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Southglade Primary and Nursery School

 Design and Technology Progression Ladder

Year 1- Year 6







Progression of Skills KS1 – Year 1
	Key Stage 1 National Curriculum objectives: 
· Design purposeful,  functional, appealing products for themselves and other users based on design criteria
· Generate, develop, model and communicate  their ideas through taking, drawing, templates, mock-ups and where appropriate, information and communication technology
· Select from and use a range of tools to perform practical tools
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their characteristics
· Explore and evaluate a range of existing products
· Evaluate their ideas and products against design criteria
· Build structures explaining how they can be made stronger, stiffer and more stable
· Explore and use mechanisms in their products

	Building on prior knowledge of: box modelling in EYFS, lego and brick exploration, knowledge of materials and material play

	Key vocabulary:, waterproof, design, evaluate, test, improve

	Suggested project: Create a boat linked to Lost and Found by Oliver Jeffers exploring waterproof materials, heavy link to science.

	Design- understand contexts, users and purposes 
· Work confidently within a range of contexts such as imaginary, story-based, home, school, gardens, playgrounds, local community, industry and the wider environment 
· Explain what products they are making and their purpose
· Explain how their products will work
· Use simple design criteria to help develop their ideas
Designing- Generating, developing, modelling and communicating ideas
· Use knowledge of existing products and their own experiences to help come up with ideas
· Develop and communicate ideas by talking and drawing
	Make- Planning
· Select from a range of tools, equipment and materials, beginning to explain their choices 
Making- Practical Skills and Techniques
· Follow procedures for safety 
· Use a range of materials and components, including construction materials and kits
· Begin to cut, shape, join and combine materials and components
· Use finishing techniques including those from art and design (e.g. paint the boat or think about it aesthetic design as well as functionality)

	Evaluate- own ideas and products
· Talk about their design ideas and what they are making
· Suggest how their products can be improved
	Technical Knowledge- making products work
· Understand the simple working characteristics of materials and components
· Use correct technical vocabulary for the projects they are undertaking
· Link to science- understand waterproof materials and constructions a product for a purpose



 



Progression of Skills KS1 – Year 2
	Key Stage 1 National Curriculum objectives: 
· Design purposeful,  functional, appealing products for themselves and other users based on design criteria
· Generate, develop, model and communicate  their ideas through taking, drawing, templates, mock-ups and where appropriate, information and communication technology
· Select from and use a range of tools to perform practical tools
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their characteristics
· Explore and evaluate a range of existing products
· Evaluate their ideas and products against design criteria
· Build structures explaining how they can be made stronger, stiffer and more stable
· Explore and use mechanisms in their products

	Building on prior knowledge of: Year 1 objectives

	Key vocabulary:,design, evaluate, construct, structure, castle, drawbridge, pulley, lever, 

	Suggested project: Design and make a castle with a moving drawbridge

	Design- understand contexts, users and purposes 
· Work confidently within a range of contexts such as imaginary, story-based, home, school, gardens, playgrounds, local community, industry and the wider environment (e.g. creating story based structures as well as those fit for the real world)
· Explain what products they are making and their purpose
· Explain how their products will work
· Say how they will make their products suitable for their intended users
· Use simple design criteria to help develop their ideas
Designing- Generating, developing, modelling and communicating ideas
· Generate ideas by drawing on their own experiences
· Use knowledge of existing products to help come up with ideas
· Develop and communicate ideas by talking and drawing
· Model ideas by exploring materials, components and construction kits and making templates and mock-ups 
· Use ICT, where appropriate, to develop and communicate their ideas 
	Make- Planning
·  Plan by suggesting what to do next
· Select from a range of tools and equipment, explaining their choices (e.g. cello tape or masking tape as it will hold the structure in place) 
· Select from a range of materials and components according to their characteristics (e.g. cardboard over paper)
Making- Practical Skills and Techniques
· Follow procedures for safety 
· Use a range of materials and components, including construction materials and kits
· Measure, work out, cut and shape materials and components
· Assemble, join and combine materials and components
· Use finishing techniques including those from art and design (e.g. paint the bridge, use printing to create a pattern on the castle to resemble bricks)

	Evaluate- own ideas and products and existing products
·  Talk about their design ideas and what they are making
· Make simple judgements about their products and ideas against design criteria
· Suggest how their products can be improved
· Explore what materials products are made from (e.g. bridges made from metal vs those made from brick)
	Technical Knowledge- making products work
· Understand the simple working characteristics of materials and components
· Understand the movement of simple mechanisms such as levers, sliders, wheels and axles
· Understand how freestanding structures can be made stronger, stiffer and more stable 
· Use correct technical vocabulary for the projects they are undertaking
























Progression of Skills Lower Key Stage 2 - Years 3 
	Key Stage 2 National Curriculum Objectives
· Use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose and aimed at particular individuals or groups
· Generate, develop and model ideas through discussion, annotated sketches, cross sectional and exploded diagrams, prototypes, pattern pieces and computer aided design
· Select from and use a wide range of tools and equipment to perform practical tasks accurately
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their functional properties and aesthetics 
· 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 individuals and events in D/t have helped shaped the world
· Apply their understanding of how to stiffen, strengthen and reinforce more complex structures
· Understand and use mechanical systems in their products
· Understand and use electrical systems in their products
· Apply their understanding of computing to program, monitor and control their products

	Building on prior knowledge of- see KS1 objectives 

	Key vocabulary: construct, material, strong, sturdy, catapult, mechanism, lever, pulley, weapon

	Suggested project: construct a catapult linked to the Romans with a lever that engages the device

	Designing- Understanding contexts and purpose
· Describe the purpose of their products
· Indicate the design features of their products that will appeal to intended users
· Explain how particular parts of their product work 
· Develop their own design criteria and use these to inform their ideas
Designing- Generating, developing, modelling and communicating ideas
· Share and clarify ideas through discussion
· Use annotated sketches to develop and communicate their ideas
· Make design decisions that take account of the availability of resources
	Making- Planning
· With support, select tools, equipment, materials and components suitable for the task and explain their choices
· Order the main stages of making
Making- Practical skills and techniques (with some support)
· Follow procedures for safety 
· Use a wider range of materials and components than KS1 (e.g. construction materials and kits, mechanical components)
· Apply a range of finishing techniques, including those from art and design, with some accuracy (e.g. paint finished product and think about the aesthetics)

	Evaluate- Own Ideas and Products
· Identify the strengths and areas for development in their ideas and products
· Consider the views of others, including intended users, to improve their work
· Refer to the design criteria as they design and make.
· Use their design criteria to evaluate their completed products
	Technical Knowledge- Making Products Work
· To use learning from Science and Maths to help design and make products that work
· Use the correct technical vocabulary for the projects that they are undertaking




Progression of Skills Lower Key Stage 2 - Years 4
	Key Stage 2 National Curriculum Objectives
· Use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose and aimed at particular individuals or groups
· Generate, develop and model ideas through discussion, annotated sketches, cross sectional and exploded diagrams, prototypes, pattern pieces and computer aided design
· Select from and use a wide range of tools and equipment to perform practical tasks accurately
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their functional properties and aesthetics 
· 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 individuals and events in D/t have helped shaped the world
· Apply their understanding of how to stiffen, strengthen and reinforce more complex structures
· Understand and use mechanical systems in their products
· Understand and use electrical systems in their products
· Apply their understanding of computing to program, monitor and control their products

	Building on prior knowledge of- see KS1 objectives 

	Key vocabulary: design, evaluate, test, circuit, electricity, purpose, 

	Suggested projects: Teach through science and design and create a buzzer game using electricity

	Designing- Understanding contexts and purpose
· Work confidently within a range of contexts such as the home, school, leisure, culture, enterprise, industry and the wider environment (e.g. uses of electricity in the Viking era compared to now)
· Describe the purpose of their products
· Indicate the design features of their products that will appeal to intended users
· Explain how particular parts of their product work 
· Gather information about the needs and wants of particular groups and individuals (e.g. link to changes in electricity uses over time) 
· Develop their own design criteria and use these to inform their ideas
Designing- Generating, developing, modelling and communicating ideas
· Share and clarify ideas through discussion
· Model their ideas using prototypes
· Use annotated sketches to develop and communicate their ideas
· Generate realistic ideas, focusing on the needs of the user
· Make design decisions that take account of the availability of resources
	Making- Planning
· With support, select tools, equipment, materials and components suitable for the task
· Explain their choices based on their characteristics or suitability 
· Order the main stages of making
Making- Practical skills and techniques (with some support)
· Follow procedures for safety 
· Use a wider range of materials and components than KS1 (e.g. construction materials and kits, mechanical and electrical components)
· Measure, mark out, cut and shape materials and components with some accuracy
· Assemble, join and combine materials and components with some accuracy
· Apply a range of finishing techniques, including those from art and design, with some accuracy (e.g. paint finished product)

	Evaluate- Own Ideas and Products
· Identify the strengths and areas for development in their ideas and products
· Consider the views of others, including intended users, to improve their work
· Refer to the design criteria as they design and make.
· Use their design criteria to evaluate their completed products
Evaluate- existing products 
· How well products have been designed and made
· Why materials have been chosen
· What methods of construction have been used
· How well products work to achieve their purpose
· How well products meet users needs and wants
· Who, where and when products were designed and made 
· Whether products can be designed and recycled
Evaluating –key events and individuals
· To develop understanding of key inventors, designers, engineers or manufacturers who have impacted the world with their designs
	Technical Knowledge- Making Products Work
· To use learning from Science and Maths to help design and make products that work
· That materials have both functional qualities and aesthetic qualities
· Use the correct technical vocabulary for the projects that they are undertaking
· How simple electrical circuits and components can be used to create functional products
· That mechanical and electrical systems have an input, process and output

















Progression of skills Upper Key Stage 2 – Years 5
	Key Stage 2 National Curriculum Objectives
·  Use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose and aimed at particular individuals or groups
· Generate, develop and model ideas through discussion, annotated sketches, cross sectional and exploded diagrams, prototypes, pattern pieces and computer aided design
· Select from and use a wide range of tools and equipment to perform practical tasks accurately
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their functional properties and aesthetics 
· 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 individuals and events in D/t have helped shaped the world
· Apply their understanding of how to stiffen, strengthen and reinforce more complex structures
· Understand and use mechanical systems in their products
· Understand and use electrical systems in their products
· Apply their understanding of computing to program, monitor and control their products

	Building on prior knowledge of: See Objectives and skills from LKS2

	[bookmark: _GoBack]Key vocabulary: textiles, materials, design, pattern, needle, thread, yarn, skein, cross stitch, back stitch, combine, collaborative, purpose

	(Textiles) suggested projects: cross stitch design onto a North American inspired textile.

	Designing- Understanding contexts and purpose
· Work confidently within a range of contexts such as the home, school, leisure, culture, enterprise, industry and the wider environment
· Describe the purpose of their products
· Indicate the design features of their products that will appeal to intended users and explain why
· Explain how particular parts of their product work using subject specific vocabulary (e.g. handle) 
· Carry our research using surveys, interviews, questionnaires and web-based resources
· Identify the needs, wants, preferences and values of particular groups and individuals
· Develop a simple design specification to guide their thinking
Designing- Generating, developing, modelling and communicating ideas
· Share and clarify ideas through discussion
· Model their ideas using prototypes and pattern pieces
· Use annotated sketches and cross sectional diagrams to develop and communicate their ideas
· Use computer aided design to develop and communicate their ideas
· Generate realistic ideas, focusing on the needs of the user and explain ideas based on these needs
· Make design decisions that take account of the availability of resources and explain these decisions in written and oral form.
	Making- Planning
· Select tools, equipment, materials and components suitable for the task
· Explain their choices based on their characteristics, suitability, functional and aesthetic qualities  
· Produce appropriate lists of tools, equipment and materials that they need
· Formulate step-by-step plans as a guide to making
Making- practical skills and techniques (with increasing independence)
· Follow procedures for safety 
· Use textiles to create a product
· Accurately measure, mark out, cut and shape materials and components
· Accurately join and assemble and combine materials and components
· Accurately apply a range of finishing techniques including those from art and design
· Use techniques that involve a number of steps
· Demonstrate resourcefulness when tackling problems

	Evaluate- Own Ideas and Products
· Identify the strengths and areas for development in their ideas and products
· Consider the views of others, including intended users, to improve their work
· Critically evaluate the quality of the design, manufacture and fitness for purpose of their products as they design and make
· Evaluate their products and ideas against their original design specifications
Evaluate- existing products 
· How well products have been designed and made
· Why materials have been chosen
· What methods of construction have been used
· How well products work to achieve their purpose
· How well products meet users needs and wants
· Who, where and when products were designed and made 
· Whether products can be designed and recycled
Evaluating –key events and individuals
· To develop understanding of key inventors, designers, engineers and manufacturers who have impacted the world with their designs
	Technical Knowledge- Making Products Work
· To use learning from Science and Maths and other subjects to help design and make products that work
· That materials have both functional qualities and aesthetic qualities and can be described based on these qualities
· Use the correct technical vocabulary for the projects that they are undertaking
· That a 3d textiles product can be made from a combination of fabric shapes


Ensure children design their own cross stitch pattern, taking into account the realistic size of their finished piece. Use North American traditional designs as inspiration and design onto squared paper. These could then all be seen together to create a large tapestry style collaborative piece.


 














Progression of skills Upper Key Stage 2 – Years 6
	Key Stage 2 National Curriculum Objectives
·  Use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose and aimed at particular individuals or groups
· Generate, develop and model ideas through discussion, annotated sketches, cross sectional and exploded diagrams, prototypes, pattern pieces and computer aided design
· Select from and use a wide range of tools and equipment to perform practical tasks accurately
· Select from and use a wide range of materials and components, including construction materials, textiles and ingredients according to their functional properties and aesthetics 
· 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 individuals and events in D/t have helped shaped the world
· Apply their understanding of how to stiffen, strengthen and reinforce more complex structures
· Understand and use mechanical systems in their products
· Understand and use electrical systems in their products
· Apply their understanding of computing to program, monitor and control their products

	Building on prior knowledge of: See Objectives and skills from LKS2

	Key vocabulary: 

	Objectives to be covered through awe and wonder week activities. 

	Designing- Understanding contexts and purpose
· Describe the purpose of their products
· Indicate the design features of their products that will appeal to intended users and explain why
· Explain how particular parts of their product work using subject specific vocabulary 
· Develop a simple design specification to guide their thinking
Designing- Generating, developing, modelling and communicating ideas
· Share and clarify ideas through discussion
· Use annotated sketches and cross sectional diagrams to develop and communicate their ideas
· Make design decisions that take account of the availability of resources and explain these decisions in written and oral form.
	Making- Planning
· Select tools, equipment, materials and components suitable for the task
· Explain their choices based on their characteristics, suitability, functional and aesthetic qualities  
Making- practical skills and techniques (with increasing independence)
· Follow procedures for safety 
· Use a wider range of materials and components than KS1 (e.g. construction materials and kits, mechanical, textiles and electrical components)
· Accurately apply a range of finishing techniques including those from art and design
· Use techniques that involve a number of steps
· Demonstrate resourcefulness when tackling problems

	Evaluate- Own Ideas and Products
· Identify the strengths and areas for development in their ideas and products
· Consider the views of others, including intended users, to improve their work
· Evaluate their products and ideas against their original design specifications
	Technical Knowledge- Making Products Work
· To use learning from Science and Maths and other subjects to help design and make products that work
· Use the correct technical vocabulary for the projects that they are undertaking
· That a 3d textiles product can be made from a combination of fabric shapes



image1.png




