DT Curriculum Progression Overview

Outcome, Knowledge and Skill by Topic

-A mechanism is the parts of an
object that move together.

-A slider mechanism moves an
object from side to side or up
and down.

-A slider mechanism has a
slider, slots, guides and an
object.

-Bridges and guides are bits of
card that purposefully restrict
the movement of the slider.

-To know that an axle moves within
an axle holder which is fixed to the
vehicle or toy.

-To know that the frame of a
vehicle (chassis) needs to be
balanced.

-To know some real-life items that
use wheels.

-Explaining why they think certain aspects of a peer’s design are effective or
why they suggested specific improvements.

-Reflecting on feedback to decide if and how it could be used to improve
future iterations.

-Investigating and analysing a range of existing products by looking at their
functionality and appeal.

-Analysing why specific products, designers or inventors are successful.
-Evaluating their designs by comparing them against design criteria and
considering feedback from peers to suggest improvements.

-Evaluating how effective their chosen materials and tools were in fulfilling
the design brief.

Knowledge:
Design

Mechanisms
EYFS Year 1 (Moving story — levers Year 2 (Wheels and axles) Year Year 4 (Mechanical cars) Year
and sliders) 3 5
DTisthread | Qutcome: Outcome: Outcome: Outcome:
thml.]gh the - Identify whether a -Explain that wheels move because -Describe key design improvements in the history of the automobile. -Give examples of machines that use gears and/or
;‘:2;2;‘;?5 rTl\_ZChanism is a Si?je(-jto-SidT'd they are.attached to an axle. - Measure and compare the distance travelled.by different mechan.ical cars. puIIeys.. _
allowing the s Idec: otr an .up-anh -t own sliaer -Recognls.e that wheel's and a)ldes - Choose and use e?pproprlate tools and materials to make mechanlcal cars. -Describe how gears and pulleys work and their
children to andde errtntIEe w ah . " fare used in everyday life, not just - Draw exploded diagrams and annotated sketches of my different mechanical purp.ose.
explore and mO\k/emen € mechanism wi in cars. . . . cars. . . . o -Des.lgn and make a gear and pulley system.
develop skills ”C‘? e.l label drawings to sh -IdentlfY and explain vehicle design - Us.e a problen? stat(.eme?nt to identify the design criteria. Assess the product -Wr!te a prol.JIem statement. .
using a wide - h?a; y at e f;sw‘ngs .° s °‘I’;’ ﬂaws' using th'e correct. vocabulary. against the design criteria. ' o -Write questions for market research, Prowde
range of whic pa(; S0 o er:rd'eSIiin wi —Desgn a vehicle that includes - Confﬂuct ma.rlfet research into existing prodL.Jcts. . feec?back and resear;h ma.rket competitors.
construction ”':/TV: an .': wi Itch : irec tont.h functioning wheels, axles and axle -Provide specific feedback and adjust my design to incorporate customer -Write and use a deS|gn.brlef to guide d.e5|gn.. .
resources ;j akeapicture tf i mee sh € | holders. . . . feedback. -Eval‘uate a product against a set of design criteria,
every day, esign C”te”a}"‘ﬂt parlts t a; -Mak_e a moving vehicle with Skills: provide useful feedback and incorporate chtanges.
indoors and ?g\(/);lleugtl:erfl'?:jnl;i: jtSrSnag:E: ) worklr?g wheels and axles. _ Design -Draw and annotate an eco-gadget bike design.
in the and weaknesses of their design ;EXF:“:‘": Whnat musrt gerfhla'nged g “Taking pfa\rt " strl.Jctured bralns?ormlr]g se.ssmns. . L Skl!IS:
outside and suggest alterations e. € are any operational issues. -Devgloplng drawmg‘and sketchmg skills with a foc.us on clarity and simplicity. De5|gn:‘ . . ‘
environment. X Skills: -Beginning to recognise the benefit of a range of diagram types or prototypes - ldentifying a wide range of needs and potential
The children Skl||S.: . -Designing a vehicle that includes to communicate ideas. (e.g. sketches, cross-sectional diagrams, thumbnail barriers through market research
make models —Explaml.ng how.to ad?pt wheels, axles and axle holders, sketches and exploded diagrams). - Beginning to use more complex annotated
using a mgchamsms, using bridges or which will allow the wheels to -Creating prototypes using materials with similar properties to their final sketches, such as cross-sectional and exploded
variety of guides to control the move. design. diagrams and pattern pieces in design.
resources mov.em.ent. ) -Creating clearly labelled drawings -Creating simple design criteria that outline basic functionality and appeal to -Using a series of prototypes to refine and improve
throughout ;De5|g.n|ng a mQVmQ storybook | that jllustrate movement. individual users or target audiences. their designs.
the year and oragiven audle.nce. -Adapting mechanisms. -Developing designs by adding details and justifications about materials, tools Make:
we have a -Following a design to create -Testing mechanisms, identifying and methods. -Consistently apply safety instructions.
making moving models that use levers | what stops wheels from turning, Make -Select appropriate scissors to handle delicate
station and S_I'de“: ) knowing that a wheel needs an -Following detailed safety instructions. cutting tasks and challenging materials.
where the -Tes't'lng a ﬁn|she.d product, axle in order to move. -Using a ruler as a measuring tool with increasing accuracy by creating spaced -Cutting patterns and drawings accurately.
children can | S€€'"8 whether it moves as -Introduction to sawing marks using millimetres and measuring lengths of objects. -In supervised groups, using hot glue guns safely.
explore planned and if_ not, expléining Knowledge: -Handle different sizes and types of scissors with confidence. -Recognising that hot glue is useful for joining
different why.and. how it can be fixed. To know that wheels need to be -With close supervision, using a hot glue gun to join wooden materials (e.g. materials that need a strong bond that sets quickly.
materials to -Reviewing the success of a round to rotate and move. lolly sticks). -Choosing PVA glue over hot glue for its safety when
create PrOdUCt by testing it with its To understand that for a wheel to -Selecting equipment required for a series of tasks based on the plan and joining materials in less intensive projects.
models of intended audience move it must be attached to a explaining why each piece is suitable for each stage. Evaluate:
their choice. Knowledge: rotating axle. Evaluate -Reflecting on the usability, aesthetics, innovation

and sustainability of products and discussing how
design choices impact these aspects.

-Assessing their designs against a more complex set
of design criteria that includes functionality,
aesthetics, user experience, sustainability and cost.
-Considering alternative materials, tools or
techniques that could enhance the product.
-Providing feedback that is helpful, specific, and
encouraging.

-Incorporating feedback from peers or users to
improve their product further, explaining the
changes they made and the impact they had.

Knowledge:




To know:

design or idea.

will work.

Make
To know:

Evaluate
To know:

appealing.

-Extra information on drawings or diagrams can help the user understand a objects (e.g. bicycle, clock, etc.).

-An exploded diagram shows how the parts of a product fit together.
-A prototype is a detailed model that helps users understand how a product another.

-A problem or need is something that a designer can help to solve.
-A target audience is a group of people that might like the idea.

-Different tools and equipment have different dangers.
-A ruler can be used to measure length.

-Scissors are useful for cutting out complex shapes.

-A hot glue gun can be used to join materials.
-Different pieces of equipment will be used at different stages in a plan.

-The better the suggestions, the better the feedback.
-They can choose to use feedback or not.

-Some products are more successful than others because of their function. that were used to make a product and how the
-Designers and inventors create products.

-Choices of materials and equipment can affect the final product.

-Feedback is ideas and suggestions from other people that can help improve different materials or techniques.

their work. -Evaluating their designs in detail will help them
Technical understand their successful and less successful parts.
To know: -Feedback should be positive, helpful and specific.
-A mechanical system can allow us to move something more easily. -That explaining how they used feedback to improve
-Mechanical systems have more than one mechanism that moves to make their design can help them create better products in
them work. the future.

-Mechanical systems are often hidden in products to make them look more

-Mechanical systems that use gears in everyday

-Gears and pulleys allow us to transfer movement
and force from one part of a mechanical system to

-Gears allow us to increase the output of a
mechanism.

-Market research is a way of collecting information
about problems or needs.

-Constraints are things that might stop our ideas
from being successful.

-Original and innovative ideas are different from
what has been made before.

-Annotations are detailed labels and comments on
diagrams.

-Risks are things that might happen.

-Hot glue creates a strong bond quickly.

-It is often better to choose safer equipment.
-Sustainability means thinking about the materials

product was made.
-Their final product can still be improved by

resources every
day, indoors and
in the outside
environment. The
children make
models using a

techniques.
-Explain how they made their model strong,
stiff and stable.

Skills:

-Utilise skills to build a complex structure from
simple geometric shapes.

-Evaluate their work by answering simple
questions.

Skills:

Structures

EYFS Year 1 (Baby Bear’s chair) Year 2 Year 3 (Constructing castles) Year 4 (Pavilions) Year 5 (Bridges)
DT is thread Outcome: Outcome: Outcome: Outcome:
through the -ldentify man-made and natural structures. -Draw and label a simple castle that includes the -Produce a range of free-standing | -Identify stronger and weaker shapes.
conti.n.uous -Identify stable and unstable structural shapes. most common features. frame structures of different -Recognise that supporting shapes can help increase the
provision, -Contribute to discussions. -Recognise that a castle is made up of multiple shapes and sizes. strength of a bridge, allowing it to hold more weight.
allowing the -Identify features that make a chair stable. 3D shapes. -Design a pavilion that is strong, -Identify beam, arch and truss bridges and describe their
children to -Work independently to make a stable -Design a castle with key features which satisfy a | stable and aesthetically pleasing. differences.
explore and structure, following a demonstration. given purpose. -Select appropriate materials and | -Use triangles to create simple truss bridges that support
develop skills -Explain how their ideas would be suitable for -Score or cut along lines on the net of a 2D construction techniques to create | a|oad (weight).
using a wide Baby Bear. shape. a stable, free-standing frame -Saw beams to the correct size, using a cutting mat.
range of ) -Produce a model that supports a teddy, using -Use glue to securely assemble geometric structure. -Smooth down any rough cut edges with sandpaper.
construction the appropriate materials and construction shapes. -Select appropriate materials and | -Follow each stage of the truss bridge creation as

techniques to add cladding to
their pavilion.

Skills:

-Designing a stable pavilion
structure that is aesthetically

instructed by their teacher.

-Complete a bridge, with varying ranges of accuracy and
finish, supported by the teacher.

-ldentify some areas for improvement, reinforcing their
bridges as necessary.




variety of
resources
throughout the
year and we have
a making station
where the
children can
explore different
materials to
create models of
their choice.

- Weaving
baskets using
card. (Handa’s

-Generating and communicating ideas using
sketching and modelling.

-Learning about different types of structures,
found in the natural world and in everyday
objects.

-Making a structure according to design
criteria.

-Creating joints and structures from
paper/card and tape.

-Building a strong and stiff structure by folding
paper.

-Exploring the features of structures.
-Comparing the stability of different shapes.
-Testing the strength of their own structures.
-ldentifying the weakest part of a structure.

-Designing a castle with key features to appeal to
a specific person/purpose.

-Drawing and labelling a castle design using 2D
shapes.

-Constructing a range of 3D geometric shapes
using nets.

-Creating special features for individual designs.
-Making facades from a range of recycled
materials.

-Evaluating own work and the work of others
based on the aesthetic of the finished product
and in comparison to the original design.
-Suggesting points for modification of the
individual designs.

pleasing and selecting materials
to create a desired effect.
-Building frame structures
designed to support weight.
-Creating a range of different
shaped frame structures.
-Making a variety of free-
standing frame structures of
different shapes and sizes.
-Selecting appropriate materials
to build a strong structure and
for the cladding.

-Reinforcing corners to
strengthen a structure.
-Creating a design in accordance

Skills:

-Designing a stable structure that is able to support
weight.

-Creating a frame structure with focus on triangulation.
-Making a range of different shaped beam bridges.
-Using triangles to create truss bridges that span a given
distance and support a load.

-Building a wooden bridge structure.

-Independently measuring and marking wood accurately.
-Selecting appropriate tools and equipment for particular
tasks.

-Using the correct techniques to saw safely.

-ldentifying where a structure needs reinforcement and
using card corners for support.

Surprise g . " Knowledge: . -Explaining why selecting appropriate materials is an
prise) -Evaluating the strength, stiffness and stability . . with a plan. . P g why g pprop
) -To understand that wide and flat based objects . . important part of the design process.
of their own structure. are more stable -Learning to create different -Understanding basic wood functional properties
Knowledge: -To understand ihe importance of strength and textural effects with materials. -Adapting and?mproving own bridge st’:uc?ure by-
'T? know that shapes and structures with stiffness in structures. Knowledge: identifying points of weakness and reinforcing them as
wide, flat bases or legs are the most stable. ~To know the following features of a castle: flags, | -To understand what a frame necessary.
-To und.erstand that the shape of a structure towers, battlements, turrets, curtain walls, moat, | Structureis. ) -Suggesting points for improvements for own bridges
affects its strength. ‘ ) drawbridge and gatehouse — and their purpose. -To know Tchat a free-standing and those designed by others.
jTo know that materlals.can be manipulated to -To know that a facade is the front of a structure. | Structureis one that can stand on Knowledge:
improve strength and stiffness. -To understand that a castle needed to be strong | 'S OWN- -To understand some different ways to reinforce
-To know that a structure is something which and stable to withstand enemy attack -To know that a pavilion is a structures
has been formed or made from parts. decorative building or structure To unders.tand how triangles can be used to reinforce
-To know that a ‘stable’ structure is one which for leisure activities. bridaes g
is firmly fixed and unlikely to change or move. -To know that cladding can be ges. . .
) . -To know that properties are words that describe the
applied to structures for different . )
offects form and function of materials.
To kn<;w that aesthetics are how -To understand why material selection is important based
2 broduct looks on their properties.
P ’ -To understand the material (functional and aesthetic)
properties of wood.
Textiles
EYFS Year 1 Year 2 (Puppets) Year 3 (Egyptian collars) Year 4 Year 5 _
Outcome: Outcome:

-Join fabrics together using pins, staples or glue.
-Design a puppet and use a template.

-Join their two puppets’ faces together as one.
-Decorate a puppet to match their design.
Skills:

-Using a template to create a design for a puppet.
-Cutting fabric neatly with scissors.

-Using joining methods to decorate a puppet.
-Sequencing steps for construction.

-Reflecting on a finished product, explaining likes
and dislikes.

Knowledge:

-Demonstrate their ability to use cross-stitch as a decorative
feature or to join two pieces of fabric together.

-Develop appliqué designs based on design criteria.

-Design, cut and shape their template for an usekh or wesekh
collar with increasing accuracy.

-Decorate their Egyptian collar using a variety of techniques,
such as appliqué, cross-stitch, beads, buttons and pinking.
-Measure and attach a ribbon with a running stitch.
Recognise different types and qualities of fabrics.

Explain the aesthetic and functional properties of some of their
material choices.

Skills:




pins.

-To know that ‘joining technique’ means
connecting two pieces of material together.

-To know that there are various temporary
methods of joining fabric by using staples, glue or

-To understand that different techniques for joining
materials can be used for different purposes.

-To understand that a template (or fabric pattern)
is used to cut out the same shape multiple times.
-To know that drawing a design idea is useful to see
how an idea will look.

-Designing and making a template for an Egyptian collar and
applying individual design criteria.
-Following their design criteria to create an Egyptian collar.
-Selecting and cutting fabrics with ease using fabric scissors.
-Threading needles with greater independence.

-Tying knots with greater independence.
-Sewing cross stitch to decorate or join fabric.
-Decorating fabric using appliqué, beads (or other
embellishments), ribbon and pinking scissors.
-Evaluating an end product.

Knowledge:

-To know that appliqué is a way of mending or decorating a
textile by applying smaller pieces of fabric.
-To understand that a product’s function relies on material
choices.
-To identify and explain some materials and explain their
aesthetic and functional properties.

- (Developing i redpe) _

Food
EYFS Year 1 (Smoothies) Year 2 (Balanced Diet) - wrap Year 3 (Eating Seasonally) Year
4
- Baking sticky Outcome: Outcome: Outcome: Outcome:
fingers. -Describe fruits and -Name the main food groups and -Explain that fruits and vegetables grow -Describe the process of
- Making bread. | vegetables and explain how identify foods that belong to each in different countries based on their beef production.
- Making to identify fruits. group. climates. -Research a traditional
gingerbread Name a range of places that | -Describe the taste, feel and smell of | ~Understand that seasonal fruits and recipe and make changes
men. fruits and vegetables grow. a given food. vegetables grow in a given season. tot.
- Making _Describe basic characteristics | -Think of three different wrap ideas, | ~nderstand that eating seasonal fruit -Add nutritional value to a
porridge. of fruit and vegetables. considering flavour combinations. and.vegetables positively affects the .recipe.by selecting
- Talking about -Prepare fruits and vegetables | -Construct a wrap that meets the egvur.onment. ) ) | ingredients.
harvest. to make a smoothie. design brief and their plan. “Design a tart recipe using seasona -Prepare and cook a

What ingredients
do you need?
How are the
ingredients going
to change?
Where do
potatoes come
from? Can you tell
what vegetables
grow on trees?

Skills:

Designing smoothie carton
packaging by hand.
Chopping fruit and vegetables
safely to make a smoothie.
Juicing fruits to make a
smoothie.

Identifying if a food is a fruit.
Learning where and how
fruits and vegetables grow.
Tasting and evaluating
different foods.

Skills:

-Chopping foods safely to make a
wrap.

-Grating foods to make a wrap.
-Snipping smaller foods instead of
cutting.

-Spreading soft foods to make a
wrap.

-ldentifying the five food groups.
-Learning about a balanced diet.
-Tasting and evaluating different food
combinations.

ingredients.

Skills:

-Describing how climate affects where
foods grow.

-ldentifying seasonal ingredients from
the UK.

-Tasting seasonal ingredients.
-Describing the texture and flavour of
ingredients.

-Peeling foods by hand or with a
peeler.

-Cutting ingredients safely.

Choosing ingredients based on a design
brief.

version of Bolognese
sauce.

Skills:

-Explaining the farm-to-fork
process.

-Researching existing
recipes.

-Suggesting alternative
ingredients.

-Analysing nutritional
content.

-Writing an alternative
recipe.

Outcome:

-Find a suitable recipe for their course.
-Record the relevant ingredients and
equipment needed.

-Follow a recipe, including using the
correct quantities of each ingredient.
-Write a recipe, explaining the process
taken.

-Explain where certain key foods come
from before they appear on the
supermarket shelf.

Skills:

-Writing a recipe, explaining the key
steps, method and ingredients.
-Including facts and drawings from
research undertaken.

-Following a recipe, including using the
correct quantities of each ingredient.
-Adapting a recipe based on research.
-Working to a given timescale.
-Working safely and hygienically with
independence.

-Evaluating a recipe, considering taste,
smell, texture and origin of the food
group.




Describing appearance, smell -Describing appearance, smell and Following the instructions within a -Understanding cross- -Taste testing and scoring final
g app
and taste. taste. recipe. contamination. products.
Suggesting information to be -Designing three wrap ideas. Describing the benefits of seasonal -Using preparation skills. -Suggesting and writing up points of
included on packaging. Knowledge: fruits and vegetables and their impact -Designing a jar label. improvements in productions.
K : . on the environment ~Maki devel d -Evaluating health and safety in
Knowledge: -That ‘diet’ means the food and drink : aKing a develope : L
) ) : Knowledge: recipe production to minimise cross
That a blender is a machine that a person or animal usually eats. ge: ) contamination.
which mixes ingredients -What makes a balanced diet. .—That.seasonal means fF’OdS that grow Knowledge: Knowledge:
together into a smooth liquid. | -That the five main food groups are: |nSa given seasolnfm Zgl‘;e: count.ry.th ~That beef Zomefs from That “flavour’ is how a food or drink
That a fruit has seeds and a carbohydrates, fruits and vegetables, ) omed sessona oods tha grovy In the cows reare onfarms. tastes.
vegetable does not. rotein, dairy and oils and spreads. UKan W, at season they grow in. -That recipes can be -That many countries have ‘national
& P y P - That eating seasonal foods can have a dapted t it nutritional
That fruits grow on trees or -That | should eat a range of different a eating . adapted to sult nutritiona dishes’ which are recipes associated
vines foods from each food d positive impact on the environment. needs and dietary with that country.
That v tabl hiv h }?Of gro;:p;, ar; -How to describe the flavour and requirements. -That ‘processed food’ means food
egetables can grow rou ow much of each foo e
ith gb bel g ghly texture of foods. -That nutritional that has been put through multiple
either above or below group.’. o ) How to cut and peel safely. information is found on changes in a factory.
ground. .—That . mgredlents. means the items -That the appearance of food is as food packaging. -That it is important to wash fruit and
That vegetables are any In a mixture or recipe. important as taste. -That coloured chopping vegetables before eating to remove
edible part of a plant. -How to cut, grate, snip and spread to | -That similar coloured fruits and boards can prevent cross- any dirt and insecticides.
prepare foods. vegetables often have similar contamination. -What happens to a certain food
-How to review and give a score to nutritional benefits. -That food packaging before it appears on the supermarket
evaluate. serves many purposes. shelf (farm to fork).

Electrical Systems

EYFS Year 1 Year 2 Year 3 Year 4 (Torches) Year 5 (Doodlers) ;
Outcome: Outcome: Outcome:
-ldentify electrical products and -Identify simple circuit components (battery, bulb and switch) with a basic explanation of | -ldentifying factors that could be changed on
explain why they are useful. their function. existing products and explaining how these
-Help to make a working switch. -Explain that a series circuit is assembled in a loop to allow the electricity to flow along would alter the form and function of the
-ldentify the features of a torch and | ©ne path. product.
how it works. -Describe a motor as a circuit component that changes electrical energy into movement. | -Developing design criteria based on findings
_Describe what makes a torch -Provide examples of motorised products that use movement to rotate or spin different from investigating existing products.
successful. parts. -Developing design criteria that clarifies the
~Create suitable designs that fit the -Remove and replacg different pérts of a Doodler, as part of a team. target_ user. ’
success criteria and their own -Sugggst Yvays Fo SWI.tCh Fhe configuration to amend the form or function of the DooFiIer. —Alterllng a prolduct S ff)rm a.nd function by
design criteria. -Explain, in an |nvest|gat.|(.)n report, each of the changes they made and the effect this tlnket.'mg with |t§ conﬁgu.ratlc?n. .
L. . had on the Doodler’s ability to draw scribbles (function) and appearance (form). -Making a functional series circuit,
-Create a functioning torch with a -Develop desi iteria with ideration for th h £ thei ; .
. . . . evelop design criteria with consideration for the target user, the purpose of their incorporating a motor.
S\A_"tch according to their design Doodler, a key function and the Doodler’s form and final appearance (e.g. fun, bright, -Constructing a product with consideration
criteria. soft). for the design criteria.
Skills: -Explain simply why their Doodler has a certain configuration based on the findings of -Breaking down the construction process into
-Designing a torch, giving their investigation (e.g. | used four pens because the Doodler would fall over with two). steps so that others can make the product.
consideration to the target -Create a functional Doodler that creates scribbles on paper with or without a switch. -Carry out a product analysis to look at the
audience and creating both design -Identify and list each of the required materials, tools and circuit components required to | purpose of a product along with its strengths
and success criteria focusing on build a Doodler. and weaknesses.
features of individual design ideas. -Explain simply the steps to assemble a Doodler as part of a set of instructions (or -Determining which parts of a product affect
-Making a torch with a working storyboard). its function and which parts affect its form.
electrical circuit and switch. -Write instructions to build a functional circuit, explaining how to identify if it is -Analysing whether changes in configuration
functional or not. positively or negatively affect an existing
product.




-Using appropriate equipment to
cut and attach materials.
-Assembling a torch according to
the design and success criteria.
-Evaluating electrical products.
-Testing and evaluating the success
of a final product.

Knowledge:

-Electrical conductors are materials
which electricity can pass through.
-Electrical insulators are materials
which electricity cannot pass
through.

-A battery contains stored
electricity that can be used to
power products.

-An electrical circuit must be
complete for electricity to flow.

-A switch can be used to complete
and break an electrical circuit

-Provide suggestions to improve a peer’s set of instructions after testing how effective
they are at guiding someone.

Skills:

-ldentifying factors that could be changed on existing products and explaining how these
would alter the form and function of the product.

-Developing design criteria based on findings from investigating existing products.
-Developing design criteria that clarifies the target user.

-Altering a product’s form and function by tinkering with its configuration.

-Making a functional series circuit, incorporating a motor.

-Constructing a product with consideration for the design criteria.

-Breaking down the construction process into steps so that others can make the product.

-Carry out a product analysis to look at the purpose of a product along with its strengths
and weaknesses.

-Determining which parts of a product affect its function and which parts affect its form.
-Analysing whether changes in configuration positively or negatively affect an existing
product.

-Peer evaluating a set of instructions to build a product.

Knowledge:

-To know that, in a series circuit, electricity only flows in one direction.

-To know when there is a break in a series circuit, all components turn off.

-To know that an electric motor converts electrical energy into rotational movement,
causing the motor’s axle to spin.

-To know a motorised product is one which uses a motor to function.

-Peer evaluating a set of instructions to build
a product.

Skills:

-Designing a steady hand game, identifying
and naming the components required.
-Drawing a design from three different
perspectives.

-Generating ideas through sketching and
discussion.

-Modelling ideas through prototypes.
-Understanding the purpose of products
(toys), including what is meant by ‘fit for
purpose’ and ‘form over function’.
-Constructing a stable base for a game.
-Accurately cutting, folding and assembling a
net.

-Decorating the base of the game to a high-
quality finish.

-Making and testing a circuit.

-Incorporating a circuit into a base.

-Testing their own and others’ finished
games, identifying what went well and
making suggestions for improvement.
-Gathering images and information about
existing children’s toys.

-Analysing a selection of existing children’s
toys.

Knowledge:

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

- To know the difference between ‘form’ and
‘function’.

-To understand that ‘fit for purpose’ 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 not work
very well.

-To know the importance of ‘form follows
function” when designing: the product must
be designed primarily with the function in
mind.

-To understand the diagram perspectives ‘top
view’, ‘side view’ and ‘back’.

For DT we had to make some difficult decisions about which units to include and which to omit. We have carefully selected units to ensure
gradual progression towards the National curriculum end of key stage targets and to cover all four of the strands: Design, make, evaluate and
technical knowledge.




