	The national curriculum for design and technology aims to ensure that all pupils: 
 develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world 
 build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and products for a wide range of users 
 critique, evaluate and test their ideas and products and the work of others 
 understand and apply the principles of nutrition and learn how to cook

Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment]. 

When designing and making, pupils should be taught to
· Design 
 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 
 generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design
· Make 
 select from and use a wider range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing], accurately 
 select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities 
· Evaluate 
 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 events and individuals in design and technology have helped shape the world 
· Technical knowledge 
 apply their understanding of how to strengthen, stiffen and reinforce more complex structures 
 understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages] 
 understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors] 
 apply their understanding of computing to program, monitor and control their products
· Cooking and nutrition
 As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. 
Pupils should be taught to
 understand and apply the principles of a healthy and varied diet 
 prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques 
 understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed


	KNOWLEDGE

PRACTICAL (technical proficiency)
THEORETICAL (knowing how products are designed by designers, knowing about designers and architects through time and cultures,  naming techniques, using vocabulary, developing expertise)
DISCIPLINARY (understanding the iterative process – from developing an idea to prototype and improving to a final product) -  the purpose of design for humans and how to critique to improve)

	
	Y5
	Y6

	DESIGNING

Design a product for particular individuals or groups based on criteria and research


Generate, develop, model and communicate ideas through sketches, diagrams, prototypes, patterns or CAD
	 Generate ideas through brainstorming and identify a purpose for their product 
 Draw up a specification for their design 
 Develop a clear idea of what has to be done, planning how to use materials, equipment and processes, and suggesting alternative methods of making if the first attempts fail 
• Design purposeful, functional, appealing products for the intended user that are fit for purpose
	• Use research using surveys, interviews, questionnaires and web-based resources. to develop a design specification for functional products. 
 Communicate their ideas through detailed labelled drawings 
 Explore, develop and communicate aspects of their design proposals by modelling their ideas in a variety of ways 
 Plan the order of their work, choosing appropriate materials, tools and techniques
• Develop and communicate ideas through discussion, annotated drawings, exploded drawings and drawings from different views. and, where appropriate, computer-aided design

	Making 

Select from and use a wider range of tools and equipment

 Select from and use a wide range of materials and components according to properties and qualities

	• Order the main stages of making. 
• Select and use appropriate tools  
 Measure and mark out accurately 
 Use skills in using different tools and equipment safely
 Weigh and measure accurately (time, dry ingredients, liquids) 
 Apply the rules for basic food hygiene and other safe practices e.g. hazards relating to the use of ovens 
 Cut and join with accuracy to ensure a good-quality finish to the product
Use different fastenings confidently
Join fabrics using back stitch 
Use blanket stitch to add decorative pieces 
	.• Write a step-by-step plan, including a list of resources required. 
• Select from and use, a range of appropriate utensils, tools and equipment accurately to measure and combine appropriate ingredients, materials and resources 
 Assemble components 
 Use tools safely and accurately 
 Make modifications as they go along 
 Achieve a quality product 


	Evaluating 

Investigate and analyse a range of existing products

Evaluate their ideas and products and consider the views of others to improve their work

Including knowledge of key events and individuals in Design and Technology and their works
	 Evaluate a product against the original design specification 
 Evaluate it personally and seek evaluation from others
● Reviewing, considering and suggesting ways in which a recipe could be adapted to be made healthier (eg recipes involving white flour/salt/sugar) 

● start to realise how chefs and designers impact our lives through their imagination and creativity
	 Evaluate their products, identifying strengths and areas for development, and carrying out appropriate tests 
 Record their evaluations using drawings with labels 
 Evaluate against their original criteria and suggest ways that their product could be improved
● Understand how key chefs have influenced eating habits to promote varied and healthy diets, how key fashion designers have influenced society, in particular with regards to farming tools, industrialisation and technology.

	Knowledge and understanding 
Apply their understanding of how to strengthen, stiffen and reinforce more complex structures
Understand and use mechanical and electrical systems in their products
Apply their understanding of computing to program, monitor and control their products
Understand and apply the principles of a healthy and varied diet
Prepare and cook a variety of savoury dishes using a range of cooking techniques
Understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed
Including knowledge of architects, chefs and designers and their works
Including knowledge of the history of Design and Technology through time
	FOOD
● To know about the benefits of whole grain flour, opposed to a plain flour and the reasons why some types of bread, such as wholemeal, are healthier than others and can be a source of carbohydrate in a healthy balanced diet. 
• Understand about seasonality in relation to food products and the source of different food products
• Know how to use appropriate equipment and utensils to prepare and combine food.

STRUCTURES AND MECHANISMS
Know to reinforce a rectangular frame with triangles. 
● Know to reinforce axles with bearings securing axle holders and checking that wheels move freely. 
● To know how a more complex structure can be supported by an internal frame.
● To know that a frame structure can be reinforced and strengthened with triangular shapes at the corners. 
● Build on existing knowledge of axles and wheels, with a focus on ensuring that fixed axles allow the wheels to rotate freely and continuously when a pulley is attached

TEXTILES
 Understand pattern layout with textiles
Understand the difference between 2D and 3D textile products

Understand that different types of fastening have different qualities and are appropriate to the product requirements
Know various decorative techniques

DESIGNERS, ARCHITECTS, CHEFS 
To use what we learn about designers and the processes they are involved in to pick out useful ideas 

	FOOD
● To know about the influence of specific manufacturers and consider the importance and usefulness of market research 
● To know the importance of clear and accurate food labelling and knowledge of ingredients, with particular reference to food allergies.
• Know how to use utensils and equipment including heat sources to prepare and cook food

STRUCTURES AND MECHANISMS/ SYSTEMS
• Understand how to strengthen, stiffen and reinforce 3-D frameworks, in particular in 3D printing.
• Understand that mechanical and electrical systems have an input, process and an output. 
• Understand and use electrical systems in their products linked to science coverage. 
• Apply their understanding of computing to program, monitor and control their products.


DESIGNERS, ARCHITECTS, CHEFS 
To use what we learn about designers and the processes they are involved in as well as their own journey within the iterative process to influence our own iterative process 




