	Curricular Overview – Design Technology (from 2025)

	Component: Mechanisms and Mechanical Systems

	Foundation Stage
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Wheels and Axels 
	Mechanisms-sliders and levers 
	Mechanical systems-levers and linkages. 
	
	Mechanical systems – Pulleys and Gears
	

	3&4 Year Olds 
Select and use activities and resources, with help when needed. This helps them to achieve a goal they have chosen or one which is suggested to them - PSED 
Choose the right resources to carry out their plan – PD 
Explore different materials freely, in order to develop their ideas about how to use them and what to make – EAD 
Explore how things work - KUW 

Reception  
Develop their small motor skills so that they can use a range of tools competently, safely and confidently – PD  
Return to and build on their previous learning, refining ideas and developing their ability to represent them – EAD  
Create collaboratively, sharing ideas, resources and skills – EAD
 
ELG 
Use a range of small tools, including scissors, paintbrushes and cutlery – PD: Fine Motor Skills 
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function – EAD: Creating with materials 
Share their creations, explaining the process they have used – EAD: Creating with materials





	Design 
Generate initial ideas and simple design criteria through talking and using own experiences.  

Develop, model and communicate ideas through drawings and mock-ups. 

Make 
Select from and use a range of tools and equipment to perform practical tasks such as cutting and joining to allow movement and finishing. 

Select from and use a range of materials and components such as paper, card, plastic and wood according to their characteristics. 

Evaluate 
Explore and evaluate a range of products with wheels and axels  

Evaluate their ideas and their products against original criteria 

Technical knowledge and understanding 
Explore and use wheels, axels and axel holders  

Distinguish between fixed and freely moving axels  

Know and use technical vocabulary relevant to the project. 



	Design 
Design a purposeful, functional story book that moves. 

Design the product with an intended user in mind. 

Create and use a design criteria that includes a mechanism. 

Make a mock-up of the moving mechanism showing making clear the direction of movement. 

Make 
Select from a range of materials and components according to their characteristics. Eg. card, string. 

Measure and mark out the moving mechanism. 

 Cut, shape and score materials with accuracy. 

 Assemble, join and combine materials for the story book using scissors, glue and tape. 
Evaluate 
Explore and evaluate existing moving story books mainly through discussions, comparisons and simple written evaluations. 

 Test the finished product, seeing whether it moves as planned and if not, explaining why and how it can be fixed. 

Review the success of a product by testing it with its intended audience. 


Technical knowledge and understanding 
Know that a slider mechanism moves an object from side to side. 

Know that a slider mechanism has a slider, slots, guides and an object. 

Know that bridges and guides are bits of card that purposefully restrict the movement of the slider. 

 

	Design 
Use ideas from other people and existing products when designing.  

 Design innovative and appealing products that have a clear purpose and are aimed at a specific user. Eg. A Christmas card for a friend 

Use annotated sketches to develop and communicate their ideas. 

Develop their own success criteria for a card. 

Make 
Order the main stages of making.  

Select from and use appropriate tools with some accuracy to cut, shape and join paper and card.  

Select from and use finishing techniques suitable for the product they are creating. 

Persevere and adapt work when original ideas do not work. 

Present a product in an interesting way, considering aesthetic qualities and design. 

Evaluate 
Investigate and analyse books and, where available, other products with lever and linkage mechanisms.  

Evaluate their ideas and products against their own design criteria. 

 Can explain what works well and make suggestions for improvements. 

Experiment with alternative ways to add levers and linkages to a model. 

Technical knowledge and understanding 
Understand and use lever and linkage mechanisms.  

Distinguish between fixed and loose pivots.  

 Know and use technical vocabulary relevant to the project. 

	
	Design
Generate innovative ideas by carrying out research using surveys, interviews, questionnaires and web-based resources. 

Develop a simple design specification to guide their thinking. 

Develop and communicate ideas through discussion, annotated drawings, exploded drawings and drawings from different views.

Experiment with a range of cams, creating a design for an  

Measure and mark out the moving mechanism. 

 Cut, shape and score materials with accuracy. 

Make
Produce detailed lists of tools, equipment and materials.  
 
Formulate step-by-step plans and, if appropriate, allocate tasks within a team.  
 
Select from and use a range of tools and equipment to make products that that are accurately assembled and well finished

Evaluate
Compare the final product to the original design specification.   
 
Test products with intended user and critically evaluate the quality of the design, manufacture, functionality and fitness for purpose.  
 
Investigate famous manufacturing and engineering companies relevant to the project. 
 
Evaluate the work of others and receive feedback on own work.  
 
Apply points of improvement to their product. 
 
Describe the changes they would make/do if they were to do the project again.
Technical knowledge and understanding
Understand that the mechanism in an automata uses a system of cams, axles and followers.  
 
Understand that different shaped cams produce different outputs. 
 
Understand how linkages change the direction of a force. 
 
Understand that mechanical and electrical systems have an input, process and an output.  
  
Understand how gears and pulleys can be used to speed up, slow down or change the direction of movement.  
 
Know and use technical vocabulary relevant to the project.
	







	Component: Structures

	Foundation Stage
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Freestanding structures
	
	
	Shell structures
	
	Frame Structures

	3&4 Year Olds 
Select and use activities and resources, with help when needed. This helps them to achieve a goal they have chosen or one which is suggested to them - PSED 
Choose the right resources to carry out their plan – PD 
Use one-handed tools and equipment, for example, making snips in paper with scissors – PD 
Explore how things work – KUW 
Develop their own ideas and then decide which materials to use to express them – EAD 

Reception  
Develop their small motor skills so that they can use a range of tools competently, safely and confidently – PD  
Create collaboratively, sharing ideas, resources and skills – EAD 
Explore, use and refine a variety of artistic effects to express their ideas and feelings - EAD 

ELG 
Use a range of small tools, including scissors, paintbrushes and cutlery – PD: Fine Motor Skills 
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function – EAD: Creating with materials 
Share their creations, explaining the process they have used – EAD: Creating with materials





	Design
Generate ideas based on simple design criteria and their own experiences, explaining what they could make.  

Develop, model and communicate their ideas through talking, mock-ups and drawings. 

 Create a diagram of their chosen shelter labelling the outdoor/natural materials they can use.  

Model ideas by exploring materials and components. 

 List materials explaining why they are important for the structure.  

Create and use a simple design criteria.

Make
Plan by suggesting what to do next.  

Select and use tools, skills and techniques, explaining their choices. 

Assemble, join and combine the appropriate materials for their product. 

Create pillars to hold up a roof for their shelter.  

 Dig and push materials into the ground.  

Attach materials on top of each other to stack and create walls and ceilings.

Evaluate
Explore and evaluate a range of shelters/animal shelters. 

Test the conditions of the shelter.  
Explain what worked well and what didn’t.  

As they work, start to identify strengths and possible changes they might make to refine their existing design.

Technical knowledge and understanding
Know a range of shelters and their purpose. 

 To begin to understand that different structures are used for different purposes.  

To know that a structure is something that has been made and put together. 

 Know how to cut and shape materials, joining them together to create strong, stiff and stable constructions 

Know that shapes and structures with wide, flat bases or legs are the most stable.
	
	
	Design
Generate realistic ideas and design criteria collaboratively through discussion, focusing on the needs of the user and purpose of the product.  

Develop ideas through the analysis of existing products and use annotated sketches and prototypes to model and communicate ideas.

Make
Order the main stages of making.  

 Select and use appropriate tools to measure, mark out, cut, score, shape and assemble with some accuracy.  

Explain their choice of materials according to functional properties and aesthetic qualities.   

Use finishing techniques suitable for the product they are creating.

Evaluate
Investigate and evaluate a range of existing shell structures including the materials, components and techniques that have been used.  

Test and evaluate their own products against design criteria and the intended user and purpose.

Technical knowledge and understanding
Develop and use knowledge of how to construct strong, stiff shell structures.   

Develop and use knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D shapes.  

Know and use technical vocabulary relevant to the project.
	
	Design
Carry out research into user needs and existing products, using surveys, interviews, questionnaires and web-based resources.  
 Develop a simple design specification to guide the development of their ideas and products, taking account of constraints including time and resources.  
 
Generate, develop and model innovative ideas, through discussion, prototypes and annotated sketches. 
 
Create a footprint for a bird hide

Make
Formulate a clear plan, including a step-by-step list of what needs to be done and lists of resources to be used.  
 
 Competently select from and use appropriate tools to accurately measure, mark out, cut, shape and join construction materials to make frameworks.  
 
 Use finishing and decorative techniques suitable for the product they are designing and making 
 
Measure, mark and cut wood to create a range of structures prototypes. 
 
Use a range of materials to reinforce and add decoration to structures. E.g. lolly pop sticks, dowel.

Evaluate
Investigate and analyse a range of existing structures. 
 
Test and adapt a design to improve it as it is developed. 
 
 Critically evaluate their products against their design specification, intended user and purpose, identifying strengths and areas for development, and carrying out appropriate tests.  
 
Improve a design plan based on peer evaluation.   
 
Research key events and individuals relevant to frame structures

Technical knowledge and understanding
Understand how to strengthen, stiffen and reinforce 3-D frameworks.  
 
 Know and use technical vocabulary relevant to the project. 
 
Understand what a 'footprint plan' is. 
 
Know that a prototype is a cheap model to test a design idea.




	Component: Electrical systems

	Foundation Stage
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	
	
	
	Simple circuits and switches
	Electrical systems – Monitor and control
	Electrical systems – More complex switches

	





	
	
	
	Design 
Use research to develop design criteria to inform the design of a functional torch. Eg. small, bright, easy to switch on.  

Develop and communicate their ideas through prototypes. 

Generate, develop, model and communicate realistic ideas through discussion and, as appropriate, annotated sketches, cross-sectional and exploded diagrams. 
 
Make 
Order the main stages of making.  

Make a torch with a working electrical circuit and switch. 

Select appropriate materials such as plastic bottle for the housing, tin foil for the reflective surface. 
Use appropriate equipment such as PVA glue to attach the materials. 

Evaluate 
Investigate and analyse a range of existing battery-powered products.  

 Evaluate their ideas and products against their own design criteria and identify the strengths and areas for improvement in their work. 

Test and evaluate the success of a final product. 

Technical knowledge and understanding 
Understand that electrical conductors are materials which electricity can pass through. 

Understand that electrical insulators are materials which electricity cannot pass through.  

Know that an electrical circuit must be complete for electricity to flow. 
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	Design
Develop a design specification for a functional product that responds automatically to changes in the environment.  

Generate, develop and communicate ideas through discussion, annotated sketches and pictorial representations of electrical circuits or circuit diagrams. 
 
Make  
Formulate a step-by-step plan to guide making, listing tools, equipment, materials and components.  

 Competently select and accurately assemble materials, and securely connect electrical components to produce a reliable, functional product.  

Create and modify a computer control program to enable their electrical product to respond to changes in the environment.  
 
Evaluate  
Continually evaluate and modify the working features of the product to match the initial design specification. 

Test the system to demonstrate its effectiveness for the intended user and purpose.  
 
Technical knowledge and understanding  
Understand and use electrical systems in their products. 
 
Understand the use of computer control systems in products. 
 
Apply their understanding of computing to program, monitor and control their products.  

Know and use technical vocabulary relevant to the project.
	Design 
Use research to develop a design specification for a functional product that responds automatically to changes in the environment. Take account of constraints including time, resources and cost. 
Generate and develop innovative ideas and share and clarify these through discussion.
Communicate ideas through annotated sketches, pictorial representations of electrical circuits or circuit diagrams.
 
Make 
Formulate a step-by-step plan to guide making, listing tools, equipment, materials and components.
Competently select and accurately assemble materials, and securely connect electrical components to produce a reliable, functional product.  
Create and modify a computer control program to enable an electrical product to work automatically in response to changes in the environment.
Evaluate 
Continually evaluate and modify the working features of the product to match the initial design specification.  
 Test the system to demonstrate its effectiveness for the intended user and purpose. 
Investigate famous inventors who developed ground-breaking electrical systems and components. 
 
Technical knowledge and understanding 
Understand and use electrical systems in their products.  
 
Apply their understanding of computing to program, monitor and control their products.
Know and use technical vocabulary relevant to the project.





	Component: Textiles

	Foundation Stage
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	
	Templates and joining techniques 
	2D shape to 3D product 
	
	Combining different fabric shapes
	

	3&4 Year Olds 
Select and use activities and resources, with support when needed. This helps them to achieve a goal they have chosen or one which is suggested to them – PSED 
Use one-handed tools and equipment, for example, making snips in paper with scissors – PD 
Explore different materials freely, in order to develop their ideas about how to use them and what to make – EAD 
Develop their own ideas and then decide which materials to use to express them – EAD 

Reception 
Develop their small motor skills so that they can use a range of tools competently, safely and confidently – PD 
Return to and build on their previous learning, refining ideas and developing their ability to represent them – EAD 

ELG 
Use a range of small tools, including scissors, paintbrushes and cutlery – PD: Fine Motor Skills 
Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function – EAD: Creating with materials 
Share their creations, explaining the process they have used – EAD: Creating with materials





	
	Design
Develop a design criteria so that the Christmas stocking is functional and appealing. 

Generate, develop, model and communicate their ideas as appropriate through talking, drawing, templates, mock-ups and information and communication technology. 

Use a template to create their design. 

Communicate their ideas through clearly labelled drawings.

Make
Select from and use a range of tools and equipment to perform practical tasks such as marking out, cutting, joining and finishing.  
 Select from and use textiles according to their characteristics 

 With help, measure and mark out. 

Cut, shape and score materials with some accuracy. 

Manipulate fabrics in simple ways to create the desired effect. 

Thread and tie a needle. Sew with a running stitch, with evenly spaced, neat, even stitches to join fabric.

Evaluate
Explore a range of stockings and how these have been made. 

Evaluate the quality of stitching on a partner’s product. 

Reflect on a finished product explaining likes and dislikes. 

Evaluate their ideas throughout and their final products against original design criteria.

Technical knowledge and understanding
Know that sewing is a method of joining fabric. 

Know that different stitches can be used when sewing. 

Understand the importance of tying a knot after sewing the final stitch. 

Understand how simple 3-D textile products are made, using a template to create two identical shapes. 

Know and use technical vocabulary relevant to the project.
	Design
Generate realistic ideas through discussion and design criteria for an appealing, functional product fit for purpose and specific user/s.  

 Produce annotated sketches, prototypes, final product sketches and pattern pieces. 

Design a product based on research and existing products. 

Choose materials that are fit for purpose.

Make
Follow a step-by-step plan, choosing the right equipment and materials for a desired effect- cutting and shaping. 

 

Thread different size needles with multiple types of thread with greater independence. 

Tie knots with greater independence. 

Sew using a whip stitch to join fabrics together

Evaluate
Evaluate a product by discussing how well it works in relation to the purpose, the user and whether it meets the original design criteria. 

 Know why a model has, or has not, been successful. 

Take into account others’ views.

Technical knowledge and understanding
Know and use technical vocabulary relevant to the project. 

Know that applique is a way of mending or decorating a textile by applying smaller pieces of fabric to larger pieces.  

 
Know that when two edges of fabric have been joined together it is called a seam.  

To know that a fastening is something which holds two pieces of material together for example a zipper, toggle, button, press stud and velcro.
	
	Design
Generate innovative ideas by carrying out research including surveys, interviews and questionnaires. 

To generate, develop and communicate their ideas through discussion, prototypes and pattern pieces. 

Design purposeful, functional, appealing products for the intended user that are fit for purpose based on a simple design specification. 

Organise ideas into a step by step plan

Make
Produce detailed lists of equipment and fabrics relevant to their tasks.  

 Formulate step-by-step plans and, if appropriate, allocate tasks within a team.  

Select from and use a range of tools and equipment to make products that are accurately assembled and well finished. Work within the constraints of time, resources and cost. 

Demonstrate precision when measuring and cutting. 

Use backstitch and a combination of different stitches such as whip stitch and blanket stitch. 

Select decorative techniques and fastenings according to their functional properties and aesthetic qualities.

Evaluate
Continually evaluate and modify the working features of the product to match the initial design specification. 

Investigate and analyse textile products linked to their final product.  
 Compare the final product to the original design specification.  

 Test products with intended user and critically evaluate the quality of the design, manufacture, functionality and fitness for purpose.  

Consider the views of others to improve their work.
Technical knowledge and understanding
A 3-D textile product can be made from a combination of accurately made pattern pieces, fabric shapes and different fabrics.  

Fabrics can be strengthened, stiffened and reinforced where appropriate. 

Know that different stitching techniques have different benefits.
	





	Component: Cooking and Nutrition

	Foundation Stage
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	
	Make a fruit salad
	Healthy wrap
	Soup making
	Pasta dish
	
	Baking Bread

	3&4 Year Olds 
Make healthy choices about food, drink, activity and toothbrushing – PSED 
 
Reception 
Know and talk about the different factors that support their overall health and wellbeing, including healthy eating – PSED 
 
ELG 
Manage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the importance of healthy food choices - PSED





	Design
Generate initial ideas and design criteria through investigating a variety of fruit and vegetables.  
 
 Communicate these ideas through talk and drawings and decide on the fruits needed in their fruit salad. 

Understand how to identify a target group for what they intend to design and make based on a design criteria.  
 
Begin to develop their ideas through talk and drawings.

Make
Use simple utensils and equipment to e.g. peel, cut, slice, squeeze, grate and chop safely.  
 
Select from a range of fruit and vegetables according to their characteristics e.g. colour, texture and taste to create a chosen product 
 
Use the bridge method.

Evaluate
Taste and evaluate different fruit combinations. 
Discuss what they liked and didn’t like and the reason why. 
Describe and group fruits by texture and taste. 
 
Evaluate ideas and finished products against design criteria, including intended user and purpose.
Technical knowledge and understanding  
Understand where a range of fruit and vegetables come from e.g. farmed or grown at home.   
 
Know and use technical and sensory vocabulary relevant to the project. 
 
Know how to prepare food safely and hygienically 
Understand what a healthy and varied diet means. 
 
Understand the difference between fruits and vegetables knowing that fruits have seeds and vegetables do not. 
Know that fruits grow on trees or vines. 
 
Know that ‘ingredients’ means the items in a mixture or recipe.

	Design
Create a design brief for a healthy wrap and discuss how this can be achieved.  
 
Design appealing products for a particular user based on simple design criteria. 
 
Taste test a range of food items and decide on the best combination. Eg. Tuna, cheese, ham, egg, tomatoes.  
 
Use ICT to create a mock-up of their wrap.  
Communicate their ideas and choices clearly.

Make
Slice food safely using the bridge or claw grip. 
 
Construct a wrap that meets a design brief. 
Begin to select from a range of hand tools and equipment, such as safe knives and graters.

Evaluate
Describe the taste, texture and smell of different vegetables and foods. 
 
Evaluate which grip was most effective for slicing. 
 
Evaluate if their chosen food combinations worked well together. 
 
Evaluate ideas and finished products against design criteria, including intended user and purpose

Technical knowledge and understanding  
Know that vegetables can come from different parts of the plant (e.g. roots: potatoes, leaves: lettuce, fruit: cucumber). 

Know that ‘diet’ means the food and drink that a person or animal usually eats.  

Know that the five main food groups are: Carbohydrates, fruits and vegetables, protein, dairy and foods high in fat and sugar.  

Understand that people should eat a range of different foods from each food group, and roughly how much of each food group.
	Design
Generate and clarify ideas through discussion with peers and adults to develop design criteria including appearance, taste, texture and aroma for an appealing soup for a particular user and purpose.   
 
Use annotated sketches and appropriate information and communication technology, such as web-based recipes, to develop and communicate ideas.

Make
Plan the main stages of a recipe, listing ingredients, utensils and equipment.   
 
Select and use appropriate utensils and equipment to prepare and combine ingredients.   
 
Select from a range of ingredients to make appropriate food products, thinking about sensory characteristics.   

Evaluate
Carry out sensory evaluations of a variety of ingredients and products. Record the evaluations using e.g. tables and simple graphs.   
 
Evaluate the ongoing work and the final product with reference to the design criteria and the views of others.   

Technical knowledge and understanding
Know how to use appropriate equipment and utensils to prepare and combine food.   
 
Know about a range of fresh and processed ingredients appropriate for their product, and whether they are grown, reared or caught.   
 
Know and use relevant technical and sensory vocabulary appropriately.
	Design
Generate and clarify ideas through discussion with peers and adults to develop design criteria including appearance, taste, texture and aroma for an appealing product for a particular user and purpose.   
 
Use annotated sketches and appropriate information and communication technology, such as web-based recipes, to develop and communicate ideas.    
Decide on the ingredients to make a pasta dish. 
 
Design the within a given budget, drawing upon previous taste testing.

Make
Plan the main stages of a recipe, listing ingredients, utensils and equipment.   
 
Select and use appropriate utensils and equipment to prepare and combine ingredients.   
 
Select from a range of ingredients to make appropriate food products, thinking about sensory characteristics.   
 
Know how to prepare themselves and a work space to cook safely in, learning the basic rules to avoid food contamination. 
 
Follow a step by step method carefully to make a recipe.

Evaluate
Establish and use design criteria to help test and review dishes. 
 
Describe the impact of the budget on the selection of ingredients.  
 
Carry out sensory evaluations of a variety of ingredients and products. Record the evaluations using e.g. tables and simple graphs.  
  
Evaluate the ongoing work and the final product with reference to the design criteria and the views of others.

Technical knowledge and understanding 
Know how to use appropriate equipment and utensils to prepare and combine food. 
 
Know that the amount of an ingredient in a recipe is known as the ‘quantity’. 
 
Understand the importance of budgeting while planning ingredients. 
 
Know that many countries have ‘national dishes’ which are recipes associated with that country.  
 
Know that ‘processed food’ means food that has been put through multiple changes in a factory.

	
	Design
Generate innovative ideas through research and discussion with peers and adults to develop a design brief and criteria for a design specification.  
 
 Explore a range of initial ideas, and make design decisions to develop a final product linked to user and purpose.   
 
Use words, annotated sketches and information and communication technology as appropriate to develop and communicate ideas. 
 
Explore and discuss the additional ingredients that may be found in bread, such as seeds, fruit, cheeses etc. 
 
Write a recipe, explaining the key steps, method and ingredients.

Make
Select and use appropriate utensils and equipment accurately to measure and combine appropriate ingredients.  
 
 Make, decorate and present the food product appropriately for the intended user and purpose 
 
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.

Evaluate
Carry out sensory evaluations of a range of relevant products and ingredients.  
 
Record the evaluations using e.g. tables/graphs/charts such as star diagrams.   
 
Evaluate the final product with reference back to the design brief and design specification, taking into account the views of others when identifying improvements.  
Understand how key chefs have influenced eating habits to promote varied and healthy diets. 
 
Taste test and score final products.  
 
Suggest and write up points of improvements when scoring others’ dishes, and when evaluating their own throughout the planning, preparation and cooking process.  
 
Evaluate health and safety in production to minimise cross contamination.

Technical knowledge and understanding
Know that I can adapt a recipe to make it healthier by substituting ingredients.  
 
Understand that ‘cross-contamination’ means bacteria and germs have been passed onto ready-to-eat foods and it happens when these foods mix with raw meat or unclean objects. 
 
Know how to use utensils and equipment including heat sources to prepare and cook food.  
 
 Understand about seasonality in relation to food products and the source of different food products.  
 
Know and use relevant technical and sensory vocabulary.



