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	St Paul’s C of E Primary School
	INTENT: At St. Paul’s C of E Primary School design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider world. High-quality design and technology education makes an essential contribution to the creativity, culture, wealth and well-being of the nation.

	
	DT progression map
	

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

	Autumn 1
	Superheroes and me
Junk modelling
Pancake faces
	Art
	Art
	Art
	Art
	Art
	Mini Money makers Project. 

Product research, design, make and sell a unique item 

	Autumn 2
	Celebrations 
Use of clay for Christingles
	Textiles: Finger puppets 
Explore methods of joining fabric. Design and make a character – based hand puppet using a preferred joining technique, before decorating. 
	Food and nutrition
Learn about the food groups (carbohydrates, proteins, fruits and vegetables, dairy, oils and spreads) to understand a balanced diet to develop a healthy wrap.
	Textiles: Cushions
Learn and apply two new sewing techniques – cross stitch and applique. Utilise these new skills to design and make a cushion.
	Textiles: fastenings
Analyse and evaluate a range of existing fastenings, then devise a list of design criteria to design, generate templates and make a fabric book sleeve. 
	Structures: bridges 
Test and analyse various types of bridge to determine their strength and stability. Explore material properties and sources, before marking, sawing and assembling wooden truss bridge. 
	Art

	Spring 1
	Castles, Knights and Dragons
Cardboard roll flying zog
	Art
	Art
	Art
	Structures: pavilions
Investigate and model frame structures to improve their stability, then apply this research to design and create a stable, decorated pavilion.
	Electrical systems; Doodlers
Explore how the design cycle can be approached at a different starting point, by investigating an existing product to encourage pupils to problem solves and work out how the product has been constructed, ready to develop their own.
	Art

	Spring 2
	Percy the Park-keeper
Building their own park using natural materials. 
	Wheel and Axels- making toy cars
Learn about the key parts of a wheeled vehicle, to develop and understanding of wheels, axles and axle holder’s work. Design and make a moving vehicle. 
	Structures – baby bears chair
Explore stability and methods to strengthen structures, to understand weaknesses and develop solutions.
	Cooking and nutrition: Eating Seasonally
Learn about various fruits and vegetables, and when, where and why they are grown in different seasons. Discover the relationship between colour and health benefits. 
	Art
	Art
	Art

	Summer 1
	Traditional Tales
Three little pigs houses – testing materials
	Art
	Art
	Art
	Cooking and nutrition: Adapting a recipe
Describe features of biscuits using taste, texture and appearance. Follow a recipe with support. Use a budget to plan a recipe. Adapt a recipe using additional ingredients.
	Cooking and nutrition: Developing a recipe
Describe the process of beef production. Research a traditional recipe and make changes to it. Add nutritional value to a recipe by selecting ingredients.
[bookmark: _GoBack]Prepare and cook a version of Bolognese sauce.
	Mechanisms : automata toys   
Develop a functional automata window display, to meet the requirements in a design brief. Explore and create cam, follower and axle mechanisms to mimic different movements. 

	Summer 2
	Ahoy there Matey!
Making waterproof boats for pirates. 
	Cooking and nutrition : fruit and vegetables
Learn to distinguish between fruit and vegetables and where they grow. Design a fruit and vegetable smoothie and accompanying packaging.
	Mechanisms: fairground wheel 
Design and create a functional Ferris wheel, learn how different components fit together so that the wheel rotates and the structure stands freely. 
	Electrical systems: Electrical posters
Children are introduced to various forms of ‘information design’ before they are briefed to develop and electric museum display based on the Romans.
	Art
	Art
	Cooking and nutrition: Come dine with me
 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.




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

	Exploring and developing ideas Developing, planning and communicating ideas.
	
	Draw on their own experience to help generate ideas 
Suggest ideas and explain what they are going to do 
Identify a target group for what they intend to design and make 
Model their ideas in card and paper 
Develop their design ideas applying findings from their earlier research
	Generate ideas by drawing on their own and other people's experiences 
Develop their design ideas through discussion, observation , drawing and modelling 
Identify a purpose for what they intend to design and make 
Identify simple design criteria 
Make simple drawings and label parts
	Exploring and developing ideas Developing, planning and communicating ideas.
	Generate ideas for an item, considering its purpose and the user/s 
Identify a purpose and establish criteria for a successful product. 
Plan the order of their work before starting 
Explore, develop and communicate design proposals by modelling ideas 
Make drawings with labels when designing
	Generate ideas, considering the purposes for which they are designing 
Make labelled drawings from different views showing specific features 
Develop a clear idea of what has to be done, planning how to use materials, equipment and processes, and suggesting alternative methods of making, if the first attempts fail 
Evaluate products and identify criteria that can be used for their own designs
	Generate ideas through brainstorming and identify a purpose for their product 
Draw up a specification for their design 
Develop a clear idea of what has to be done, planning how to use materials, equipment and processes, and suggesting alternative methods of making if the first attempts fail 
Use results of investigations, information sources, including ICT when developing design ideas
	Communicate their ideas through detailed labelled drawings 
Develop a design specification 
Explore, develop and communicate aspects of their design proposals by modelling their ideas in a variety of ways 
Plan the order of their work, choosing appropriate materials, tools and techniques

	Evaluating and developing work Working with tools, equipment, materials and components to make quality products (incfood)
	
	Make their design using appropriate techniques 
With help measure, mark out, cut and shape a range of materials 
Use tools eg scissors and a hole punch safely 
Assemble, join and combine materials and components together using a variety of temporary methods e.g. glues or masking tape 
Select and use appropriate fruit and vegetables, processes and tools 
Use basic food handling, hygienic practices and personal hygiene 
Use simple finishing techniques to improve the appearance of their product
	Begin to select tools and materials; use vocab' to name and describe them 
Measure, cut and score with some accuracy 
Use hand tools safely and appropriately 
Assemble, join and combine materials in order to make a product 
Cut, shape and join fabric to make a simple garment. Use basic sewing techniques 
Follow safe procedures for food safety and hygiene 
Choose and use appropriate finishing techniques
	Working with tools, equipment, materials and components to make quality products (incfood)
	Select tools and techniques for making their product 
Measure, mark out, cut, score and assemble components with more accuracy 
Work safely and accurately with a range of simple tools 
Think about their ideas as they make progress and be willing change things if this helps them improve their work
Measure, tape or pin, cut and join fabric with some accuracy 
Demonstrate hygienic food preparation and storage
Use finishing techniques strengthen and improve the appearance of their product using a range of equipment including ICT
	Select appropriate tools and techniques for making their product 
Measure, mark out, cut and shape a range of materials, using appropriate tools, equipment and techniques 
Join and combine materials and components accurately in temporary and permanent ways 
Sew using a range of different stitches, weave and knit 
Measure, tape or pin, cut and join fabric with some accuracy 
Use simple graphical communication techniques
	Select appropriate materials, tools and techniques 
Measure and mark out accurately 
Use skills in using different tools and equipment safely and accurately 
Weigh and measure accurately (time, dry ingredients, liquids) 
Apply the rules for basic food hygiene and other safe practices e.g. hazards relating to the use of ovens 
Cut and join with accuracy to ensure a good-quality finish to the product
	Select appropriate tools, materials, components and techniques 
Assemble components make working models 
Use tools safely and accurately 
Construct products using permanent joining techniques 
Make modifications as they go along 
Pin, sew and stitch materials together create a product 
Achieve a quality product

	Evaluating processes and products
	
	Evaluate their product by discussing how well it works in relation to the purpose 
Evaluate their products as they are developed, identifying strengths and possible changes they might make 
Evaluate their product by asking questions about what they have made and how they have gone about it
	Evaluate against their design criteria 
Evaluate their products as they are developed, identifying strengths and possible changes they might make 
Talk about their ideas, saying what they like and dislike about them
	Drawing e
	Evaluate their product against original design criteria e.g. how well it meets its intended purpose 

Disassemble and evaluate familiar products
	Evaluate their work both during and at the end of the assignment 

Evaluate their products carrying out appropriate tests
	Evaluate a product against the original design specification 

Evaluate it personally and seek evaluation from others
	Evaluate their products, identifying strengths and areas for development, and carrying out appropriate tests 
Record their evaluations using drawings with labels

Evaluate against their original criteria and suggest ways that their product could be improved
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