Design and Technology — Progression of Skills

Understating the Expressive Arts and Design (EAD)
Emotional World (U&W)

Development (PSED)

Love, Learn, Live

Early Learning
Gouls (ELG)




Structures
Years 1&2 Baby hear's Chair Years 5&6 Bridges
KS1 KS2




Mechanisms

Years 1&2 Making a moving storyhook Years 1&2 Fairgrounds Years 3&4 Pneumatic Toys
KS1 KS1 KS2
Explaining how to adapt mechanisms, Creating a class design criterio for amoving Designing atoy which uses o pneumatic system.
using bridges or quides to control the monster. Developing design criteria from a design brief.
movement. Designing a moving monster for a specific Generuting ideas using thumbnail sketches and exploded,
Designing a moving story hook for a audience in accordance with adesign diagrams.
given audience. criteria. Learning that different types of drawings are used in design
to explain ideasclearly.
Following a design to create moving Making linkages using card for levers andsplit Creating apnewmatic system to create a desired mation.
maodels that use levers and sliders. pins for pivots. Building secuwre housing for a pnewmatic system.
Experimenting with linkages adjusting the Using syringes and balloons to create different types of
widths, lengths and thicknesses of cardused. pneumatic systemsto make a.functional and appealing
e Cutting and assemhbling components pneumatic toy.
neatly. Selecting materials due to their functional and aesthetic

Manipulating materials to create different effects by
cutting, creasing, folding and weaving.

Testing a finished product, seeing Evaluating own designs against design Using the views of others to improve designs.
whether it moves as planned and if not, criteria. Testing and modifying the outcome, suggesting improvements.
explaining why and how it can be fixed. Using peer feedhack to-modify a finaldesign. Understanding the purpose of exploded-diagrams
Reviewing the success of a product hy through the eyes of adesignerand their client.
testing it with its intended audience.
To know that o mechanism is the parts of To know that mechanisms are o To understand how pneumatic systems work.
an ohject that move together. collection of moving parts that work Tounderstand that pneumatic systems can he used as partof a
To know that a slider mechanism moves together as a machine to produce mechanism.
an ohject from side to side. movement. To know that pneumatic systems operate by drawing
To know that a slider mechanism has o Toknow that there is always an input and iny releasing andcompressing air.
slider, slots , quides and an object. output in o mechanism.
To know that bridges and guides are bits To know that an input is the energy thatis used,
of card that purposefully restrict the to start something working.
movement of the slider. To know that an output is the movementthat

happens as a result of the input.

To know that a lever is something thattwmns

on a pivot.

To know that a linkage mechanism ismade

up of aseries of levers.
To know that in Design and technology To know some real-life objects thatcontain Tounderstand how sketches, drawings and,
we call a plan a.‘design’. mechanisms. diagrams can be used tocommunicate design ideas..

To know that exploded-diagrams are used to show how
different parts of aproductfit together.

To know that thumhbnail sketches are small drawings to
getideas down onpaper quickly.




KS2
Carry out research based on a giventopic (e.g. The Romans) to develop arange of
initial ideds.
Generute a final design for the electric poster with consideration to theclient's
needs and design criteria.
Design an electric poster that fits the requirements of a given brief.
Planthe positioning of the bulb (circuit component) and its purpose.

Electrical systems
Years 3&4 Electric poster Years 5&6 Steady hand games

KS2
Designing asteady hand game - identifying and naming the
components required.
Drawing a design from three different perspectives.
Generuting ideas through sketching and discussion.
Modelling ideas through prototypes.
Understanding the purpose of products (toys), including what is meant
by ‘fit forpuwrpose’ and ‘form overfunction.

Create a final design for the electric poster.

Mount the poster onto corrugated card to improve its strength and allow itto
withstand the weight of the circuit on the rear.

Measure and mark materials out using a template or ruler-

Fit an electrical component (bulb).

Learn wuys to give the final product a higher quality finish (e.g. framing toconceal
aroughly cutedge).

Constructing a stable base for a game.

Accurately cutting, folding and assembling anet.
Decoruting the base of the game to a high quality finish.
Making and testing a circuit.

Incorporuting a circuit into abase.

Learning to give and accept constructive criticism on own work and thework of
others.

Testing the s s T e e A
Revisiting the requirements of the client to review developing design ideasand
check that they fulfil their needs.

Testing own and others finished games, identifying what went well and
makingsuggestions forimprovement.

Gathering images and information about existing children's toys.
Analysing aselection of existing children's toys.

To understand that an electrical system is a group of parts (components) thatwork
togethertotrunsport electricity around a circuit.

To understand common featwres of an electric product (switch, hattery orplug,
dials, buttons etc.).

To list examples of common electric products (kettle, remote control etc.).

To understand that an electric product uses an electrical system to- work(function).
To know the name and appearance of abulb, battery, battery holder andcrocodile
wire to huild simple circuits.

To know that batteries contain acid, which can be dangerous if they
leak.

To know the names of the components in abasic series circuit, including
a buzzer.

To understand the importance and purpose of information design.

To understand how material choices (such as mounting paperto corrugated card)
can improve a product to serve its purpose (remain rigid without bendingwhen the
electrical circuit is attached).

To know that ‘form’ means the shape and appearance of an object.

To know the difference between 'form’ and 'functior.

To understand that 'fit for pwrpose means that a product works how it
should and is easy to use.

To know that form over purpose means that a product looks good but
does notwork very well. To know the importance of ‘form follows,
Tounderstand the diagram perspectives 'top view’, 'sideview' and 'hack.




Textiles
Years 1&2 Puppets Years 1&2 Cross-stitch applique
KS1 KS2




Digital World,
Years 5&6 Monitoring devices
KS2




Food - cooking and, nutrition
Years 1&2 Fruit and Vegetables Years 1&2 A Balanced Diet
KS1 KST1




Food - cooking and nutrition

Years 3&4 Eating Seasonally Years 3&4 Adapting a Recipe
KS2 KS2




Food — cooking and nutrition
Years 5&6 What could be healthier? Years 5&6 Come dine with me
KS2 KS2

Skills Design

Evaluate

Knowledge




