








Design and technology

Progression of skills and knowledge - Condensed

How is the Design and technology scheme of work organised?


Design
Make
Evaluate
Technical knowledge
Kapow Primary scheme of work


Kapow primary key areas - EYFS (Reception), Key stage 1 and 2
Cooking and nutrition
Mechanisms
/ Mechanical systems

Structures

Textiles

Key stage 2 only

Electrical systems

Digital world

	
	                              Year 1                                                                                 Year 2Structures


	
	 Stable structures
	            A chair for a bear

	





Skills
	

Design
	· Beginning to recognise how products and designs in the world around us solve certain needs.
· Stating what they intend to make and why – identifying the purpose.
· Talking about ideas, with purpose and user in mind.
· Talking about existing products when generating ideas.
	· Using a simple design brief that outlines the intended use, target user, and key features of the product, to create simple design criteria.
· Creating ideas with design criteria in mind.
· Referring to speciﬁc parts of existing products when generating ideas.

	
	


Make
	· Choosing between a small number of materials, ingredients or components.
· Explaining their choices based on personal experiences.
· Requesting equipment appropriate to the purpose. (e.g. scissors for cutting, glue for joining)
· Reﬁning their grip to cut competently and conﬁdently.
	· Choosing materials, ingredients or components from a wider range of materials, ingredients or components.
· Explaining their choices based on the properties of materials and components.
· Looking for ways to make cutting easier, like turning the material they are cutting, not fully closing scissors etc.
· Choosing known geometric shapes when making.
· Beginning to shape objects to improve how they work.

	
	Evaluate
	· Saying what they like about their peers’ designs and products.
· Accepting feedback and understanding it is meant to improve their work.
	· Discussing a range of existing products and saying what they like and dislike about them.
Comparing a range of products and explaining why some better meet different design criteria than others.







	






Knowledge
	



Technical
	· Recognising that different structures are used for different purposes.
· Exploring the features of structures.
· Describing structures as buildings or freestanding structures.
· Creating supporting structures to aid stability.
	· Recognising that different structures are used for different purposes.
· Exploring the features of structures.
· Making stable structures from card.
· Creating supporting structures to aid stability.
· Using stable objects like cylinders to create structures.
· Comparing the stability of different shapes.
· Identifying the weakest part of a structure.

	
	



Additional
	· To know that the purpose is what something is for.
· To know that a plan is deciding what to do ﬁrst and next.
· To know that different equipment does different things.
· To know the names of common pieces of equipment.
· To know that some tools are sharp like scissors and knives.
· To know that a structure is something that has been made and put together.
	· To know that a design brief helps to decide what to make.
· To know that design criteria are the steps for making a product successful.
· To know that design criteria help when thinking of ideas.
· To know that different products work in different ways and have parts that make them work.
· To know the names of some geometric shapes, triangle, pyramid, square, cube, circle, sphere.
· To know that a structure is something that has been made and put together.
· To know that the shape of a structure affects its strength.
· To know that a ‘strong’ structure is one which does not break easily.


	
	Year 1Mechanisms / Mechanical systems


	
	Wheels and axles

	







Skills
	
Design
	· Thinking about what others might want from a design.
· Beginning to recognise how products and designs in the world around us solve certain needs.
· Considering who they are designing for - by identifying the user.
	· Stating what they intend to make and why - by identifying the purpose.
· Talking about ideas with purpose and user in mind.
· Talking about existing products when generating ideas.
· Using basic drawing skills to communicate ideas.

	
	




Make
	· Planning more than one step ahead.
· Choosing between a small number of materials, ingredients or components.
· Explaining their choices based on personal experiences.
· Requesting equipment appropriate to the purpose (e.g. scissors for cutting and glue for joining).
· Explaining in simple terms why certain tools must be handled carefully.
· Following and recalling simple safety instructions.
· ​
	· Finding the middle of an object.
· Reﬁning their grip to cut competently and conﬁdently.
· Cutting straight lines and evenly spaced lines.
· Beginning to cut large shapes and thicker materials like card.
· Puncturing holes.
· Recognising the edges of paper and card need to be stuck ﬁrmly using a glue stick.
· Using tools, like scissors, to create shapes.
· Beginning to cut large shapes and thicker materials like card.
· Beginning to use controlled painting or colouring techniques to ﬁnish a product.
· Adding texture to create visual interest.

	
	

Evaluate
	· Discussing existing products, saying what they like about them.
· Comparing two products and discussing which is better for a speciﬁc purpose.
· Discussing how their products could be improved based on personal preferences.
	· Comparing their ﬁnished products with their original designs.
· Saying what they like about their peers’ designs and products.
· Accepting feedback and understanding it is meant to improve their work.






	




Knowledge
	
Technical
	· Recognising and exploring everyday objects that have mechanisms.
· Many things that move have parts inside to help them work.
	· Mechanisms usually limit unwanted movement.
· An axle allows the wheel to turn without falling off.

	
	





Additional
	· To know that the ‘user’ is the person who will use the product.
· To know that different users may want different things from a design.
· To know that designers usually design and make something to solve a problem.
· To know that who they are designing for makes a difference to what they design.
· To know that the purpose is what something is for.
· To know that existing products can help when deciding what to design.
· To know that drawings are a way to explain ideas.
· To know that a plan is deciding what to do ﬁrst and next.
· To know that choosing different materials or components will have an effect on what their product does or looks like.
	
· To know that different equipment does different things.
· To know the names of common pieces of equipment.
· To know that some tools are sharp like scissors and knives.
· To know that following instructions helps with safety.
· To know that cutting in a straight line can be helpful when making.
· To know that tools can be used to shape objects.
· To know that different materials can be shaped by different tools.
· To know that some products will be better than others.
· To know that their ideas or products can be made better.
· To know that their ﬁnal product might be different to their original idea.
· To know that their ideas can make someone else’s work better.
· To know that other people’s ideas can help make their work better.












	



Mechanisms / Mechanical systems

	
	Year 2

	
	Levers

	





Skills
	

Design
	· Creating ideas with design criteria in mind.
· Referring to speciﬁc parts of existing products when generating ideas.
· Using labels to explain parts of a design, label materials etc, including using ICT.
· Integrating moving parts when creating mock-ups.

	
	


Make
	· Integrating moving parts when creating mock-ups.
· Planning more than one step ahead.
· Choosing materials or components from a wider range of materials or components.
· Choosing between pieces of equipment that are used for the same purpose (e.g. joining) and explaining why their choice suits the task.
· Explaining their choices based on the properties of materials and components.
· Following and recalling simple safety instructions.

	
	
Evaluate
	· Discussing whether they were able to use the tools and techniques effectively.
· Comparing a range of products and explaining why some better meet different design criteria than others.
· Evaluating their ideas and creations against simple design criteria.






	






Knowledge
	


Technical
	· Recognising and exploring everyday objects that have mechanisms.
· Exploring everyday objects that use levers (e.g scissors, tongs, door handle, stapler).

	
	




Additional
	· To know that different products work in different ways and have parts that make them work.
· To know drawings can help explain how something works.
· To know many things that move have parts inside to help make them work.
· To know some properties of materials, e.g., hard, soft, ﬂexible, waterproof, strong, etc.
· To know some pieces of equipment are better suited to certain jobs.
· To know some tools are sharp like scissors and knives.
· To know following instructions helps with safety.
· To know many things that move have parts inside to help them work.
· To know mechanisms usually limit unwanted movement.
· To know a pivot is the part that a lever moves around.











	




Cooking and nutrition


	
	Year 1

	
	Smoothies

	






Skills
	

Design
	· Designing smoothie carton packaging by-hand.
· Learning where and how fruits and vegetables grow.

	
	

Make
	· Chopping fruit and vegetables safely to make a smoothie.
· Juicing fruits safely to make a smoothie.
· Identifying if a food is a fruit.

	
	

Evaluate
	· Tasting and evaluating different food combinations.
· Describing appearance, smell and taste.
· Suggesting information to be included on packaging.
· Comparing their own smoothie with someone else’s.

	


Knowledge
	· To know that a blender is a machine which mixes ingredients together into a smooth liquid.
· To know that a fruit has seeds and a vegetable does not.
· To know that fruits grow on trees or vines.
· To know that vegetables can grow either above or below ground.
· To know that vegetables is any edible part of a plant.



	
	Year 2

	
	Pouches

	






Skills
	

Design
	· Designing a pouch.

	
	

Make
	· Selecting and cutting fabrics for sewing.
· Decorating a pouch using fabric glue or running stitch.
· Threading a needle.
· Sewing running stitch, with evenly spaced, neat, even stitches to join fabric.
· Neatly pinning and cutting fabric using a template.

	
	

Evaluate
	· Troubleshooting scenarios posed by teacher.
· Evaluating the quality of the stitching on others’ work.
· Discussing as a class, the success of their stitching against the success criteria.
· Identifying aspects of their peers’ work that they particularly like and why.

	


Knowledge
	· To know that sewing is a method of joining fabric.
· To know that different stitches can be used when sewing.
· To understand the importance of tying a knot after sewing the ﬁnal stitch.
· To know that a thimble can be used to protect my ﬁngers when sewing.



Textiles
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