
Design and Technology Skills Progression  2022-2023

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
Across KS1 pupils should: • work confidently within a range of contexts, such as imaginary, story-based, home, school, gardens, playgrounds, local
community, industry and the wider environment

Wherever possible, deconstruction of models and technology should be presented to pupils, so they can learn how products work.

As part of their work with food, pupils should be taught
how to cook and apply the principles of nutrition and
healthy eating. Instilling a love of cooking in pupils will
also open a door to one of the great expressions of
human creativity. Learning how to cook is a crucial life
skill that enables pupils to feed themselves and others
affordably and well, now and in later life

Design Make Evaluate Technical Knowledge Cooking and Nutrition

EYFS
3 and 4 year olds
Make imaginative and
complex ‘small worlds’ with
blocks and construction kits,
such as a city with different
buildings and a park.
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.

Use one-handed tools and
equipment, for example,
making snips in paper with
scissors.

Talk about the differences
between materials and changes
they notice.

Explore how things work.

Explore collections of
materials with similar and/or
different properties

Make healthy choices about food, drink,
activity and tooth brushing.

Reception with ELG:
Creating with Materials
Safely use and explore a
variety of materials, tools and
techniques, experimenting
with colour, design,

Safely use and explore a
variety of materials, tools and
techniques, experimenting
with colour, design, texture,
form and function
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.

Share their creations, explaining
the process they have used

Make use of props and
materials when role playing
characters in narratives and
stories.

Manage their own basic hygiene and personal
needs, including dressing, going to the toilet
and understanding the importance of healthy
food choices



KS1 Design Make Evaluate Technical Knowledge Cooking and Nutrition

Year 1 Design purposeful, functional,
appealing products for
themselves. Create design
criteria based on their own
ideas and experiences.
Generate, develop, model
and communicate ideas
through talking, drawing,
templates and ICT

Select from and use a range of
tools and equipment to
perform practical tasks with
support as necessary [for
example, cutting, shaping,
joining and finishing]

Select from and use a wide
range of materials and
components, including
construction materials, card,
paper, textiles and
ingredients, according to their
characteristics

Explain their choices

Textiles – decorative and
introduce simple running
stitch

Explore and evaluate a range of
existing products:

● what products are
● who products are for
● what products are for
● how products work
● how products are used
● where products might

be used
● what materials

products are made
from

● what they like and
dislike about products

Evaluate their ideas and
products against design criteria
making simple judgements.

Art-Evaluate and analyse the
appeal

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.

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

Understand where food comes from - plant or
animal - and investigate food-making
processes e.g. bread, cheese.

Know that food has to be farmed, grown
elsewhere eg home) or caught

Year 2 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/
prototypes and, where
appropriate, information and
communication technology

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, card,
paper, textiles, wood and
ingredients, according to their
characteristics

Explain their choices

Explore and evaluate a range of
existing products:

● what products are
● who products are for
● what products are for
● how products work
● how products are used
● where products might

be used
● what materials

products are made
from

● what they like and
dislike about products

Build structures, exploring
how they can be made
stronger, stiffer and more
stable
Explore and use mechanisms
(wheels and axles) in their
products

Wheels and axles-
strengthen structures and
introduce 1:1 saws and
glue-guns

Structures- free standing-
strengthen structures and

Understand the principles of a healthy and
varied diet (food plate model) to design and
make balanced dishes without a heat source
(Science)
How to use techniques such as cutting, peeling
and grating
Know that food has to be farmed, grown
elsewhere eg home) or caught

Nutrition/ healthy
eating (Science)



Mathematics- Apply the skill
of accurate measuring.

Evaluate ideas against design
criteria  as work progresses and
take these into account during
designing and making. Include
views of others.
Suggest how products could be
improved.
History- Analyse designs that
have contributed to national/
international achievements.

introduce 1:1 saws and
glue-guns
Science-Investigate real life
application of how materials
can be changed by
squashing, bending, twisting
etc.

PSHE- Develop the skills to make informed
choices about their health now and in the
future.

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].

Across KS2 pupils should investigate and analyse:
• how well products have been designed
• how well products have been made
• why materials have been chosen
• what methods of construction have been used
• how well products work
• how well products achieve their purposes
• how well products meet user needs and wants
Across KS2 pupils should know: • about inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products
Across KS2 pupils should know: • how to use learning from science to help design and make products that work • how to use learning from mathematics to help design and make products that
work • that materials have both functional properties and aesthetic qualities • that materials can be combined and mixed to create more useful characteristics • that mechanical and electrical
systems have an input, process and output • the correct technical vocabulary for the projects they are undertaking

KS2 Design Make Evaluate Technical Knowledge Cooking and Nutrition

Year 3 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 ideas
through discussion,
annotated sketches, pattern
pieces and prototypes.

Select from and use a wide
range of tools and equipment
to perform practical tasks with
developing accuracy.
Select from and use a wide
range of materials and
components according to
their functional properties
and aesthetic qualities.

Investigate and analyse a range
of existing products and designs
to help create design criteria.
Evaluate their ideas and
products against their own
design criteria, adapting work as
it progresses.
Consider the views of other
users to evaluate and adapt
their work.
Identify strengths and areas for
development in their ideas and
products.

Textiles-development of
joining skills i.e. sewing to
create products
Art-How art contributes to
culture and creativity.
Understand and use
mechanical systems in their
products- levers and linkages
or pneumatic systems
Science-Understand how
science can be used to
explain what is occurring,

Understand the principles of a healthy and
varied diet (food plate model) to design and
make balanced dishes (Science)
Nutrition/ healthy
eating (Science)
Know that food ingredients can be fresh,
pre-cooked and processed
Know that food is grown (such as tomatoes,
wheat and potatoes), reared (such as pigs,
chickens and cattle) and caught (such as fish)
in the UK, Europe and the wider world



In early KS2 pupils should also
investigate and analyse:
• who designed and made the
products
• where products were
designed and made
• when products were designed
and made
• whether products can be
recycled or reused

predict how things will
behave and analyse causes.
In early KS2 pupils should
also know:
• how mechanical systems
such as levers and linkages
or pneumatic systems create
movement
• how simple electrical
circuits and components can
be used to create functional
products
• how to program a
computer to control their
products
• how to make strong, stiff
shell structures
• that a single fabric shape
can be used to make a 3D
textiles product

PSHE- Develop the skills to make informed
choices about their health now and in the
future.

Year 4 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 ideas
through discussion,
annotated sketches,
prototypes and computer
aided design.

Select from and use a wide
range of tools and equipment
to perform practical tasks with
developing accuracy.
Develop the independent use
of saws and glue-guns.
Select from and use a wide
range of materials and
components according to
their functional properties
and aesthetic qualities.

Investigate, evaluate and
analyse a range of existing
products and designs to help
create design criteria.
Evaluate their ideas and
products against design criteria,
adapting work as it progresses.
Consider the views of other
users to evaluate and adapt
their work.
Identify strengths and areas for
development in their ideas and
products.
In early KS2 pupils should also
investigate and analyse:
• who designed and made the
products
• where products were
designed and made

Structures- Build structures
and apply their
understanding of how to
strengthen and stiffen the
structure.
Understand and use
electrical systems in their
products- (series circuit,
switches, bulbs, buzzers,
motors)(Science)
Science-Understand how
science can be used to
explain what is occurring,
predict how things will
behave and analyse causes.
In early KS2 pupils should
also know:
• how mechanical systems
such as levers and linkages

Understand seasonality and investigate how
and where products are grown, reared, caught
and processed according to season.
Know that food ingredients can be fresh,
pre-cooked and processed
Healthy diet
Know that food is grown (such as tomatoes,
wheat and potatoes), reared (such as pigs,
chickens and cattle) and caught (such as fish)
in the UK, Europe and the wider world
Geography-Evaluate how the Earth provides
natural resources and processes necessary for
food production.



• when products were designed
and made
• whether products can be
recycled or reused

or pneumatic systems create
movement
• how simple electrical
circuits and components can
be used to create functional
products
• how to program a
computer to control their
products
• how to make strong, stiff
shell structures
• that a single fabric shape
can be used to make a 3D
textiles product

Year 5 Use consumer 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 ideas
through discussion,
annotated sketches,
cross-sectional and exploded
diagrams, prototypes and
pattern pieces.
Mathematics- Use data
handling techniques to
conduct consumer research
with the purpose of informing
the design process.

Select from and use a wide
range of tools and equipment
to perform practical tasks with
precision.
Select from and use a wide
range of materials and
components and justify their
use- (functional properties
and aesthetic qualities)

Evaluate how key events and
individuals have shaped the
world of design and apply in
their own products. (History)
Evaluate their work against
design criteria, manufacture and
fitness for purpose and the
views of a range of users.
Evaluate work as it progresses
and integrate changes into the
design and make process.
Identify strengths and areas for
development in their ideas and
products.
In late KS2 pupils should also
investigate and analyse:
• how much products cost to
make
• how innovative products are
• how sustainable the materials
in products are
• what impact products have
beyond their intended purpose

Textiles- development of
textile products to include
pattern pieces, sewing and
decorative finishing
techniques
Art-How art contributes to
culture and creativity.
Evaluate and analyse
creative works. Understand
the historical and cultural
development of art forms.
Understand and use
mechanical systems in their
products-gears or pulleys or
cams. (Science)
Science- Understand the
uses of science, today and
for the future.
In late KS2 pupils should
also know:
• how mechanical systems
such as cams or pulleys or
gears create movement
• how more complex
electrical circuits and

Investigate general food processes for how
products are grown, reared, caught and
processed i.e. factory/ production line
Geography- Evaluate how the Earth provides
natural resources and processes necessary for
food production.
Know that a recipe can be adapted by adding
or substituting one or more ingredients
Healthy diet



components can be used to
create functional products
• how to program a
computer to monitor
changes in the environment
and control their products
• how to reinforce and
strengthen a 3D framework
• that a 3D textiles product
can be made from a
combination of fabric shapes

Year 6 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,
(Maths- scale and ratio)
pattern pieces and
computer-aided design
Mathematics- Use data
handling techniques to
conduct consumer research
with the purpose of informing
the design process.

Select from and use a wider
range of tools and equipment
to perform practical tasks with
precision
Accurately  select from and
use a wider range of materials
and components, according to
their functional properties
and aesthetic qualities

Evaluate how key events and
individuals have shaped the
world of design and apply in
their own products. (History)
Evaluate their work against
design criteria, manufacture and
fitness for purpose and the
views of a range of users.
Evaluate work as it progresses
and integrate changes into the
design and make process
Identify strengths and areas for
development in their ideas and
products.
In late KS2 pupils should also
investigate and analyse:
• how much products cost to
make
• how innovative products are
• how sustainable the materials
in products are
• what impact products have
beyond their intended purpose

Structures-build more
complex frame structures
and apply their
understanding of how to
strengthen, stiffen and
reinforce more complex
structures
Apply their understanding of
computing to program,
monitor and control their
products (Computing/
Science)
Science- Understand the
uses of science/ computing,
today and for the future.
Computing- Investigate how
digital systems work and put
this into practice through
programming.
In late KS2 pupils should
also know:
• how mechanical systems
such as cams or pulleys or
gears create movement
• how more complex
electrical circuits and
components can be used to
create functional products

Prepare and cook a variety of predominantly
savoury dishes using a variety of cooking
techniques.
Know that a recipe can be adapted by adding
or substituting one or more ingredients
Healthy diet



• how to program a
computer to monitor
changes in the environment
and control their products
• how to reinforce and
strengthen a 3D framework
• that a 3D textiles product
can be made from a
combination of fabric shapes

KS3 Design Make Evaluate Technical Knowledge Cooking and Nutrition

use research and exploration,
such as the study of different
cultures, to identify and
understand user needs

identify and solve their own
design problems and
understand how to
reformulate problems given
to them

develop specifications to
inform the design of
innovative, functional,
appealing products that
respond to needs in a variety
of situations

use a variety of approaches
[for example, biomimicry and
user-centred design] to
generate creative ideas and
avoid stereotypical responses

develop and communicate
design ideas using annotated
sketches, detailed plans, 3-D

select from and use specialist
tools, techniques, processes,
equipment and machinery
precisely, including
computer-aided manufacture

select from and use a wider,
more complex range of
materials, components and
ingredients, taking into
account their properties

analyse the work of past and
present professionals and
others to develop and broaden
their understanding

investigate new and emerging
technologies

test, evaluate and refine their
ideas and products against a
specification, taking into
account the views of intended
users and other interested
groups

understand developments in
design and technology, its
impact on individuals, society
and the environment, and the
responsibilities of designers,
engineers and technologists

understand and use the
properties of materials and
the performance of
structural elements to
achieve functioning
solutions

understand how more
advanced mechanical
systems used in their
products enable changes in
movement and force

understand how more
advanced electrical and
electronic systems can be
powered and used in their
products [for example,

circuits with heat, light,
sound and movement as
inputs and outputs]

apply computing and use
electronics to embed
intelligence in products that
respond to inputs [for
example, sensors] and

understand and apply the principles of
nutrition and health

cook a repertoire of predominantly savoury
dishes so that they are able to feed themselves
and others a healthy and varied diet

become competent in a range of cooking
techniques [for example, selecting and
preparing ingredients; using utensils and
electrical equipment; applying heat in different
ways; using awareness of taste, texture and
smell to decide how to season dishes and
combine ingredients; adapting and using their
own recipes]

understand the source, seasonality and

characteristics of a broad range of ingredients



and mathematical modelling,
oral and digital presentations

control outputs [for
example, actuators] using
programmable components
[for example,
microcontrollers]



Vocabulary

Design Make Evaluate Technical knowledge Cooking and Nutrition

EYFS draw build like
dislike
better/worse
again

Button  Fabric  Felt  Scissors
Materials   Glue  Paper clip
Plasticine  Ruler  Straw

Apron  Chop  Cut  Equipment
Fork  Knife  Mix  spoon

Year
1

Design
Product
Appeal
Ideas/Experience - Generate
Plan
Develop
Model
Talk
Draw
Template
IT

Prototype
Mockup

Make
Product
Tool
Equipment
Cut
Shape
Join
Choose
Explain
Construct
Measure
Safety

Describe
Explain
Materials
Like/Dislike
Evaluate
Judge
Criteria
Works/Does not work/Adapt

Structure Stronger Stiffer Stable
Textiles
Mechanisms
Cut
materials
Measure
Join Move  Cut
Wheels  Axles  Levers Sliders
Textiles  Measure  Join  Cut
Mechanisms   Moving

Cut
Safe
Describe
Wash
Clean
Farm
Grow
Caught
Balanced
Cut
Peel
Grate
Weigh  Ingredients  Recipe
Hygiene

Year
2

Year
3

Design
Criteria
Product
Innovate
Functional
Appealing
Generate
Develop
communicate
Discuss
Sketch - annotate
Pattern pieces
Prototypes
Fit for purpose - and audience
Step by step plan  Equipment
Realistic

Equipment
Tools
Technique
Product
Mechanics

Accurate
Measure
Cut
Shape
Material
Measure
Accurate
Component
Function
Safety

Investigate
Analyse
Criteria
Evaluate
Adapt
Consider views
What went well/success
Make improvements
Explain
Purpose
Strengths

Designer
Place of manufacturer
When produced
Recycle

Strengthen
Stiffen  Reinforce - Shell structure
Structure
Textiles  Join Sew
Qualities
Mechanisms  Lever Linkage
Pneumatic
Component
Material
Suitability  Appearance  Strengthen
Cams  Levers  Linkages
Electrical
Circuit
Component

Lights  Switches  Buzzers  Electrical

Healthy
Varied
Balanced
Nutrition
Ingredients
Fresh
Frozen
Pre-cooked
Processed
Hygiene
Grown
Reared
Caught
Seasonality
Ingredients
Weigh

Year
4



Designer
Explain
Produce

Reuse systems  Bulbs  Motors
Technology
Computer
Programme

Year
5

Consumer
Research - survey   market
Innovative
Functional
Appealing
Fit for purpose
Generate
Develop
Model
Annotated sketches
Cross-section diagrams
Exploded diagrams
Prototypes
Pattern Pieces
Range
Communicate

Computer-aided

Tools
Precision
Equipment
Components
Justify use
Functional
Aesthetic
Competent
Stages of process
Accuracy
Refine
Persevere
Improve
Safety
Measure

Evaluate
Suggest
Events
Individuals
Apply
Design criteria
Manufacture
Fitness for purpose
Integrate changes
Strengths
Functionality

Textiles
Pattern pieces - combine
Sewing techniques
Decorative finishing
Product
Mechanical - gears, pulleys or cams
Movement
Complex
Electrical circuit
Component
Functional product
Program
Monitor
Reinforce
Strengthen
3D

Food processes
Products
Grown
Reared
Caught
Processed i.e. factory/
production line
Natural resources
Recipe
Adapt
Add
Substitute
Ingredients
Hygiene  Hygienic
Safe
Savoury

Year
6




