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	Statutory Requirements

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.
	KS1	

	LKS2

	UKS2

	
	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 and school, gardens and playgrounds, the local community, industry and the wider environment]. 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.
	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]. 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.
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Progrecsion of skills and bknowledge

Subject leader overview Year 1 - Year 6

An overview of the skills and knowledge covered in each year group and strand and how these are developed
through our Design and technology scheme of work.

This document was last updated on 03.03.22. Please check here for the most up to date version.

© Kapow Primary™
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How is the Design and technology scheme of work organiced?

National Curriculum guidance

| |

Kapow Primary scheme

Kapow primary key areas - Key stage 1and 2

Key stage 2 only

Digital world
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Progrecsion of skille and knowledge

Year 1

Year 2

Constructing a windmi

Baby bear’s chair

[l - Leormine the importance of aclear design rteria « Generating and communicating deas using sketching and modelling
B0 - inclucing ndividua preferences and requirements ina design < Learing bout diffrent tyes o structures, found in the naturalworkd and n everycay
] objects
a
« Making stabl structures from card,tape and gl « Making astructure according todesgn criteria
EO - Learing how o turn 2D nets nto 3D strucures < Cresting joints and structures from paper/card and tape
[t - Following nstuctions o cut nd assembl th supporting structure o a windinill « Buiding 2 trong andsif structure by olding paper
28 IS Making fonctioning urbines and axies which are sssembled ntoa min supportng structure
=
17
A « Exploringthe features of structures
o « Comparing the stabilty of diferent shapes.
®  Testing the strength of own structures
3 ~ denting the weakest part o  structure
S « Evaluatingthe strength sifines and sabilty of own structure
o
‘« Tounderstand that the shape of materials can be changed to improve the strength and ‘ Toknow that shapes and structures with wide, flat bases or legs are the most stable
ifnessof sructures " Tounderstand that the shape o a structur afect s strength
S0« To understand that cylinders are a strong type of structure (e.g. the main shape used for « Toknow that materials can be manipulated to improve strength and stiffness
fi| windmillsand Fghthouses) < Toknow that a tructure s something which hasbeen formed or made from parts
0 - o understand hat axes ar usd instructures nd mechanisms o make part urninacircle |+ Toknow that  stable structure s one whic s rmly e and unlikely {0 change o move
¥=B - To begintounderstand that iferentstuctures ae used for diferent purposes «Toknow that a strong tructure s one which does not break easily
FoA < Toknow thata structure s something that ha been made and put togethr < Toknow thata s siucture or materil 5 one which does not bend easily
2

Knowledge

 Toknow thata client s the person | am designing for
 Toknow that design citeria s st of points to ensure the product meets the clients needs.
and wants

Toknow that awindill harnesses the power of wind for a purpose ike grinding grain,
pumping water or generating electriity

 Toknow that windmill turbines use wind to turn and make the machines inside work
 Toknow that awindillis astructure withsais that are moved by the wind

 Toknow the three main parts of a windrillare the turbine, axle and structure.
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« Toknow that naturalstructures are those found in nature:
« Toknow that man-made structures are those made by people
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Progrecsion of skille and knowledge

Year 3

Year 4

Constructinga castle

Pavilions

[ER - Desioning a castewith ey features tosppeal o aspecifc erson/purpose « Desgning stabe pavion sructue thati astheicllypessing and slecting materil to
LT . Dravingand lbeling casti designusing 2D shapes, labellng the 3D shapes hatwil | createadesird effect
il <restethe eatures- materials eeded and colours ~Building rame sisuctures designedtosupport weight
Pl - Designing anior decorating a castl oweron CAD software
« Constucting  rangeof 3D geometic shapes usingnets « Creating range of diferent haped rame structures
[« Creatingspecafeaturesfor indiidual designs Nakingavarietyof re standing framestuctures o different shapesandszes
| * Mg facaces rom rangeof recycied materials ©Seecting sporopeiate materils tobuld 3trong structure and for the cacding
o B « Reinforcing comers to strengthen a structure.
= * Creating a design in accordance with a plan
= « Learning o createdifrent texturaleffects with materials
= Evaluating own work and the work ofothrs basedon the aethetif thefished roduct | » Evalating tructures e by the lass
I ndincomparisonto theariginal design « Describing whatcharactersticsof a designand construction ade i th most efective
B Sussestingpoiots for modincationof the indiicual designs © Consdering effective and neffective designs
]
K
s
@
« Tounderstand hatwide nd a basedobjects are more stable « Tounderstand what a rame structureis
S o understand he importance of srengih and tfness instrucures “Toknow thata freestanding structure s one whichcan tand n s own
ki
e
£
k]
o =
[}
) P ———— p e ————————————
= moat drawbridge and gatehouse - and ther purpose « Toknow that cladding can be applied tostructures for different effects.
3 “Toknow thtaacade s th rontof astructure = Toknow thataestheticsare howa praductlooks
2 = Tounderstand hatacastleneeded t b sirong and stabe towithstand enemyattack = Toknow that aproduct’s uncton means s purpose
< < Toknow that apaper net s lat 20 shape hat canbecome a 3D shape one asembled = Tounderstand hat th tage audience means the person o roup of peope aproductis

Toknow that a design specifcation s a st of success citeria for aproduct
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designedfor
 Toknow that architects consider ight, shadow and patterns when desigring.
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Progrecsion of skille and bnowledge

Year 5

Year 6

Bridges

Playgrounds

Knowledge

ol - Dcsioning astablestructure that s abie o support weight « Designing  playaroundfeaturing a varietyof different tructures giving careful
Bl - Creatingrame svucture ith focus ontrangulaton consideration o how he structures wilbeusedconsidring ffective and nffective designs
]
a
« Making a rangeof different shaped beam bridges « Building arange of lay apparatus structures drawing upon new and pror knowledge of
« Usingtriangles o create trussbrdges that span  given distance and supports aload structures
< Buiding awooden bridge structure. « Measuring marking and cutting woo to create a range of structures
BN - independently measuring and marking wood accurately « Using arange of materialstoreinforce and add decoraton o structures
y I Selecting aporoprite ook and equipment or particuar tasks
8 IS« Using the correct techniques tosaws safely
H < identiying where atructure needs reinforcement and usingcard corers for support
= « Explaining why selcting appropriating materials is an important partofthe design process
" * Understanding basic wood functional properties
« Adaptng and improving own bidge structure b dentifying points o weakness and Improvinga design lan based on peer evaluation
PR reinforcing themasnecessary < Testing andadaptinga designto improve it as it s developed
BB < Suggesing points for mprovements for own bridges an those designed by others « dentiying what makes asuccessful structure
]
=
]
[
@
S« Tounderstand some different ways o reinforce structures « Toknow that structures can bestrengthened by manipulating materials and shapes.
[} * Tounderstand how rianglescan be used to einforce bridges
E=0  Toknow tha properties are words that escribe the form and function of materias
=1« Tounderstand why material selction s important based on thir properties
foA] o understand the mterilfunctionaland aesthetc) roperties of wood
i

 Tounderstand the difference between arch, beam, truss and suspension bridges
 Tounderstand how to carry and use asaw safely
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 Tounderstand what a footprint plan'is
 Tounderstand that in the real world,design, can impact users in positive and negative ways.
« Toknow that a prototype is  cheap model t test adesign idea
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Progrecsion of skillc and knowledge

Year 1

Year 2

Mechanisms / Mechanical systems

Making a moving storybook

Wheels and axles

Fairground wheel

Making a moving monster

« Explaiinghow to adapt using |« Designing avehici thatncludeswheels, | » Selectingasuitblenkage systemto « Cretinga cass design riteia for amoving
79 bridscsor suids o control the movement | axes and ave holders, whichvill alowthe | produce the dsired motions monster
3l « Designing a moving story book for agiven | wheels tomove ‘« Designing awheel Selecting appropriate  Designing amoving monster for a specific
o audience * Creating clearly labelled drawings which ‘materials based on their properties ‘audience in accordance with a design criteria
a Tlustrate movement
« Followinga desig o reate moving « Adapting ms « Selecting materias according o their « Making linkages using cardfor levers and
0 [ Ghatuse leversand siders charactristics <pitpins forpvots
= B “Followinga designbriet xperimenting with inkages adjusting the
= i widths, lengths and thicknesses of card sed
(7 = « Cutting and assembling components neatly
PR Teting  ished product secingwhether | Tsting mechanisms dentyingwhatstops |  Evaluating diferent cesgns « Evaluatng own designsaganstdesign
P-Jl it moves as planned and if not, explaining ‘wheels from turning, knowing that a wheel ‘» Testing and adapting a design criteria
L iy and howtcanbe xed necds an axie norder to move. « Using peer feedback tomody ainal
=0 Reviewing the success of aproduct by design
B testig it withts ntended audience
I
«Toknowthata mecharim s the parts of an_| » Toknow thatwheels needtoberoundto | = Toknow thatdiffrent materas have « Toknowthat mechanisms are acalection
Gbject hat move together rotate and move ifferent properties and ar therefore of moving parts hat work together 353
“Toknow that  sider mecharismmovesan | + Tounderstandthat for awheeltomoveit. | suitabefo dferent uses machine to produce movement
abject from side toside mustbe attached toa rotating vl “Toknowthat thre s aiays aninput and
E0 - Toknowthata sider mechanismhasa |  Toknow that anaxe moves ithinan e outputina mechanism
KU icerslots. gides and anobject older which s e o th vehiler oy “Toknowthataninput s the energy thats
o E ‘« To know that bridges and guides are bitsof |« Toknow that the frame of a vehicle used to start something working
80 [ef card that purposefullyrestric the movement | (chassis)needs tobe balanced +To know that an outputis the movement.
ﬁ of the slider ‘that happens as a result of the input
3 +Toknowthat s leve is something that
turnson apivot
3 Taioontaasinkage mechas s made
8 upotaseries of evers
-z «To know thatin Design and technologywe | » Toknow some reat-ife tems that use.  Toknow the features of a ferris wheel  To know some real-ife bjects that contain

callaplan a‘design’
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‘wheelssuch as wheelbarrows, hamster
wheels and vehicles.

include the wheel, frame, pods,a base an axle:
and an axle holder

+ Toknow thatits important o test my
design as | go along 5o that | can sove any
problems that may occur

mechanisms.
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Progrecsion of skille and knowledge

Year 3

Mechanisms / Mechanical systems

Year 4

Pneumatic toys

Making a slingshot car

[ - Desiening a toywhich uses apneumatcsystem « Desgning hape thtreduces i resistance
Bl - Developing deigncrteriaromadesign it " Drawinga net to create astructure from
JiJll * Generating ideas using thumbnail sketches and exploded diagrams ‘« Choosing shapes that increase or decrease speed as a result of air resistance.
[aJll + Learning that different types of drawings are used in design to explain ideas clearly ‘» Personalising a design
« Creatinga preumati sytem tocreste  esied motion Measuring, marking,cutng and assemblig with increasing sccurscy
PO Guiing secure housing for a preumaticystem “ Making amodel based ona chosen design
EA - Ui yinges and bllons tocreatediterent typs of preumaticsystems tomake a
0 BB foncionnaopeing preumatc oy
= ‘» Selecting materials due to their functional and aesthetic characteristics
ﬁ ‘» Manipulating materials to create different effects by cutting, creasing, folding, weaving
« Using the views of thers tomprove designs « Evaluting the spee of il product baseon: he efect of shape o speec nd the
PO - Teting ancmoditying the outcome, suggetingmprovements Sceurscyof workmanship o prformance
g8 © Understanding the purpose of exploded-diagrams through the eyes of a designer and their
R Cient
3
g
I
« Tounderstand howpneumatic systems werk « Tounderstand that ll moving things have kineti energy
‘» Tounderstand that pneumatic systems can be used as part of a mechanism ‘* Tounderstand that kinetic energy is the energy that something (object/person) has by being
* Toknow that pneumatic systems operate by drawing in, releasing and compressing air motion
- < Toknow that i resistance i the level ofdrag onanabecta i forced throughth sic.
]  Tounderstand that the shape of amoving object wilffect how it moves due to air resistance.
E
£
3
2

Knowledge

 Tounderstand how ketches, drawings and diagrams can be used to communicate designideas
 Toknow that exploded-diagrams are used to show how different parts of a product fit
together

«Toknow that thumbnailsketches are smalldrawings to getdeas down on paper quickly

© Kapow Primary™

 Tounderstand that products change and evolve over time.
« Toknow that aesthetics means how an object or product looksin design and technology

« Toknow that a template is a stencil ou can use to help you draw the same shape accurately
« Toknow that a birds-eye view means a view from a high angle (as f a birdin fight)

« Toknow that graphics are images which are designed to explain or advertise something.
‘Toknow that it is important to assess and evaluate design ideas and models against alist of
designriteria
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Progrecsion of skille and knowledge

Year 5

Mechanisms / Mechanical systems

Year 6

Pop up book

Automata toys

 Desiging a pop-up book which uses a mixture of structures and mechanisms.
‘+ Naming each mechanism,input and output accurately.
« Storyboarding ideas for abook

‘«Experimenting with a range of cams, creating a design for an automata toy based on a choice
of camto create a desired movement

 Understanding how linkages change the direction of a force.

 Making things move at the same time

« Understanding and drawing cross-sectional diagrams to show the inner-working

« Following adesign brief to make a pop up book, neatly and with focus on accuracy
‘« Making mechanisms and/or structures using slders, pivots and folds to produce movement

« Measuring. marking and checking the accuracy of the jelutong and dowel peces required
« Measuring marking and cutting components accurately using a uler and scissors.

BBl « Using layers and spacers to hide the workings of mechanical parts for an aesthetically ‘+ Assembling components accurately to make a stable frame
N pleasingresut « Understanding tht for the frame tofuncion ffectively the components must becut
2 ‘accurately and the joints of the frame secured at right angles
= « Selecting appropriate materials based on the materal being oined and the speed at which
= the glue needs todrylset
©n
« Evaluatingthe work of others andreceivingfeedback on ow work « Evaluatingthe work o others and receivingfeedback on v work
« Suggestingpoins or improvement « Aoplying pointsof improvements
K] < Describingchangesthey would make/dofthey were todothe project again
]
3
]
s
o
Toknow that mechanisms control movement « Tounderstand tha the mechanism i an automata uses a system of cams, axles and followers
f B < Tounderstand that mechanisms that can e used to change one kind of motioninto another | » Tounderstand tha iferent shaped cams produce iffrent outputs
HER < To understand how to usesiders, ivots and folds to create paper-based mecharisms.
£
=
o
o0 [y
' prrrer———— e ————
H « Toknow that designers often want tohide mechanisms to make a product more aesthetically | « To know that across-sectional dagram shows the inner workings of a prodict
° plessing < Tounderstand how tose a bench hook and saw safely
< « Toknow thataset square can be used t help mark 90° angles
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Progrecsion of skills and knowledge

Year 3

Electrical systems (KS2 only)

Year 4

Electric poster few/

Torches

PR - Corr outrescarch based ona given topic (.. The Romans) todevelop arange ofniialdeas |+ Designing a torch, giving consideration to th tar et audience and creating both design and
o3 . Generate  final desgn for the electric poster with considerationto the clientsneeds and | success critera focusing o features of individual design ide3s
[l cesiencriveria
faQl - Desizn an lectricposter tht it the reauirements of agiven brie
« Planthe positioning o the bul (rcuit component) and s purpose
« Create. final design orthe eletric poster « Making atorch with aworking eletriclcircuit and sitch
P - Mount the posteronto corrugated cad to improve it strength and withstand the weightof |  Using appropeia equipment o cut and attach materials
EA thecrauitonthe rear « Assembling 2 torch according o the design andsuccess criteria
0 IS - Measureand markmateials out usingatemplat o rler
= «Fitan lectrical component (bult)
= = Learn ways to giv thefina product  igher quaiyfirsh e framing to concealaroughly
I cutedge)
« Learning to gve and accept constructivecritcsm on own work and the work f others « Evaluating electrial products
FI  Testing the success o nital ides against the design crieria and justiyingopirions « Testing and evaluating the successof ainal productand aking insiration from the w
E-BY| - Revisiting the requirements of the cient to review developing design ideas and check that
B ey thirneeds
]
s
o
«Tounderstand that an electrica systemis  group of parts(components) that worktogether to | » Tounderstand that elctrical conductors are materals which lectricty can pass hrough
0 transport lectricity around acircit « Tounderstandthat electrical insulators are materias which elctricity cannot pas through
[l « Touunderstand common featuresof an electri product (switch,battery or lug. dial,buttons |+ To know that a attery contains stored sletricity that can be used to power products
= B « Toknow thatan electrial ircuit must be complete fr lecticty to flow
¥l Tolist exampls of commn lectric products kettle,reme controletc) < Toknow that 2 switch can be used to complete and break an lectrica ircut
@ BT« To understand that an electric product uses an electrical system to work (function)
80 NS < o know the name and appearance of  bulb, battery battery holder and crocodilewire to
k] buid simple circuits
P e o i e
= o understand how material chices (such as mounting paper o corrugated card)can'mprove | = To know factsfrom the itory and invention ofthe elecric ight bulbs) - by i Joseph Swan
N aproduct toserve it purpose (remain rigd without bending when the lectica rcuits nd Thomas Edison

attached)
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Year 5

Electrical systems (KS2 only)

Year 6

Electronic greetings cards

Steady hand game

Skills

[AZIECY

 Desiging an electronic greetings card with a copper track circuit and components
« Creating a abelled circuit diagram showing positive and negative parts i relation to the LED
and the battery

‘ Writing design citeriafor an electronic greeting card

‘+ Compiling a moodboard relevant to my chosen theme, purpose and recipent

 Designing asteady hand game- identifying and namin the components required
« Drawing a design from three different perspectives

 Generating deas through sketching and discussion

« Modellingideas through prototypes

 Understanding the purpose of products(toys), including what s meant by it for purpose’ and
“form over function’

« Making afunctional series circuit
« Creating an electronics greeting card, referring to a design criteria
‘+ Mapping out where different components of the circuit will o

« Constructinga stable base for a game
« Accurately cutting, folding and assembling anet
 Decorating the base of the game to  high quality finish

« Making and testing acircuit Incorporating  crcuitnto a base:

« Evaluating  peer's product against design criteria and suggesting modifications that could be.
made toimprove the refiability or aesthetics of it or o incorporate another type of ircuit
component

« Stating what Sir Rowland Hillinvented and why it was important for greeting cards.

+ Analysing and evaluating a range of existing greeting cards.

« Testing own and others fnished games, identifying what went well and making suggestions
for improvement

« Gatheringimages and information about existing children's toys.

« Analysing a selection of existing children's toys

Technical

Knowledge

« Toknow the key components used to create a functioning crcuit
 Toknow that copper is a conductor and can be used a part of acircuit
 Tounderstand that breaks n a circuit will stopitfrom working

 Tounderstand that a series circuit only has one path for the lectricalcurrent to flow from
positive tonegative

 Toknow that we use symbols torepresent components in  crcuit diagram
 Toknow the names of the components in basicseries circuit: crocodile wires, LED.
(ight-emitting diode),battery holder,battery,cell

 Toknow that batteries contain acid,which can be dangerous if they leak
 Toknow the names of the components in  basic seriescircuit including a buzzer

 Toknow that product analysisi critiquing the strengths and weaknesses of a product
 Toknow thatmass production'is when  product is made in large quantities by a machine,
usuallyinafactory.

 To know that one-offproduction s when only one of a product s made by hand

 Toknow thatbespoke' means a product was made for  particular reason or person
 Tounderstand the development of personal message exchange through o the invention ofthe
Penny Black stamp, and exchanging of greting cards

 Toknow that a moodboard may include words,sketches, textures,colours, material samples.
etc and can act a inspiration when designing.

© Kapow Primary™

#To know that form means the shape and appearance of an object
Toknow the difference between form'and function’

+To understand that it for purpose’ means that a product works how it should and s easy to
 Toknow that form over purpose means that a product looks good but does not work very well
« Toknow the importance of orm folows function when designing: the product must be
designed primarly with the function n mind

 Tounderstand the diagram perspectives 'top view side view and back’
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Year 1

Cooking and nutrition

Year 2

Eruitand vegetables

Abalanced diet

 Designing smoothie carton packaging by-hand or on ICT software.

« Designing a healthy wrap based on a food combination which work well together

»
i
a
‘» Chopping fruit and vegetables safely to make a smoothie » Slicing food safely using the bridge or claw grip.
P - tenitying rafoodis a fruit or 2 vegetable « Constructing awrap that meets adesign bret
E 2 Cearninghereand how it and vegetables grow
2 I3
=
7
 Tasting and evaluating iferent food combinations « Describingthe taste texture and smell of ruit and vegetables
< Describing ppearance,smell and taste < Tastetesting food combinations and fnal products
B « suesting nformation o be included on packagin. « Describingthe nformation that shouid beincuded on alabel
5 « Evaluating which grip was most effective
s
s
o
« Understanding th difference between rts and vegetables o know that diet means th food and drink that a person or animalusually eats
‘» Tounderstand that some foods typically known as vegetables are actually fruits (e.g. ‘* Tounderstand what makes a balanced diet
Cocumber) < Toknow where tofind the ntrtionalnformation on packaging
I - o know that a blender i amachine which mixesingredients togethernto asmoothliquid |+ Toknow tht the i main food groups are: Carbaydrates, ruts and vegetables,proten,
FBl - Toknow that it has seecs and avegetable does not airyand foods ighin fat and sugar
E=Bl * Toknow that fruits grow on trees or vines ‘ Tounderstand that | should eat a range of different foods from each food group, and roughly
@ BER - o know that vegetables can grow either above or below ground Rowmachof eachfoad group
00 BRI . 7o know that vegetables can come from different parts of the plant (e roots: potatoes, « Toknow that nutrients are substances in food that allliving things need to make energy, grow
T PN eovesettuce it cucumben) and develop.
2 B “Toknow tha ingredients' meansthe tems n a miture o recipe
H < Toknow that  should ony have a maximum of e teaspoons of sugar a day tostay heslthy
9 < Toknow that many food and rinks we do ot expect o contain sugar doswe call these
= £ “hicden sugars’
¥
]
8
o
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Year 3

Cooking and nutrition

Year 4

Eating seasonally

Adapting a recipe

Tl « Creating a healthy and nutritious recipe for asavoury tart using seasonal ingredients,  Designing a biscuit within a given budget, drawing upon previous tastetesting,
gl covideringthetaste, texture, smell and appearance ofthe dish
]
P« Knowing how to prepare themselves and a work space to cook safely in, learning the basic Following baking recipe
B rules o avoid food contamination  Cooking safely, following basic hygiene rules.
LB « Following the instructions within a recipe « Adaptinga recipe
w |2
=
)
[ * Establishing and using design citeria o help test and review dishes. « Evaluating a recipe, considering: taste, smell, texture and appearance
E- - Describing the benefitsof seasonal fruits and vegetables and the impact on the environment |+ Descibing the impact o the budget on the selection of ngredients
RN « sugeesting points for improvement when making a seasonal tart « Evaluating and comparing a range of products
= * Suggesting modifications
>
[

Knowledge

Cooking and nutriti

‘» To know that notal futs and vegetables can be grown i the UK.
« Toknow that climate affects food growth

« Toknow that vegetables and fruit growin certain seasons.

 Toknow that cooking nstructions are known as  recipe’

 Toknow that imported food i food which has been broughtnto the country.

 Toknow that exported food is food which has been sent to another country:

« Tounderstand that imported foods travelfrom far away and this can negatively impact the
environment

 Toknow that each fuit and vegetable gives us nutritional benefts because they contain
vitamins, minerals and fibre

«Tounderstand that vitamins, minerals and fibre are important for energy, growth and
maintaining health

 Toknow safety rules for using,storing and cleaning a knife safely

 Toknow that similar coloured fruits and vegetables often have simila nutritional benefts

© Kapow Primary™

« Toknow that the amount of an ingredient in arecipe is known as the ‘quantity’

« Toknow that ts important to use oven gloves when removing hot food from an oven
« Toknow the following cooking techniques: sieving, creaming. rubbing method, cooling
#To understand the importance of budgeting while planning ingredientsfor biscuits
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Year 5

Cooking and nutrition

Year 6

What could be healthier?

Come dine with me

PRl - Actinga raditiona recpe, understanding that the nutrtionslvalue of recipe ltersifyou |+ Wriing  ecip. explaiing the ey steps, method and ngredients
LT cmoe, subsitute o add sddiionalngrecents « including acts and drawings rom research undertaken
Pl « Writing anamended method for arecipe to ncorporate the elevant changes o ngredients
Pl - Designing ppealing packagingtorflect arecipe
« Cutting and preparing vegetables safely « Following a recipe, incuding using the correct quantiis of each ngredient
P - Using cauipment saely, inclcing knives,hot pans and hobs < Adaptingarecipe basedonresearch
BB < Knowing how to avoid cross-contamination “Workingoagven imescale
[+ ollwing st by sepmethod caretuly o make s recioe « Working sfely and hygienically with independence
=
«
‘« Identifying the nutritional differences between different products and recipes. ‘» Evaluating a recipe, considering: taste, smell, texture and origin of the food group
2 Identying and describing heathy benents of food groups < Tastetesting and scoring il products
8 = Suggesting and writng up points of mpravements nproductions
5 < Evahiating health and safety n production to miimise crosscontamination
3
g
I
o understand where meat comes from - learnin that beet s from catle and how beet s « Toknow that flavour ishow afood or drink astes
reared and pocessed,including key welfare ssues < Toknow that many countries have-ationa dishes which re recpes associted vith that
» Toknow that | can adapt a recipe to make it healthier by substituting ingredients ‘country.
«Toknow that | can use a nutrtionl calulator to see howhealthy  foodoption’s < Toknow that processedfood means food that has been put through mltiple changes na
RS o nderstand that <ross-contaminaton’means tha bacteria and germs ave been passed | factory
@ [ ontoready-to-cat foodsandithappens when thee foods mixvwith rawmeatorunclean bjecs |+ Tounderstan thatt s mportant o wash it and vegetables bfore eating o remve any
£ it and necticdes
] 5 « To understand what happens to  certain food before it appears on the supermarket shelf
'8 = (Farm to Fork)
s E
% 5
)
Gl S
M =
S
8
o
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Progrecsion of skille and knowledge

Year 1

Year 2

Puppets

Pouches

 Using atemplate to create a design for apuppet

Design

« Designing a pouch

« Cutting fabric neatly with scissors.
Using oining methods to decorate a puppet
 Sequencing steps for construction

Make

Skills

« Selecting and cutting fabris for sewing
Decorating a pouch using fabric glue or runring titch

« Threading aneedie

« Sewing running stitch, with evenly spaced, neat. even stitches to oin fabric

 Neatly pinning and cutting fabric using atemplate

* Reflecting on a inished product, explaininglikes and dislikes

Evaluate

« Troubleshooting scenarios posed by teacher
« Evaluating the quaity of the stitching on others' work

« Discussing s aclas, the success of their stitching against the success criteria
« Identifying aspects o their peers'work that they particulaly like and why

= Toknow that oining technique' means connecting two piecesof materal together
«"Toknow tha there arevarioustemporary methods fjining fabric by sing staples.gue or
ounderstand thatdifeenttechnicues orcining materls ca beused fordiferent
Tounderstand thta template o Fbric aten s s tocut ot the sme shape e
ottt g desnidsiuseho e howsniceswit ook

Knowledge

« Toknow that sewing is amethod of oining fabric
« Toknow that diferent titches can be used when sewing
 Tounderstand the importance of tying a knot after sewing the final sitch
« Toknow that a thimble can be used to protect my fingers when sewing.
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Progression of skills and bnowledge

Year 3

Year 4

Cushions

Fastenings

Skills

Design

Make

Evaluate

 Designing and making a template from an exsting cushion and applying individual design
criteria

« Writing design criteria for a product, articulating decisions made:
« Designing a personalised booksleeve.

« Following design criteria o create a cushion

« Selecting and cutting fabrics with ease using fabric scissors.
Threading needies ith greater independence

 Tying knots with reater independence

 Sewing cross stitch tojoin fabric:

« Decorating fabric using appliqué

« Complting design ideas with stuffing and sewing the edges.

 Making and testing a paper template with accuracy and in keeping with the design criteria
« Measuring, marking and cutting fabric using 2 paper template

Selectinga stitchstyle to oin fabric,working neatly sewing smallneat stitches
« Incorporating fastening to. design

 Evaluating an end product and thinking of other ways inwhich o create similar items.

« Testing and evaluating an end product against the original design criteria
« Deciding how many of the criteria should be met for the product to be considered successful
« Suggesting modifications for improvement

« Aticulating the advantages and disadvantages of diferent fastening types

Knowledge

+To know that applique s away of mending or decorating a textle by applying smaller pieces of
fabric

+To know that when two edges offabric have been joined together it i called a seam

+To know that it s important to leave space on the fabric for the seam

+To understand that some products e turned inside out after sewing so thesttching is hidden
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 Toknow that a fastening i something which holds two pieces of material together for
‘example a zipper, toggle,button,press stud and velcro.

 Toknow that diferent astening types are usefulfor different purposes

 Toknow that creating a mock up (prototype) of their design s useful for checking ideas and
proportions
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Progrecsion of skille and knowledge

Year 5

Year 6

Stuffed toys

Waistcoats

Skills

Design

Make

Evaluate

« Designing astuffed toy considering the main component shapes required and creating an
appropriate template
+ Considering the proportions of individual components.

« Designing a waistcoat n accordance to specification linked to set of design criteria o it a
specifc theme
« Annotating designs

« Creatinga 3D stuffed toy from a 2D design
ing, marking and cutting fabric accurately and independently

« Creatingstrong and secure blanket stitches when joiing fabric

« Threading needles independently

 Using applique to ttach pieces of fabric decoration

« Sewing blanket titch tojoin fabric

« Applying blanketstitch so the space between the titches are even and regular

 Using atemplate when pinning panels ontofabric
Marking and cutting fabric accurately, in accordance with a design

« Sewing astrong running stitch, making small.neat stitches and following the edge

« Tying strong knots

« Decorating a waistcoat -attaching objects using thread and adding a secure fastening.

« Learning different decorative stitches

« Sewing accurately with even regulariy ofstitches

« Testing and evaluating an end product and giving point for urther improvements

« Evaluating work continually as tis created

Knowledge

« Toknow that blanket stitc
pieces of fabric

‘ Tounderstand that itis easer tofinish simplr designs toa highstandard
 Toknow that soft toys are often made by creating appendages separately and then attaching
them tothe main body

«Toknow that small, neat sttches which are pulled taut are important to ensure that the soft
toy s strong and holds the stuffing securely.

useful toreinforce the edges of a fabric materiaor oin two

 Tounderstand that it s important to design clothing with the client target customer n mind
 Toknow that using a template (or lothing pattern) helps to accurately mark out a esign on
fabric

 Tounderstand the importance of consistently sized sttches
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Progrecsion of skille and knowledge

Year 3

Digital world (KS2 only)

Year 4

Electronic charm

Mindful moments timer

« Problem solving by suggesting potential features on aMicro: bit andjustfying my ideas
« Developing designideas for a technology pouch

 Writing design criteriafor aprogrammed timer (Microsbit)
« Exploring diferent mindfulness strategies

B0+ Draving and manipulating 2D shapes, using computer-aided design, to produce apointof sale | » Applying theresults of my research tofurther nform my design ritria
il bacs « Developing aprototype case for my mindul moment timer
& « Using and manipulating shapes and clipart, sing computer-aided design (CAD), toproduce
logo
« Following st o designrequirements
« Using atemplate when cutting and assembling the pouch « Developing aprototype case for my mindful moment timer
U0« Following st o designrequirements. « Creating 3D structure usinga et
4 [« Sclecting and using the ppropriate tools and equipment for cting joning, shaping and. « Programming amicrotbitn the Microsoft microbit editor, totime aset number of
= B decorstingafoam pouch seconds/minutes upon button press
= « Applying functional features such as using foam to create soft buttons
« Analysing and evaluating a exsting product « Investigating and analysing a range of timers by identifying and comparing their advantages
« dentifyng the key features f a pouch and disadvantages
K » Evaluating my micrcsbit program against ponts on my design critria and amending themto
] include any changes | made.
= '+ Documenting and evaluating my project
] « Understanding what alogo’s and why they are important nthe worldofdesign and business
I « Tesing my program for bugs (errorsinthe code)
« Finding and fiing the bugs debug) inmy code.
« Tounderstand that in programming alop s code that repeats something again and again | Tounderstand what variables are inprogramming
S Untistopped < Toknow some of the features of a Microrbit
EB - Toknow that a Microsbit s a pocket-sized,codeable computer « Toknow thatan algorithmis  set of nstructions to befollowed b the computer
b8 - Writinga program to control (button press) and/or monitor sense igh) that wil nitiate a < Toknow tha it s mportant o check my code for erors (bugs)
FA fashing LED algorithm « Toknow thatasimulator can beused 5.2 way of checking your code works before nstaling it
o [ ontoan electronic device
in
3 To know what the Digital Revolution is and features of some o the roducts that have Understand the terms ergonomic’and ‘aesthetic
) evolved asa result «Know that a prototype s 3D model made out of cheap materials, that allows us
c Toknow that n Design and technology theterm smart means a programmed product <To test design deas and make betterdecisions about size,shape and materials
~ Toknow the difference between analogue and digtal technologies

« Tounderstand what is meant by ‘point o sale display’
 Toknow that CAD stands for Computer-aided design
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Progrecsion of skille and knowledge

Year 5

Digital world (KS2 only)

Year 6

Monitoring devices

Navigating the world

 Researching (books,internet) for a particular (user's) animal's needs
« Developing design criteria based on research

« Writing a design brief from information submitted by a clent
« Developing design criteria to fuf the client’s request

=3 - Generating mltple housin deas singbuiding bricks « Considering and suggesting adeitionsl functions formy navgation too
PRl - Understancing what  virtual el s and he pros and cons oftradional and CAD = Developinga product idea through annotated setches
Bl roceiing « Placng and manoeuvring 3D object,using CAD.
< Placing and manoeuing 3D objects,using CAD = Changing the properties f o combine e or more 3D obects,using CAD
= Changing the properties f or combine o or more 3D abjects, using CAD
|+ Uncerstaning the unctiona and sesthtic properties of plstics: « Considering materilsan ther functional ropertis, especially thosethat e sustainable
LA+ Programming tomontor the ambient temperature andcodingan audibleorvisual alert | and ecyclablefor xampl,corkand bamboo)
B hen e temperature ises above o falls belowa specifed range = Explaining materal choices and why they were chosen as part f  product concept
2 « Programming an N.E, SW cardinal compass
= « Stating an eventorfact rom the last 100 years of plastic history « Explaining how my program fitsthe design criteria and how it would be useful as partof a
« « Expaining how plastic s ffecting lanet Eath and suggesting ways to ke more navigationtool
Sustinablechoices « Developingan awarenes o sustainable design
PP« Expaining ey unctions inimy program (audibie lert vsuat) « idenifying key indusris thatutiise 3D CAD modelingnd explain vy
FA - Exiaining how my product would be seful forananimal caer incuding programmed = Descrbing how the product concept s thedient’sreauest and how it willbeneht the
R festures Customers
3 « Exlaning the key functons in myprogram, includingany aditions
g « Expaining how my program it the design citriaand howit would beuseful s part f
= navigtiontool
« Explainingthekey functons and fetures of my navigaton tool o the clent aspart ofa
prodact conceptptch
« Demonstratingaunctional pogram s part of aproduct concept
«Toknow thata device' means equipment created foracrtain purpose ojob and that « Toknow that acceerometers an detect movement
monitoring dvicesabserve andrecord « o understand that sensorscan be useful nproducts a5 they mean theproduct can function
T = Toknow that asenso i ol or device thtsdesgned to monitor detectandrespondto. | without umaninput
@ [t changesforapurpose
80 | F= o understand that conditona statements(and,o, i booleans) i programming are aset of
B W v e olowesicertaincondtions re et
2 Ny
= . .
I~ « Tounderstand key developments i thermameter istory «Toknowthatdesgners writedesign bies nd develop designiteria to enable ther to

Toknow events o facts that took place over the last 100 years in the history of plastic,and
how this s changing our outlook on the future.

 Toknow the 6Rs of sustainability

 Tounderstand what avirtual model is and the pros and cons of traditional vs CAD modielling
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fulfila client’s request
« Toknow that multifunctional'means an object or product has more than one function
« Toknow that magnetometers are devices that measure the Earthis magnetic field to
determine which direction youare facing.





