
Design and Technology Sequencing 

 Link to Design and Technology National Curriculum 
 EYFS Yr1 Yr 2 Yr3 Yr 4 Yr 5 Yr 6 

National curriculum 
coverage overview 
 
 

Expressive Arts and Design:  
Children are enabled to play 
with a wide range of media 
and materials. 
 
 
Physical Development: Fine 
motor control and precision. 
The practice of using small 
tools allow children to 
develop proficiency, control 
and confidence. 
 
Characteristics of Effective 
Learning: Playing and 
exploring - children 
investigate and experience 
things, and ‘have a go’ 
Active learning - children 
concentrate and keep on 
trying if they encounter 
difficulties, and enjoy 
achievements Creating and 
thinking critically - children 
have and develop their own 
ideas, make links between 
ideas, and develop strategies 
for doing things 

 

 

 

Design - design purposeful, functional, appealing products for 
themselves and other users based on design criteria; 
generate, develop, model and communicate their ideas 
through talking, drawing, templates, mock-ups and, where 
appropriate, information and communication technology 
Make - select from and use a range of tools and equipment to 
perform practical tasks [for example, cutting, shaping, joining 
and finishing]; select from and use a wide range of materials 
and components, including construction materials, textiles and 
ingredients, according to their characteristics 
Evaluate - explore and evaluate a range of existing products; 
evaluate their ideas and products against design criteria 
Technical knowledge - build structures, exploring how they 
can be made stronger, stiffer and more stable; explore and 
use mechanisms [for example, levers, sliders, wheels and 
axles], in their products. 
Cooking and nutrition - use the basic principles of a healthy 
and varied diet to prepare dishes; understand where food 
comes from. 

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 - 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. 

Materials and 
Mechanisms 

Cut materials safely using the tools provided 
Measure and mark out to the nearest cm 
Demonstrate a range of cutting and shaping techniques (such 
as tearing, cutting, folding and curling) 
Demonstrate a range of joining techniques (such as glueing, 
hinges or combining materials to strengthen) 
Create products using levers, wheels and winding 
mechanisms 

Cut materials accurately and safely by selecting appropriate 
tools 
Measure and mark out to the nearest mm 
Apply appropriate cutting and shaping techniques that include 
cuts within the perimeter of the material (such as slots or cut 
outs) 
Select appropriate joining techniques 
Use scientific knowledge of the transference of forces to 
choose appropriate mechanisms for a product (such as levers, 
winding mechanisms, pulleys and gears) 

Cut materials with precision and refine the finish with 
appropriate tools (such as sanding wood after cutting or a 
more precise scissor cut after roughly cutting out a shape) 
Show an understanding of the qualities of materials to choose 
appropriate tools to cut and shape (such as the nature of 
fabric may require sharper scissors than used to cut paper) 
Convert rotary motion to linear motion using cams 
Use innovative combinations of electronics (or computing) and 
mechanics in product design 

Textiles Shape textiles using templates 
Join textiles using running stitch 
Colour and decorate textiles using a number of techniques 
(such as dyeing, adding sequins or printing) 

Understand the need for a seam allowance 
Join textiles with appropriate stitching 
Select the most appropriate techniques to decorate textiles 

Create objects (such as a cushion) that employ a seam 
allowance 
Join textiles with a combination of stitching techniques (such 
as back stitch for seams and running stitch to attach 
decorations) 
Use qualities of materials to create suitable visual and tactile 
effects in the decoration of textiles (such as soft decoration for 
comfort on a cushion) 

Electricals and 
Electronics 

Diagnose faults in battery operated devices (such as low 
battery, water damage) 

Create series and parallel circuits Create circuits using electronic kits that employ a number of 
components (such as LEDs, resistors, transistors and chips) 

Computing Model designs using software Control and monitor models using software designed for this 
purpose 

Write code to control and monitor models or products 

Construction Use materials to practise drilling, screwing, glueing and nailing 
materials to make and strengthen products 

Choose suitable techniques to construct products or repair 
items 
Strengthen materials using suitable techniques 

Develop a range of practical skills to create products (such as 
cutting, drilling and screwing, nailing, glueing, filing and 
sanding) 

Food Cut, peel and grate ingredients safely and hygienically 
Measure or weigh using measuring cups or electronic scales 
Assemble or cook ingredients 

Prepare ingredients hygienically using appropriate utensils 
Measure ingredients to the nearest gram accurately 
Follow a recipe 
Assemble or cook ingredients (controlling the temperature of 
the oven or hob if cooking) 

Understand the importance of correct storage and handling of 
ingredients (using knowledge of microorganisms) 
Measure accurately and calculate ratios of ingredients to scale 
up or down from a recipe 
Demonstrate a range of baking and cooking techniques 
Create and refine recipes, including ingredients, methods, 
cooking times and temperatures 

Previous sequencing Sliders and levers  
Make interactive poster 

Preparing fruit and 
vegetables 

Food  
Healthy and varied  

Food  
Healthy diet 

Food celebrating cultures 
More complex circuits  

Food celebrating seasonality 
Frame structures 

https://assets.publishing.service.gov.uk/government/uploads/system/uploads/attachment_data/file/239041/PRIMARY_national_curriculum_-_Design_and_technology.pdf
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document info - needs 
updating for current 
projects 

Freestanding structures 
Preparing fruit and 
vegetables 

Wheels and axles 
Textiles  
Templates and joining  

Textiles - 2d to 3d shapes 
 
 Shell structure  

 Electrical circuits  Levers and links 
Pulleys and gears  

Mechanical systems  

References DT Association  
Project on a page 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

https://www.data.org.uk/resource-shop/projects-on-a-page-full-pack-of-21-planners/
https://drive.google.com/drive/folders/15i_O0rWhcaee6CveRjnjxKqp3DnoXhpN?usp=share_link
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Year 1 - Design and Technology Key vocabulary  
Plan, prepare, design, materials, ideas, use, model, 
development, purpose, template, wind up, tools, fix, glue, 
attach, features, join, tear, cut fold, stick, stitch, decorate, 
healthy, unhealthy, clean, safe, amount, ingredients, 
recipe, weight, nutrients, peel, grate, strengthen, levers, 
mechanism, winding, wheel, hinge, change, improve, 
prefer, useful, unsuccessful, modify, alter, adapt, original, 
evaluate 

Key learning outcomes 
Design - design purposeful, functional, appealing products for themselves and other users based on design criteria; generate, develop, model and 
communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology 
Make - select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]; select from 
and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics 
Evaluate - explore and evaluate a range of existing products; evaluate their ideas and products against design criteria 
Technical knowledge - build structures, exploring how they can be made stronger, stiffer and more stable; explore and use mechanisms [for example, 
levers, sliders, wheels and axles], in their products.  
Cooking and nutrition - use the basic principles of a healthy and varied diet to prepare dishes; understand where food comes from. Links to prior/subsequent learning 

Prior learning in EYFS - Physical development using different 
tools, Expressive Arts and Design 
Year 2 - Further development of cogs, wheels, axles  

Key projects 
Superhero Vehicles - introducing axles and wheels  
Pirate ship - testing materials to see if they float (evaluation)   
Storytelling - Slider and lever  
Making 3D pirate treasure chest - joins  
Creating superhero healthy snacks - preparation of food (evaluation) 
Design, create, paint and evaluate their own animal (made from clay) 

Deeper thinking questions 
What would you change about your design? How could you make your design faster/stronger etc? What do you like about someone else’s design? 
What would happen if you changed….?  Links to curriculum drivers ‘Community’ and 

‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Begin to design products that have a clear purpose and an intended user. 
Begin to make products, refining the designs as work progresses. Start to 
use software to design. 

Taking inspiration from design throughout history 
Begin to explore objects and designs to identify likes and dislikes of the 
designs. Start to suggest improvements to existing designs. Begin to 
explore how products have been created. 
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Year 2 - Design and Technology Key vocabulary  
Plan, prepare, design, materials, ideas, use, model, 
development, purpose, template, wind up, tools, fix, glue, 
attach, features, join, tear, cut fold, stick, stitch, decorate, 
healthy, unhealthy, clean, safe, amount, ingredients, 
recipe, weight, nutrients, peel, grate, strengthen, levers, 
mechanism, winding, wheel, hinge, change, improve, 
prefer, useful, unsuccessful, modify, alter, adapt, original, 
evaluate 

 

Key learning outcomes 
Design - design purposeful, functional, appealing products for themselves and other users based on design criteria; generate, develop, model and 
communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology 
Make - select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]; select from 
and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics 
Evaluate - explore and evaluate a range of existing products; evaluate their ideas and products against design criteria 
Technical knowledge - build structures, exploring how they can be made stronger, stiffer and more stable; explore and use mechanisms [for example, 
levers, sliders, wheels and axles], in their products. 
Cooking and nutrition - use the basic principles of a healthy and varied diet to prepare dishes; understand where food comes from. 

Links to prior/subsequent learning 
Prior learning in Y1 - Initial explorations of  axles. 
Year 3 - develop further understanding of healthy living. 
Develop textile work 

Key projects  
Evacuation case/bag - templates and joinings with textiles 
Marvellous machines- What makes it move? Exploration of vehicles (cogs, gears and axles) 
Salad preparation- healthy eating 

Deeper thinking questions 
What could you do to make your design better? Find one thing that is better about someone else’s design. How would you help someone who wanted 
to make their own…? What is the best/worst thing about your design? What challenges did you face and how did you over come them? 

Links to curriculum drivers ‘Community’ and 
‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Design products that have a clear purpose and an intended user. Make 
products, refining the designs as work progresses. Use software to design. 
 
 

Taking inspiration from design throughout history 
Explore objects and designs to identify likes and dislikes of the designs. 
Suggest improvements to existing designs. Explore how products have 
been created. 
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Year 3 - Design and Technology Key vocabulary  
Plan, organise, prototype, criteria, diagrams, labels, annotate, 
product, consumer, purpose, application, materials, shape, 
adhesive, packaging, presentation, dimensions, durable, 
balanced, vitamins, nutrition, hygiene, cross contamination, 
disinfect, bacteria,  assess, edit, improve, alter, outcome, 
develop, test, analyse, effective, design criteria, quality, 
function, functionality, measure, shape, joining, techniques, 
gears, pulleys, levers, perimeter, slots, textiles, seam, stitch, 
series and parallel circuits    

 

Key learning outcomes 
Cut materials accurately and safely by selecting appropriate tools. Measure and mark out to the nearest mm. Apply appropriate cutting and shaping 
techniques that include cuts within the perimeter of the material (such as slots or cut outs). Understand the need for a seam allowance. Join textiles with 
appropriate stitching 
Select appropriate joining techniques. Select the most appropriate techniques to decorate textiles 
Use scientific knowledge of the transference of forces to choose appropriate mechanisms for a product (such as levers, winding mechanisms, pulleys 
and gears) 
Control and monitor models using software designed for this purpose 
Choose suitable techniques to construct products or repair items 
Strengthen materials using suitable techniques 
Prepare ingredients hygienically using appropriate utensils. Measure ingredients to the nearest gram accurately. Follow a recipe. Assemble or cook 
ingredients (controlling the temperature of the oven or hob if cooking) 

Links to prior/subsequent learning 
Prior learning in KS1 - wheels, axles, healthy eating, 
joining techniques 
Year 4 - application of design and technology skills to 
create new products, healthy living 

Key projects 
Healthy Eating Healthy Minds and Body Week - Rainbow salad 
Christmas Decoration- Gonks sewing, joining materials 
Levers and linkages - 3D cards end of year cards, twizzle stick 
Models and structures- design and create models of bridges  
Textiles: design and create items of clothing  

Deeper thinking questions 
What could you change to improve your design? What made creating your design difficult? What questions would you ask if…? 

Links to curriculum drivers ‘Community’ and 
‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Begin to design with a purpose by identifying opportunities for design. 
Start to make products by working efficiently (such as carefully selecting 
materials). Begin to refine work and techniques as work progresses, 
continually evaluating the product design. Begin to use software to design 
and represent product designs. 

Taking inspiration from design throughout history 
Begin to identify some of the great designers in all areas of study to 
generate ideas for design. Start to improve upon existing designs, giving 
reasons for choices. Disassemble products to understand how they work. 
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Year 4 - Design and Technology Key vocabulary  
Plan, organise, prototype, criteria, diagrams, labels, annotate, 
product, consumer, purpose, application, materials, shape, 
adhesive, packaging, presentation, dimensions, durable, 
balanced, vitamins, nutrition, hygiene, cross contamination, 
disinfect, bacteria,  assess, edit, improve, alter, outcome, 
develop, test, analyse, effective, design criteria, quality, 
function, functionality, measure, shape, joining, techniques, 
gears, pulleys, levers, perimeter, slots, textiles, seam, stitch, 
series and parallel circuits   

Key learning outcomes 
Cut materials accurately and safely by selecting appropriate tools. Measure and mark out to the nearest mm. Apply appropriate cutting and shaping 
techniques that include cuts within the perimeter of the material (such as slots or cut outs). Understand the need for a seam allowance. Join textiles 
with appropriate stitching 
Select appropriate joining techniques. Select the most appropriate techniques to decorate textiles 
Use scientific knowledge of the transference of forces to choose appropriate mechanisms for a product (such as levers, winding mechanisms, pulleys 
and gears) 
Control and monitor models using software designed for this purpose 
Create series and parallel circuits 
Choose suitable techniques to construct products or repair items 
Strengthen materials using suitable techniques 
Prepare ingredients hygienically using appropriate utensils. Measure ingredients to the nearest gram accurately. Follow a recipe. Assemble or cook 
ingredients (controlling the temperature of the oven or hob if cooking) 

Links to prior/subsequent learning 
Prior learning in Y3 - Healthy living and cooking, using 
recipes 
Year 5 - further work on forces and motors 

Key projects 
Mechanical Systems: Design, make and evaluate a moving toy Christmas present for a younger child.  
Food: Design, make and evaluate a healthy snack bar for a party with friends and family.  
Home Project - Animal habitat dioramas to raise awareness of endangered animals.  
Electrical Systems - Simple Programming and Control: Design, make and evaluate a nightlight for you to use in your bedroom.  
Residential:  

-​ Wattle and daub houses 
-​ Weaving 
-​ Making and sailing Viking longships 
-​ Weaving 
-​ Food - cooking using Viking recipes (in school) 

Modelling and structure - Creating a 3D model of the journey of a river using Mod-Roc 

Deeper thinking questions 
Explain what you could change and how it would improve your design? How would you change your design for the ‘real world’? How effective at…. Is 
your…? Links to curriculum drivers ‘Community’ and 

‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Design with a purpose by identifying opportunities for design. Make 
products by working efficiently (such as carefully selecting materials). 
Refine work and techniques as work progresses, continually evaluating 
the product design. Use software to design and represent product designs. 
 
 

Taking inspiration from design throughout history 
Identify some of the great designers in all areas of study to generate ideas 
for design. Improve upon existing designs, giving reasons for choices. 
Disassemble products to understand how they work. 
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Year 5 - Design and Technology Key vocabulary  
Plan, organise, prototype, criteria, diagrams, labels, 
annotate, product, consumer, purpose, application, 
materials, shape, adhesive, packaging, presentation, 
dimensions, durable, balanced, vitamins, nutrition, 
hygiene, cross contamination, disinfect, bacteria, assess, 
edit, improve, alter, outcome, develop, test, analyse, 
effective, design criteria, quality, function, functionality, 
precision, refine, linear motion, rotary motion, cams, 
innovation, code 

Key learning outcomes 
Cut materials with precision and refine the finish with appropriate tools (such as sanding wood after cutting or a more precise scissor cut after roughly cutting 
out a shape) 
Show an understanding of the qualities of materials to choose appropriate tools to cut and shape (such as the nature of fabric may require sharper scissors 
than used to cut paper) 
Convert rotary motion to linear motion using cams 
Use innovative combinations of electronics (or computing) and mechanics in product design 
Create objects (such as a cushion) that employ a seam allowance 
Join textiles with a combination of stitching techniques (such as back stitch for seams and running stitch to attach decorations) 
Use qualities of materials to create suitable visual and tactile effects in the decoration of textiles (such as soft decoration for comfort on a cushion) 
Write code to control and monitor models or products 
Develop a range of practical skills to create products (such as cutting, drilling and screwing, nailing, glueing, filing and sanding) 
Understand the importance of correct storage and handling of ingredients (using knowledge of microorganisms) 
Measure accurately and calculate ratios of ingredients to scale up or down from a recipe 
Demonstrate a range of baking and cooking techniques 
Create and refine recipes, including ingredients, methods, cooking times and temperatures 

Links to prior/subsequent learning 
Prior learning in LKS2 - forces, joining techniques 
explored. Further develop healthy eating.  
Year 6 - Deeper consolidation of designing, creating and 
evaluating different products to embed and build upon 
prior learning 

Key projects 
Design,make and evaluate a motorised pulley to create a carousel for children to enjoy at a fair 
Design, make and evaluate claypots inspired by Ancient Greece 
Weaving using plastic bags to create a new reusable bag​
Create a pillow from batik art focused on water symbolism.  
Use recycled, natural and manmade materials to create a sculpture 
Healthy food cooking and baking (Nourish & Flourish Programme) 

Deeper thinking questions 
How could you make your design more suited to mass production? What developments would need to be made for your design to….? What tests would 
you need to do to…?  Links to curriculum drivers ‘Community’ and 

‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Begin to design with the user in mind, motivated by the service a product 
will offer. Start to make products through stages of prototypes, making 
continual refinements. Begin to ensure products have a high quality finish, 
using art skills where appropriate. Begin to use prototypes, cross-sectional 
diagrams and computer aided designs to represent designs. 

Taking inspiration from design throughout history 
Begin to combine elements of design from a range of inspirational 
designers throughout history, giving reasons for choices. Start to create 
innovative designs that improve upon existing products. Develop skills to 
evaluate the design of products so as to suggest improvements to the user 
experience. 
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Year 6 - Design and Technology Key vocabulary  
Plan, organise, prototype, criteria, diagrams, labels, 
annotate, product, consumer, purpose, application, 
materials, shape, adhesive, packaging, presentation, 
dimensions, durable, balanced, vitamins, nutrition, 
hygiene, cross contamination, disinfect, bacteria, assess, 
edit, improve, alter, outcome, develop, test, analyse, 
effective, design criteria, quality, function, functionality, 
precision, refine, linear motion, rotary motion, cams, 
innovation, code, stitching techniques 
 

 

Key learning outcomes 
Cut materials with precision and refine the finish with appropriate tools (such as sanding wood after cutting or a more precise scissor cut after roughly cutting 
out a shape). Show an understanding of the qualities of materials to choose appropriate tools to cut and shape (such as the nature of fabric may require 
sharper scissors than used to cut paper) 
Convert rotary motion to linear motion using cams 
Use innovative combinations of electronics (or computing) and mechanics in product design 
Create objects (such as a cushion) that employ a seam allowance. Join textiles with a combination of stitching techniques (such as back stitch for seams and 
running stitch to attach decorations). Use qualities of materials to create suitable visual and tactile effects in the decoration of textiles (such as soft decoration 
for comfort on a cushion) 
Create circuits using electronic kits that employ a number of components (such as LEDs, resistors, transistors and chips) 
Write code to control and monitor models or products 
Develop a range of practical skills to create products (such as cutting, drilling and screwing, nailing, glueing, filing and sanding) 
Understand the importance of correct storage and handling of ingredients (using knowledge of microorganisms). Measure accurately and calculate ratios of 
ingredients to scale up or down from a recipe. Demonstrate a range of baking and cooking techniques. Create and refine recipes, including ingredients, 
methods, cooking times and temperatures 

Links to prior/subsequent learning 
 
Deeper consolidation of designing, creating and evaluating 
different products to embed and build upon prior learning 

Key projects  
Framed structures for lanterns  
Japanese food tasting, Stone Age meal, Design a healthy meal, Healthy food and drink tasting and creating, Healthy minds and healthy bodies week 
cooking  
Design and create a Stone Age inspired outfit  
Animal and habitat design  
Flying machinery design to fit particular specifications 
Micro:bits coding, designing and creating sensor alarms and motion detectors , Design a circuit for a doorbell and a game   

Deeper thinking questions 
What would you need to change to be able to sell your design? How could you adapt… to make…? What do you predict would happen if…? Judge 
whether…. would cause/change/affect…. Links to curriculum drivers ‘Community’ and 

‘Possibilities’ 
Community - Identifying solutions to problems experienced 
by people. 
Possibilities - aspirations promoted through exploration of 
great designers, their work, creations and how to explore 
their own creativity. Recognising the positive impact that 
design work can have on our futures. 

 

Design, make, evaluate and improve 
Design with the user in mind, motivated by the service a product will offer. 
Make products through stages of prototypes, making continual 
refinements. Ensure products have a high quality finish, using art skills 
where appropriate. Use prototypes, cross-sectional diagrams and 
computer aided designs to represent designs. 
 
 

Taking inspiration from design throughout history 
Combine elements of design from a range of inspirational designers 
throughout history, giving reasons for choices. Create innovative designs 
that improve upon existing products. Evaluate the design of products so as 
to suggest improvements to the user experience. 
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