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Look at existing prod-
ucts and discuss what
they do and who they
are for.

Use discussions and
drawings to show ideas
with growing clarity.

Choose materials and
tools with support.

Respond to stories and
themes to inspire their
designs.

Use what they have
learnt about media and
materials in original
ways, thinking about us-
es and purposes.

Show understanding of
the need for safety
when tackling new chal-
lenges and consider and
manage some risks.

Construct with a pur-
pose in mind, using a
variety of resources.

Learn basic techniques
such as cutting, rolling,
mixing, joining, thread-
ing, weaving.

Develop fine motor con-
trol by using a range of
tools (including one-
handed) safely with
growing independence,
understanding what tool
is best for a task.

Identify what they like
and dislike about a prod-
uct they’ve made, begin-
ning to provide reasons
why.

Have more complex con-
versations about what
they could change to a
product to improve it.

Make simple compari-
sons between their de-
signs and existing prod-
ucts.

Begin to understand
that materials have
different properties and
purposes.

Make decisions on ma-
terials based on their
properties being best fit
for their product (hard
= strong for structures
etc.)

Safely use and explore a
variety of materials,
tools and techniques,
experimenting with col-
our, design, texture,
form and function.




Design

Make

Evaluate

Technical Knowledge

K81

Work confidently within a
range of contexts, such as
imaginary, story-based,
home, school, playgrounds,
local community, industry
and the wider environment.

Generate and communicate
ideas through discussion,
labelled drawings, simple
plans, templates and mock-
ups.

Design appealing products
for a given purpose based
on a simple criteria using
knowledge of existing prod-
ucts to help come up with
ideas.

State what products they
are designing and making
and say whether their prod-
ucts are for themselves or
other users.

Begin to set design criteria
with peers and adults.

Ensure they follow safety
procedures set out to them
by adults when using mate-
rials and tools.

Select appropriate materi-
als, tools and equipment for
a task based on its charac-
teristics with some adult
support.

Use basic joining techniques
(tape, glue, split pins, fold-
ing, simple sewing).

Further develop fine motor
control to cut, shape and
assemble safely.

Understand and express:

- What products are

- Who products are for

- How products work and are used

- Materials products are made from

- What they like and dislike

Make simple judgements
about their products and ide-
as against design criteria.

Suggest how their products
can be improved.

Evaluate using brief annota-
tions and notes.

Explore mechanisms
(wheels, axles) and struc-
tures (strong, stiff, stable).

Recognise that materials
have different properties
suited to specific purposes.

Understand the simple
working characteristics of
materials and components.
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Use research by gathering in-
formation about the needs
and wants of particular indi-
viduals and groups to inform
ideas on what is required for a
specific product.

Work confidently within a
range of contexts, such as the
home, school, leisure, culture,
enterprise, industry and the
wider environment.

Generate, develop, and model
realistic ideas and criteria
through annotated sketches
and basic prototypes.

Plan a sequence of steps to
produce a product.

Consider design specifications
and user needs to ensure
product is fit for purpose.

Make design decisions that
take into account the availabil-
ity of resources.

Follow recognised safety pro-
cedures relevant to the prod-
ucts they are making and tools
used.

Order the main stages of mak-
ing.

Select tools and equipment
explaining their choices in rela-
tion to the skills and tech-
niques they will be using.

Accurately measure, mark out,
cut, and join materials with
increasing independence.

Apply practical skills such as
stitching to their work with
increasing accuracy.

Explain their choice of materi-
als according to functional
properties and aesthetic quali-
ties.

Investigate and analyse:

- How well the product has been de-
signed and made

- Why materials have been chosen

- Methods which have been used

- How well products work, achieve
their purpose and meet user needs

- Who/where/when in relation to the
making of the product

Test and evaluate their products

against the original design crite-
ria identifying strengths and
areas for development.

Suggest improvements based on

testing, function, and user feed-
back.

Refer to their design criteria as
they design and make.

Recognise how mechanical
systems (levers, linkages,
pneumatics) create move-
ment.

Know that different materials
and joining techniques are
suited to different purposes.

Be influenced by inventors,
designers, engineers, chefs
and manufacturers who have
developed ground-breaking
products.

How simple electrical circuits
and components can be used
to create functional products.

That mechanical and electrical
systems have an input, pro-
cess and output.

That a single fabric shape can
be used to make a 3D textiles
product.
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Design purposeful, functional
products for specific users.

Use research and market anal-
ysis to inform designs.

Work confidently within a
range of contexts, such as the
home, school, leisure, culture,
enterprise, industry and the
wider environment.

Carry out research, using sur-
veys, interviews, question-
naires and web-based re-
sources.

Identify the needs, wants,
preferences and values of par-
ticular individuals and groups.

Generate innovative ideas,
drawing on research.

Develop and communicate
design ideas through detailed
sketches, annotated diagrams
and complete prototypes.

Make design decisions, taking
account of constraints such as
time, resources and cost.

Produce a list of and use a wid-
er range of tools, materials,
and components with accura-

cy.

Formulate step-by-step plans
as a guide to making.

Construct and test more com-
plex mechanisms and electrical
systems.

Manage time, resources, and
teamwork effectively in larger-
scale projects.

Combine components creative-
ly (e.g. structures + circuits +
decoration).

Accurately measure, mark out,
cut and shape materials and
components

Accurately assemble, join and
combine materials and compo-
nents using techniques that
involve a number of steps.

Demonstrate resourcefulness
when tackling practical prob-
lems

o Investigate and analyse:

- How well the product has been de-
signed and made

- Why materials have been chosen
- Methods which have been used

- How well products work, achieve
their purpose and meet user needs

-How much products cost to make,
how innovative they are and their sus-
tainability

- The impact of a product beyond its
intended use

o Critically evaluate products
against design criteria, consider-
ing aesthetics, quality, function,
and user experience.

. Reflect on how well the final
outcome meets the brief and
propose realistic improvements.

Understand and apply princi-
ples of electrical systems and
circuits (bulbs, switches, buzz-
ers).

Explain how pneumatic and
mechanical systems use air or
force to create movement.

Be influenced by inventors,
designers, engineers, chefs
and manufacturers who have
developed ground-breaking
products.

How more complex electrical
circuits and components can
be used to create functional
products.

How to program a computer
to monitor changes in the en-
vironment and control their
products.

How to reinforce and
strengthen a 3D framework to
support a mechanism.




