

accurately (within cm). 

 

 Cut, shape and score a 

range of materials with 

increased precision and 

accuracy. 

 

 Assemble, join and combine 

material and components 

with increased precision and 

accuracy. 

 

 Demonstrate how to apply 

all skills and techniques to 

make a successful, more 

complex product. 

 

 Join textiles, including 

layers, using a variety of 

stitches (Commemorative 

banner). 

 

 Refine the finish by 

selecting and using a range 

of techniques to improve 

the appearance and 

functionality of their 

product. 

mechanical and 

electrical components 

(Viking Longships and 

Controllable vehicles). 

 

 Take exact 

measurements and mark 

out accurately (within 

cm and mm).  

 

 Cut, shape and score a 

range of materials with 

more exact precision 

and accuracy. 

 

 Assemble, join and 

combine material and 

components with more 

exact precision and 

accuracy. 

 

 Demonstrate how to 

apply all skills and 

techniques accurately 

to make a successful, 

more complex product. 

 

 Refine the finish by 

selecting and using a 

range of techniques to 

improve the appearance 

and functionality of 

their product, 

explaining their choices. 
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E
va

lu
a
te

 

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.  

 

To investigate and analyse a range of 

existing products. 

 

To evaluate their ideas and products 

against their own design criteria and 

consider the views of others to improve 

their work. 

 

To understand how key events and 

individuals in design and technology 

have helped shape the world. 

 Explore and evaluate existing products, beginning to 

explain the purpose of the product and whether it is 

designed well to meet the intended purpose. 

 Explore and evaluate existing products, explaining the 

purpose of the product and whether it is designed well 

and fit for purpose. 

 
 Begin to complete some analysis of similar products on 

the market. 

 
 Begin to use their design 

criteria as they make 

progress, changes and 

alter their plans, 

sometimes considering the 

views of others to help 

improve their product. 

 

 Evaluate their products 

against their design 

criteria and begin to 

consider changes. 

 

 Use their design criteria 

as they make progress, 

changes and alter their 

plans, sometimes 

considering the views of 

others if they think it 

will help improve their 

product. 

 

 Evaluate their products 

against their design 

criteria and suggest 

possible changes. 

 

 Evaluate the quality of 

design, manufacture and 

fitness for purpose of 

their products as they 

design and make. 

 

 Evaluate their ideas and 

products against their 

design criteria, making 

changes as needed. 

 

 Critically evaluate the 

quality of design, 

manufacture and fitness 

for purpose of their 

products as they design 

and make. 

 

 Evaluate their ideas and 

products against their 

design criteria, making 

purposeful changes as 

needed. 

 Specific to their topic/ product and where necessary, each year group will evaluate the key events, including technological 

developments, and designs of individuals in design and technology that have helped shape the world. 

 

Year 3 – Stone Age / Iron Age, Victorians, Light and Shadow. 

Year 4 – Romans, London, Ancient Greece. 

Year 5 – WW2, Brazil, Coasts. 

Year 6 – Vikings, USA 
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e
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To apply their understanding of how to 

strengthen, stiffen and reinforce more 

complex structures. 

 

To understand and use mechanical 

systems in their products [for example, 

gears, pulleys, cams, levers and 

linkages]. 

 

To understand and use electrical 

systems in their products [for example, 

series circuits incorporating switches, 

bulbs, buzzers and motors]. 

 

To apply their understanding of 

computing to program, monitor and 

control their products. 

 

 Apply their understanding of how to strengthen, stiffen 

and reinforce structures in order to create and improve 

characteristics of their products. 

 Apply their understanding of how to strengthen, stiffen 

and reinforce more complex structures in order to 

create and improve characteristics of their products. 

 Understand that materials 

have both functional 

properties and aesthetic 

qualities. 

 

 

 

 

 Use mechanical systems 

in their products – 

pulleys, levers, linkages – 

and understand and 

demonstrate how they 

create movement. 

 

 Use simple electrical 

systems in their 

products – circuits with 

bulbs – to create 

functional products 

(Bridges). 

 Use mechanical systems 

in their products – cams 

– and understand, 

demonstrate and begin 

to explain how they 

create movement. 

 Use mechanical systems 

in their products – 

gears – and understand, 

demonstrate and explain 

how they create 

movement. 

 

 Use more complex 

electrical systems – 

circuits with switches, 

motors – to create 

functional products 

(Controllable vehicles). 

 

 Apply their 

understanding of 

computing to program, 

monitor and control a 

product. 
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C
oo
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To understand and apply the principles 

of a healthy and varied diet. 

 

To prepare and cook a variety of 

predominantly savoury dishes using a 

range of cooking techniques. 

 

To understand seasonality, and know 

where and how a variety of ingredients 

are grown, reared, caught and 

processed. 

 

 Explain that a healthy diet is made up of a variety and 

balance of different food and drink and be able to apply 

these principles when planning and cooking dishes. 

 

 Understand how to prepare and cook a variety of 

predominantly savoury dishes safely and hygienically. 

 

 Learn and use a range of cooking techniques. 

 

 Prepare ingredients using appropriate equipment. 

 

 Measure and weigh ingredients with: 

Year 3 - some degree of accuracy 

Year 4 – increased accuracy. 

 

 Begin to independently follow a recipe. 

 

 Begin to understand seasonality and how food is processed 

into cooking and edible ingredients. 

 

 Begin to know when, where and how food is grown across 

the world. 

 

 Explain that foods belong to different food groups, 

which are needed for health and be able to apply these 

principles when planning, preparing and cooking dishes. 

 

 Understand and demonstrate how to prepare and cook a 

variety of predominantly savoury dishes safely and 

hygienically. 

 

 Suggest, select and demonstrate how to use a range of 

appropriate cooking techniques. 

 

 Select and use appropriate equipment to prepare 

ingredients. 

 

 Measure and weigh ingredients with: 

Year 5 – accuracy 

Year 6 – precision and accuracy. 

 

 Independently follow a recipe and begin to adapt and 

refine recipes. 

 

 Understand seasonality and what impact this may have 

on food. 

 

 Know, explain and give examples of food that is grown, 

reared and caught across the world. 
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 KS2 topics and products 
 

Our DT curriculum ensures: 

Children design and make ‘something’ 

for ‘somebody’ for ‘some purpose’ – 

product, user, purpose. 

 

 Stone / Iron age – 

construction: shelters 

 Victorians – textiles: 

coin purse 

 Egyptians –  

construction: shadow 

puppet theatre 

 Food technology – 

scones 

 Romans – mechanics: 

catapults 

 London – construction 

and electrical: bridges 

 Food technology – 

Greek food 

 WW2 – textiles: 

commemorative 

banner 

 Coasts – mechanics: 

cam toys 

 Food technology – 

Rationing 

 Vikings – 

construction: 

Longships 

 USA – electrical: 

controllable vehicle 

 End of year project – 

computing to 

program, monitor and 

control a product 

 Food technology – 

cookies 

 

 


