
Progression of Skills and Knowledge in Design Technology   	
 
Design and Technology encourages children to learn to think and intervene creatively to solve problems both as individuals and as members of a team.   We encourage children to use their creativity and imagination, to design and make products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values. 
 
EYFS - DT Skills Provision map  
 
	Early Learning Goal  
	Autumn Term  
	Spring Term  
	Summer Term 

	Share their creations, explaining the process they have used.  
 
Use a range of small tools, including scissors, paintbrushes and cutlery.  
 
Manage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the importance of healthy food choices. 
	Children will explore how things work.  
 
Explore different materials freely, in order to develop their ideas about how to use them and what to make.  
 
Develop their own ideas and then decide which materials to use to express them. Join different materials and explore different textures.  
 
Free choice of junk box modelling to create own representations of objects/people.  
 
Children will use one-handed tools and equipment, for example, making snips in paper with scissors.  
 
	Children can name some UK based animals and foods.  
 
Joining materials using sellotape, glue and split pins with support.  
 
Choosing and Using different materials for different effects.  
 
Children will develop their small motor skills so that they can use a range of tools competently, safely and confidently. Suggested tools: pencils for drawing and writing, paintbrushes, scissors, knives, forks and spoons.  
	Evaluate and adapt their buildings with support, refining ideas and developing their ability to represent them. Create collaboratively sharing ideas, resources and skills.  

	
	Exploring materials and beginning to understand different materials can be used in different ways.  
 
Talk about what the materials look and feel like  
 
Children can choose the right resources to carry out their own plan. For example, choosing a spade to enlarge a small hole they dug with a trowel.  
	
	


 
  
	 
	 
	National Curriculum 
	
	
	Assessment Statements 
	
	

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

	Design
 

	Understanding contexts, users and purposes 
	Design purposeful, functional, appealing products for themselves and other users based 
on design criteria  
	Use research and develop design criteria to inform the design of innovative, functional, appealing products 
that are fit 
	State and describe in simple language what they are designing and making and understand the need for a clear design.   
 
 
	State and describe what products they are designing and how they will work, which indicates understanding of method and purpose. 
	Work confidently within a range of contexts and describe the purpose of their products 
	Work confidently within a wide range of contexts and describe the purpose of their products 
	Work confidently within a wide range of contexts and explain how particular parts of their products work 
	Work confidently within a wide range of contexts and indicate the design features of their products that will appeal to intended users 



	
	
	
	for purpose, aimed at particular individuals or groups  
	Use simple design criteria to help develop their ideas 
	Use simple design criteria to help develop their ideas 
	Gather information about the needs and wants of particular individuals and groups 
	Develop their own design criteria and use these to inform their ideas 
	Identify the needs, wants, preferences and 
values of particular individuals and groups to inform their ideas 
	Carry out research, using surveys, interviews, questionnaires to inform their ideas 

	
	Generating, developing, 
modelling and 
communicating ideas 
	Generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communicati on technology 
	Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design 
	Generate ideas by drawing on their own experiences, making choices 
such as size/colour etc   
	Use knowledge of existing products to help come up with ideas and inform choices. 
	Generate realistic ideas, focusing on the needs of the user 
	Make design decisions that take account of the 
availability of resources 
	Generate innovative ideas, drawing on research giving careful consideration to how the product will be used.  
	Make design decisions, taking account of constraints such as time, resources and cost 

	
	
	
	
	Develop and communicate 
ideas by talking and drawing, indicating knowledge of key parts of the design  
	Model ideas by exploring 
materials, 
components and construction kits and by making templates and mock-ups and simple drawing. clearly labelling drawings to show which parts of the design will move and in which direction etc  
	Use annotated sketches to develop and communicate 
their ideas, drawing accurate diagrams with 
correct labels, arrows and explanations and 
correctly identifying definitions for key terms 
 
	Use annotated sketches and cross-sectional drawings to develop and 
communicate 
their ideas 
	Use annotated sketches, cross-sectional drawings and exploded diagrams to develop and communicate 
their ideas 
	Use annotated sketches, cross-sectional drawings, exploded diagrams that show their product from a range of perspectives and using prototypes to develop and 
communicate 
their ideas 



	 
	 
	 
	 
	Model ideas using kits and reclaimed materials 
Explore ideas by rearranging materials or ingredients  
	Model ideas using kits/reclaimed materials. 
Propose more than one idea for their product.  
Add notes to drawings to record ideas as they develop. 
 
	Make prototypes to develop and share ideas. 
Propose realistic ideas on how they can achieve their design ideas 
Begin to consider the aesthetic qualities of materials and ingredients.  
	Begin to use cross-sectional and exploded diagrams. 
	Use cross-sectional and exploded diagrams to 
communicate ideas 
Sketch and model alternative ideas and then evaluate which design to develop.  
Combine modelling and drawing to refine ideas 
	 

	Make
 

	Planning 
	Select from and use a range of tools and equipment to perform practical tasks  
	Select from and use a wider range of tools and equipment to perform practical tasks accurately  
	[bookmark: _GoBack]Select from a small range of tools and equipment, demonstrating how to use them correctly eg scissors.  
	Select from a range of tools and equipment, explaining their choices and understanding their different uses eg shaping, cutting, joining etc.  
	Select tools and equipment 
suitable for the task and explain their choices in relation to the 
skills and techniques they will be using 
	Produce 
appropriate lists of tools, equipment and materials that they need and explain their choices in relation to the skills and techniques they will be using 
	Produce 
appropriate lists of tools, equipment and materials that they need and order the main stages of making 
	Produce 
appropriate lists of tools, equipment and materials that they need and formulate step-by-step plans as a guide to making 



	
	Practical skills and techniques 
	Select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristi cs 
	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 
	Select from a small, given range of materials (eg paper, card, 
plastic) and 
components 
according to their 
characteristics, understanding that different materials can create different effects. 
	Select from a range of materials 
and components according to their characteristics, building structures and exploring how 
they can be made stronger, stiffer and more stable  
	Select materials and components suitable for the task and explain their choice according to functional properties and aesthetic 
	Select materials and components suitable for the task and explain their choice according to functional properties and aesthetic 
	Produce 
appropriate lists of 
materials and components 
suitable for the task and explain their choice according to functional properties and aesthetic 
	Produce 
appropriate lists of 
materials and components 
suitable for the task and explain their choice according to functional properties and aesthetic 

	
	
	
	
	Begin to measure, cut and join 
materials and components 
 
Begin to explore different techniques eg folding, sticking, tearing, cutting, 
split pins 
	Measure, cut and join materials and components  by beginning to understand the need for accuracy when using cutting and joining techniques such as folding, sticking, slots and simple stitching 
 
	Measure, cut, join and combine materials and components with some accuracy by 
Preparing pattern pieces/templates for their designs, using rulers and tape measures etc 
 
	Measure, cut, shape, join combine and assemble materials and components with some accuracy by demonstrating an understanding of accurate measuring and increasing understanding of how to join a broader range of materials and using appropriate 
finishing techniques 
 
	Accurately measure, cut, 
shape, join, combine and assemble materials and components, using techniques that involve a number of steps eg  
Use appropriate joining and finishing techniques, using equipment such as sewing machines, planes and saws 
 
	Accurately measure, cut, 
shape, join, combine and assemble materials and components, demonstrating resourcefulness when tackling practical problems and using equipment such as sewing machines, planes and saws 
Refine their product – review and rework/improve as necessary.  



	E
valuat
e
 

	Existing  Products 
	Explore and evaluate a range of existing products  
 
 
 
	Investigate and analyse a range of existing products  
	Begin to explore the materials, use and target market of products, and what they like and dislike about them. 
 
	Explore the materials, use and target market of products, and what they like and dislike about them. Begin to decide how existing products do/do not achieve their purpose. 
 
 
	Investigate and analyse the materials, use, target market, designer and manufacturer of products 
 
	Investigate and analyse the materials, use, target market, designer and manufacturer of products, and whether products can be recycled or reused 
	Investigate and analyse the materials, use, target market, cost and innovation of products: 
 
 
	Investigate and analyse the materials, use, target market, cost innovation, sustainability and impact of products 

	
	Own ideas and products 
	Evaluate 
their ideas and products against design criteria 
 
 
	Evaluate 
their ideas and products against their own design criteria and consider the views of others to improve their work  
 
	Begin to discuss their designs, make simple judgments about their products and suggest improvements: 
Say what they do and don’t like about items they have made 
Discuss how closely their finished product meets their design criteria and how well it meets the needs of the user.  
	Against their design criteria, discuss their designs, make simple judgments about their products and suggest improvements:   
Talk about their design and they develop and identify good and bad points. 
Say what they like and don’t like about their items they have made and give reasons why. 
	Refer to their design criteria as they design and make and use their design criteria to evaluate their completed products  
	Refer to their design criteria as they design and make and use their design criteria to evaluate their completed products,  
	Evaluate the quality of the design, manufacture and fitness for purpose of their products, and evaluate their ideas and products against their original design specification 
	Critically evaluate the quality of the design, manufacture and fitness for purpose of their products, and evaluate their ideas and products against their original design specification 



	
	
	 
	understand how key events and individuals in design and technology have helped shape the world 
	 
	 
	Explore inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products 
	Explore inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products 
	Explore inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products 
	Explore inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products 

	Technical Knowledge
 

	Technical 
Knowledge 
(specifically linked to content) 
	Build structures, exploring how they can be made stronger, stiffer and more stable  
	Apply their understanding                of how to strengthen, stiffen and 
reinforce more complex structures  
	Build structures, exploring how they can be made 
stronger, stiffer and more stable 
	 
	Apply their understanding of how to 
strengthen, stiffen and reinforce more complex structures 
	 
	 
	 

	
	
	Explore and use mechanisms 
[for 
example, levers, sliders, 
wheels and 
axles], in their products. 
	Understand and use mechanical systems in 
their 
products 
[for 
example, gears, pulleys, cams, levers and linkages 
	 
	Explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products. 
	 
	 
	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 in-corporating switches, bulbs, buzzers and motors] 
	 
	 
	 
	Understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors] 
	 
	 

	
	
	 
	Apply their understandi ng of computing to program, monitor and control their products. 
	 
	 
	 
	 
	 
	Apply their understanding of computing to program, monitor and control their products. 

	Cooking and Nutrition
 

	Where food comes from 
	Understand where food comes from 
	Understand seasonality, and know where and 
how a 
variety of ingredients are grown, reared, caught and processed. 
 
	Know that all food comes from plants 
or animals 
	Know that food has to be farmed, grown elsewhere (e.g. home) or caught 
	Know  that food is grown, reared and caught in the UK, Europe and the wider world 
	Know  that food is grown, reared and caught in the UK, Europe and the wider world 
	Know  that food is grown, reared and caught in the UK, Europe and the wider world, and that seasons may affect the food available 
	Know  that food is grown, reared and caught in the UK, Europe and the wider world,  and how food is processed into ingredients that can be eaten or used in cooking 



