
Design and
Technology

  Minimum expectations for Nursery 
  

  Minimum expectations for
Reception

  

  Early Learning Goal
  

Starts to make marks
intentionally.

Explore paint, using
fingers and other parts of
their bodies as well as
brushes and other tools. 

Express ideas and feelings
through making marks,
and sometimes give a
meaning to the marks
they make.
   
Notice patterns with
strong contrasts and be
attracted by patterns
resembling the human
face.
  

Create closed shapes with
continuous lines and begin to
use these shapes to represent
objects.

Draw with increasing
complexity and detail, such as
representing a face with a
circle and including details. 
 
Use drawing to represent ideas
like movement or loud noises. 

Show different emotions in
their drawings and paintings,
like happiness, sadness, fear
etc.

Explore colour and colour-
mixing.
  

Explore, use and refine a
variety of artistic effects
to express their ideas
and feelings.
   
  

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

Design and Technology Subject Journey 
EYFS - Creative beginnings (Expressive Art and Design)
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Children experiment with sliders before planning and
making three pages of a moving story book, based on
a familiar story, drawing the page backgrounds,
creating the moving parts and assembling it.

Summer
Year 3

Design and Technology Subject Journey 

Autumn 
Year 1

Cushions (textiles)

Constructing a rocket
(structures)

Puppets (textiles)

Pupils will extend their sewing knowledge by learning
two new skills to add to the pupils’ repertoire: cross
stitch and appliqué. Pupils apply their knowledge to
the design, decoration and assembly of their own
cushions.

Explore and learn what forms a balanced diet,
pupils will taste test ingredient combinations from
different food groups that will inform a wrap design
of their choice which will include a healthy mix of
protein, vegetables and dairy.

Thinking about Apollo 11, pupil design, decorate and
build a rocket for an astronaut going to the moon. This
must be freestanding so that it could land on the Moon’s
surface. Develop an understanding of different types of
rockets, how they work and their key features. 

Learning about the features of an Earthquake proof
building, pupils design and make one of their own out
of art straws. There will learn different techniques to
strengthen and stiffen structures, before their
buildings are put to the test.

Pupils discover when and where fruits and vegetables
are grown and learn about seasonality in the UK. They
look at the relationship between the colour of fruits
and vegetables and their health benefits by making a
filo tart with either seasonal fruit / vegetables and
other ingredients of their own choosing. 

Introduction to sewing. Pupils make their own hand
puppet creating their own design form a brief. Children
will learn to accurately cut their fabric (felt) and sew a
basic running stitch to create a hand puppet.

Year 1 -3 

Summer
Year 1

Handle and explore fruits and vegetables and learn
how to identify which category they fall into, before
undertaking taste testing to establish chosen
ingredients for a smoothie they will make, with
accompanying packaging.

Autumn
Year 2

Making a moving monster
(mechanism)

A balanced diet (food and
nutrition)

Spring 
Year 2

Summer
Year 2

Eating seasonally (food and
nutrition)

Earthquake proof building
(structures)

Autumn
Year 3

 Spring    
Year 3

Fruit and vegetables (cooking
and nutrition)

Moving pictures (mechanisms)
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Spring 
Year 1

After learning the terms: pivot, lever and linkage, pupils
design a monster that will move using a linkage
mechanism. Pupils practise making linkages and
experiment with various materials to bring their
monsters to life.



Pupils apply their scientific understanding of electrical
circuits to create a torch made from recycled and
reclaimed materials and objects. They design and
evaluate their product against set design criteria.

Summer
Year 6

Design and Technology Subject Journey 

Autumn 
Year 4

Come dine with me! (cooking
and nutrition)

Adapting a recipe (food and
nutrition)

Bridges (structures)

Children in groups research and prepare a three-
course meal and taste-test and score their food.
Research the journey of their main ingredient from
‘farm to fork’ or write a favourite recipe.

Children select fabrics, use templates, pin, decorate
and stitch materials together to create a waistcoat
for a person or purpose of their choosing. Create or
use a pattern template to fit a desired person or
item. 

Children research and modify a traditional Bolognese
sauce recipe to make it healthier using a nutritional
calculator. Cook improved versions, creating
appropriate packaging and learn about where the
ingredients the importance of animal welfare when
farming cattle.

Children work in groups to adapt a simple bread recipe,
to create the tastiest bread ensuring that their creation
comes within the given budget of overheads and costs
of ingredients. Pupils will also develop an understanding
of mass production and quality testing.

Children use woodworking skills, pupils construct an
automata; measuring and cutting their materials,
assembling the frame, choosing cams and designing
the characters that sit on the followers to form an
interactive shop display.

Program a navigation tool to produce a
multifunctional device for trekkers. Combine 3D virtual
objects to form a complete product concept in 3D
computer-aided design modelling software.

After learning about various types of bridges and
exploring how the strength of structures can be
affected by the shapes used, children create their own
bridge and test its durability - using woodworking tools
and techniques.

Year 4 -6

Summer
Year 4

Transform lollipop sticks, wheels, dowel and straws
into a moving car. Pupils use a glue gun to
construct, make the launch mechanism, design and
create the chassis of a vehicle using nets. Pupils will
also learn about axles and how this rotates the
wheels.

Autumn
Year 5

What could be healthier?
(cooking and nutrition)

Waistcoat (textiles)

Spring 
Year 5

Summer
Year 5

Navigating the World (Digital
world)

Automata toys (mechanisms)

Autumn
Year 6

 Spring    
Year 6

Making a slingshot car
(mechanical systems)

Torches (electrical systems)
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Spring 
Year 4
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High end points in Design and Technology
By the end of Y6 children will...

Designing
Can use research and develop design criteria to
inform the design of innovative, functional,
appealing products that are fit for purpose, aimed
at particular individuals or groups. 

Is able to generate, develop, model and
communicate their ideas through discussion,
annotated sketches, cross- sectional and
exploded diagrams, prototypes, pattern pieces 

Making
Is able to select from and use a wider range of
tools and equipment to perform practical tasks
[for example, cutting, shaping, joining and
finishing]

Can accurately select from and use a wide range
of materials and components, including
construction materials, textiles and ingredients,
according to their functional properties and
aesthetic qualities. 

Evaluating
Is able to investigate and analyse a range of
existing products. 

Can evaluate their ideas and products against
their own design criteria and consider the views of 
others to improve their work 

Understands how key events and individuals in
design and technology have helped shape the
world. 

Technical Knowledge
Applies their understanding of how to strengthen,
stiffen and reinforce more complex structures. 
Understands and can use mechanical systems in
their products [for example, gears, pulleys, cams,
levers and linkages]. 

Understands and can use electrical systems in
their products [for example, series circuits
incorporating switches, bulbs, buzzers and
motors]. 

Applies their understanding of computing to
program, monitor and 
control their products. 


