Holy Cross RC Primary School
DT Skills Progression

At Holy Cross, our DT progression map is divided into Year groups. This is subdivided into
skills that children will acquire and the subject knowledge that they will gain. It runs on a
circular model with each year group building on the skills and knowledge that children
have acquired in previous year groups.



Holy Cross RC Primary School
DT Skills Progression

Option 1: Stable structures

Thinking about what others might want from a design.

Beginning to recognise how products and designs in the world around us solve certain needs.
Considering who they are designing for - identifying the user.

Stating what they intend to make and why - identifying the purpose.

Talking about ideas, with purpose and user in mind.

Talking about existing products when generating ideas.

Using basic drawing skills to communicate ideas.

Choosing between a small number of materials, ingredients or components.

Explaining their choices based on personal experiences.

Requesting equipment appropriate to the purpose. (e.g. scissors for cutting, glue for joining)

Beginning to use objects with a fixed width or length to create even spacing of markings or cuts (e.g. a lolly stick).
Refining their grip to cut competently and confidently.

Cutting straight lines and evenly spaced lines.

Beginning to cut large shapes and thicker materials like card.

Skills

Discussing existing products, saying what they like about them.
Comparing two products and discuss which is better for a specific purpose.
Saying what they like about their peers’ designs and products.

Accepting feedback and understanding it is meant to improve their work.

Evaluate

Recognising that different structures are used for different purposes.
Exploring the features of structures.

Describing structures as buildings or freestanding structures.
Making stable structures from card.

Creating supporting structures to aid stability.

Using stable objects like cylinders to create structures.

Technical

To know that the ‘user’ is the person who will use the product. s Toknow that other people's ideas can help make their work
To know that different users may want different things from a design. better.

To know that who they are designing for makes a difference to what they design. s Toknow that a structure is something that has been made
To know that the purpose is what something is for. and put together.

To know that existing products can help when deciding what to design. e Toknow that stable structures do not topple.

To know that drawings are a way to explain ideas. s Toknow that shapes and structures with wide, flat bases or
To know that a plan is deciding what to do first and next. legs are the most stable.

To know that different equipment does different things. s Toknow that adding weight to the base of a structure can
To know the names of common pieces of equipment. make it more stable.

To know that some products will be better than others.

To know that their ideas or products can be made better.

To know that their ideas can makes someone else’s work better.

Knowledge




Holy Cross RC Primary School
DT Skills Progression

Progreccion of schills and knowledge

Skills

Knowledge

Year 1

Option 1: Matching slider game

Mechanisms / mechanical systems

Thinking about what others might want from a design.

Beginning to recognise how products and designs in the world around us solve certain needs.
Considering who they are designing for - by identifying the user.

Stating what they intend to make and why - by identifying the purpose.

Talking about ideas with purpose and user in mind.

Talking about existing products when generating ideas.

Creating mock-ups to communicate designs.

Planning more than one step ahead.

Choosing between a small number of materials, ingredients or components.
Explaining their choices based on personal experiences.

Requesting equipment appropriate to the purpose. (e.g. scissors for cutting, glue for joining).
Explaining in simple terms why certain tools must be handled carefully.

Following and recalling simple safety instructions.

Beginning to use objects with a fived width or length to create even spacing of markings or cuts_ {e.g_a lolly stick).
Refining their grip to cut competently and confidenthy.

Cutting straight lines and evenly spaced lines.

Beginning to cut large shapes and thicker materials like card.

Puncturing holes.

Applying masking tape to fix something in place or join to edges.

Using tools, like scissors, to create shapes.

Beginning to cut large shapes and thicker materials like card.

Discussing existing products, saying what they like about them.

Discussing how their products could be improved based on personal preferences.
Saying what they like about their peers’ designs and products.

Accepting feedback and understanding it is meant to improve their worl.

Evaluate

Recognising and exploring everyday objects that have mechanisms.
Recognising everyday objects that use a slider mechanism (eg. drawers, sliding doors, paper trimmer).

Technical

To know that the ‘user’ is the person who will use the product. -
To know that different users may want different things from a design.

To know that designers usually design and make something to solve a problem. -
To know that who they are designing for makes a difference to what they design. -
To know that the purpose is what something is for. -
To know that a mock-up is a model of how something works.

To know that choosing different materials or components will have an effect on what their product does -
or looks like.

To know that different equipment does different things. -
To know the names of common pieces of equipment.

To know that some tools are sharp like scissors and knives. -
To know that following instructions helps with safety.

To know that cutting in a straight line can be helpful when
making.

To know that some products will be better than others.
To know that their ideas or products can be made better.
To know that many things that move have parts inside to
help them work.

To know that mechanisms usually limit unwanted
movement.

To know that a slider mechanism moves anobject ina
straight line (eg. left/right, up/down).

To know that sliding mechanisms are designed to keep
movement in one direction (eg. using guides/rails etc).




Holy Cross RC Primary School
DT Skills Progression

Progrecsion of skills and knowledge Cooking and nutrition

Soup Smoothies Balanced diet
#» Designing a soup recipe as a class. + Designing smoothie carton packaging by-hand. » Designing three wrap ideas.
Design # Designing soup packaging. # Learning where and how fruits and vegetables grow.
+ Chopping plasticine safely. # Chopping fruit and vegetables safely to make a + Chopping foods safely to make a wrap.
#» Chopping vegetables with support. smoothie. » Constructing a wrap that meets a design brief.
# Juicing fruits safely to make a smoothie. # Grating foods to make a wrap.
# ldentifying if a food is a fruit. # Snipping smaller foods instead of cutting.
Skills » Spreading soft foods to make a wrap.
+ |ldentifying the five food groups.
# Learning about balanced diet.
# Tasting the soup and giving opinions. # Tasting and evaluating different food combinations. # Describing appearance, smell and taste.
# Describing some of the following when tasting # Describing appearance, smell and taste. # Taste and evaluating different food combinations.
Erahaie food: look, feel, smell and taste. » Suggesting information to be included on packaging. # Describing the information that should be included on a
» Choosing their favourite packaging design and » Comparing their own smoothie with someone else's. label.
explaining why.
» To know that soup is ingredients (usually » To know that a blender is a machine which mixes » To know that 'diet’ means the food and drink that a
vegetables and liquid) blended together. ingredients together into a smooth liquid. person or animal usually eats.
+ To know that vegetables are grown. » To know that a fruit has seeds and a vegetable does * To know what makes a balanced diet.
+ To recognise and name some common vegetables., | not + To know that the five main food groups are:
+ To know that different vegetables taste different. # To know that fruits grow on trees or vines, Carbohydrates, fruits and vegetables, protein, dairy and
» To know that eating vegetables is good for us. » To know that vegetables can grow either above or foods high in fat and sugar.
+ To discuss why different packages might be used below ground. # To know that | should eat a range of different foods from
for different foods. # To know that vegetables is any edible part of a plant. each food group, and roughly how much of each food
group.
Knowled ge + To know that ‘ingredients’ means the items in a mixture
or recipe.
+ To know how to cut, grate, snip and spread to prepare
foods.
+ To know how to review and give a score to evaluate.




Holy Cross RC Primary School
DT Skills Progression

Progreccion of skille and knowledge Structures
Option 1: Achair for 3 bear
& Using a simple design brief that outlines the Intended use. target user, and key features of the product. to create simple design criteria
& Creating ideas with design criteria inmind.
& Referring to specific parts of existing products when generating kdeas
» Choosing materials, ingredient s or companents from a wider range of materials, Ingredients or components.
Skills & Explalning thelr cholees based on the properties of materials and components.
& Looking fior ways to rake cutting easher, like turning the material they are cutting, not fully closing sclssors ate.
& Choosing known geametric shapes when making.
= Beginning to shape objects to Imgrove how they work.
& Discussing a range of existing produects and saying what they like and dislike about them.
Evaluate = Comparing a ramge of products and explaining why some batter meet different design oriteria than others.
= Evaluating their deas and creations against simple design criteria.
» Recopnising that different struectures are wsed for different purposes.
» Exploring the features of structures.
w Making stable strectures from card.
» Creating supporting structures to ald stability.
Technical o Lisimg stable objects (ke cylinders to create stroctures.
& Building a strong and stiff structure by folding paper.
= Folding to strengthen or stiffen
= Comparing the stability of different shapes,
» [dentifying the weakest part of a strecture.
Knowledge T knowy that 3 design brief helps to declde what to make. # T kinow that a strecture |s something that has been made
o T ke that design criteria are the steps for making a product successful. amd put together.
o Ty kintew that design criteria helpwhen thinking of ideas. # To know that the shape of a structure affects its strength.
o T kv that different products work in different wiays and have parts that make them work. # To know that materials can be manipulated te mprowe
» To kmows some properties of materials like hard, soft, flexible, waterproof, strong etc. stremgth and stiffness.
» To ko the names of some geometric shapes triangle, pyramid, square, cube, circle, sphere. » To know that a ‘strong” strecture ks one which does not
» To kmow that existing products can be evaluated against design criteria. break easily.
» To kmows that design criteria help to decide if their product ks 2 suocess. » To know that a "stiff’ structure or material is omne which
» To ko that improve means to make something better. does not bend easiby.




Holy Cross RC Primary School
DT Skills Progression

Progreccion of chille and knowfedge Textiles
Eookmarks Buppets EBouches
® Discussing what a pood design needs. = Lsing a ternplate to create a design for a puppet. = Designing a pouch.
= Decigning a simple pattern with paper.
= Diesipning a bookrmark.

= Chaoosing from available materials.

= Developing fine motordcutting skills with sclssors. = Cutting fabric neathy with scissors, = Selecting and cutting fabrics for sewing.
= Exploring fine rmator/threading and weaving (under, = Lising joining methods to decorate a puppet. = Decorating a pouch using fabric ghee or running
ower bechnigue) with a variety of materials. = Sequencing steps for construction. stitch.
= Using a prepared needle and wool to practise = Threading a needle.
Skills threading. = Sewing renning stitch, with evenly spaced, neat,

even stitches to join fabric.
= Meatly pinning and cutting fabeic using a

template.
= Reflecting on a finkshed prodect and comparing to = Reflecting on a finlshed product. explaining likes and = Troubleshooting scenarios posed by teacher.
their design dislikes = Evaluating the guality of the stitching on others
work.
Ewvaluate = Discussing as a class, the suocess of thelr stitching
against the swcoess oriteria.
= [dentifying aspects of thelr peers’ work that they
parthcularty [ike and win
= To kv that a desien |s away of planning our idea # Tas know that “jolning technbgue’ means connecting bwo * To kv that sewing is a method of jolning fabric
before we start. pheces of material together. = T kensvd thiat different stitches can be used when
= To ko that threading is putting ome material = Ts knuow that there are varbows temporary methods of SEWINE.
through an object. Joining fabric by using staples. glue or pins. = Tounderstand the importance of tying a knot
= To understand that different technbgues for joining after sewdng the final stibch
rmaterials can be used for different punposes. = T koreovae thiat a thirmible can be used to protect my

® Tounderstand that a template [or fabric pattern) i used fingers when sewing
to cut cant the sarme shape multiple tmes.
Knowledge = To know that drawing a design idea is useful to see how
an idea will loalk




Holy Cross RC Primary School
DT Skills Progression

Progrecsion of skills and knowledge Cooking and nutrition

Soup Smoothies Balanced diet
#» Designing a soup recipe as a class. + Designing smoothie carton packaging by-hand. » Designing three wrap ideas.
Design # Designing soup packaging. # Learning where and how fruits and vegetables grow.
+ Chopping plasticine safely. # Chopping fruit and vegetables safely to make a + Chopping foods safely to make a wrap.
#» Chopping vegetables with support. smoothie. » Constructing a wrap that meets a design brief.
# Juicing fruits safely to make a smoothie. # Grating foods to make a wrap.
# ldentifying if a food is a fruit. # Snipping smaller foods instead of cutting.
Skills » Spreading soft foods to make a wrap.
+ |ldentifying the five food groups.
# Learning about balanced diet.
# Tasting the soup and giving opinions. # Tasting and evaluating different food combinations. # Describing appearance, smell and taste.
# Describing some of the following when tasting # Describing appearance, smell and taste. # Taste and evaluating different food combinations.
Erahaie food: look, feel, smell and taste. » Suggesting information to be included on packaging. # Describing the information that should be included on a
» Choosing their favourite packaging design and » Comparing their own smoothie with someone else's. label.
explaining why.
» To know that soup is ingredients (usually » To know that a blender is a machine which mixes » To know that 'diet’ means the food and drink that a
vegetables and liquid) blended together. ingredients together into a smooth liquid. person or animal usually eats.
+ To know that vegetables are grown. » To know that a fruit has seeds and a vegetable does * To know what makes a balanced diet.
+ To recognise and name some common vegetables., | not + To know that the five main food groups are:
+ To know that different vegetables taste different. # To know that fruits grow on trees or vines, Carbohydrates, fruits and vegetables, protein, dairy and
» To know that eating vegetables is good for us. » To know that vegetables can grow either above or foods high in fat and sugar.
+ To discuss why different packages might be used below ground. # To know that | should eat a range of different foods from
for different foods. # To know that vegetables is any edible part of a plant. each food group, and roughly how much of each food
group.
Knowled ge + To know that ‘ingredients’ means the items in a mixture
or recipe.
+ To know how to cut, grate, snip and spread to prepare
foods.
+ To know how to review and give a score to evaluate.




Holy Cross RC Primary School

DT Skills Progression

Progrecrion of ckills and knowledge

Skills

Evaluate

Knowledge

Cross-stitch and appliqué
Cushions or Egvotian collars

Fastenings

» Designing and making a template froem an existing cushion and applying
individual design criteria.

= Writing design criteria for a product, articulating decksbons made.
= Deslpning a personalised book sleeve.

= Following design criteria to create a cushion or Egyptian collar.

» Salecting and cutting fabrics with ease wsing fabric sclssors.

= Threading needles with greater independsnce,

» Tying knots with greater independence.

» Sewing cress stiteh to join fabric.

» Decorating fabric using applboueé.

» Completing deslgn ideas with stuffing and sewing the edpes (Cushions) or
embellishing the collars based on deslgn ideas (Egyptian collars).

= Paking and testing a paper termplate with acouracy and in keeping with the design
criteria

= Meaturing, marking and cutting fabric using a paper termplate.

= Selecting a stitch style to join fabric

= Working neatly by sewling small, stralght stitches.

= Incorporating a fastening to a design.

» Evaluating an end praduct and thinking of other ways in which to create
simiblar iberms.

= Testing and evaluating an end product against the orlginal design criteria.

= Deciding how many of the criterla should be met for the product to be conslderaed
successful.

= Supgesting modifications fior Improverment

= Articulating the advantages and disadvantages of different fastening types.

#To know that applique is a way of mending or decorating a textile by applying
smdaller pleces of fabric to larper pleces.

#To knowwr that when two edges of fabric have been jolmed together it is called a
SEARL

wTo know that it i bnportant to lesss space on the fabric for the seam.

#To understand that seme products are turned inside out after sewing so the
stitching s hidden.

# To knoww that a fastening s something which holds bao pleces of material together
for example a zipper, togele. button, press stud and velora.

= To kinowy that different fastening types are useful for different purposes,

= To knowe that creating a mock up (prototype) of thelr design |s useful for checking
Idezs and progortions.




Holy Cross RC Primary School
DT Skills Progression

Progrecrion of skille and knowledge Mechanisms / mechanical systems
Option 1: *New" Pneumatic tovs

Creating simple design oriteria that cutline basic functionality and appeal to individual users or target audiences.

Taking part iin structured id=a blasting sessions.

Coming up with more ideas and considering the feasibility of their ideas in the dassroom.

Drewedoping drawing and sketching skills wath a focus on clarity and simplicity:

Develaping designs by adding detail and justifications about materials, tools, methods.

Beginning to recognise the benefit of 2 ranges of diaxgram types or pratoéypes to communicate ideas. (=g sketches, oross-sectional diagram, thumbnail sketches and exploded diagrams).

Selecting equipment requined for a series of tasks based on the plan. Explain wiry each piece is suitable for each stage.
Suggesting simple safety rules based on their understanding of toal dangers.

Participating in discussions about ol assroom safety procedures.

Cutting cut more complex shapes accurately.

Handle different sizes and types of scissors with confidence.

Using PV glue to join comrugated card and light wood (=5 balsa wood].

Choasing shapes to suit the function of a product.

Painting ar calouring precisely to imprave the finish.

Making facades from a range of materials.

Sealing edges with tape fo cover gaps in joins.

Analysing why specific products, designers or inventors are successful.

Evaluating their designs by comparing them against design criteria and considering feedbadk from pesers to suggest improvements.
Explaining why they think certain aspects of a peer's design are effective or why they suggested specific improvements.

Reflecting on fesdback to decide if and how it could be used to improve future iberations.

Skills o

Evaluate

Tachnical Beginning to understand how mechanisms work.
o » Recognising preumatic systems in sveryday objects (=g car boot, adjustable chair)

» Taoknow that a prablem or need is something that adesigner can help to sohe.

» Tao know that extra information on drawings or diagrams can help the user understand a design oridea.
= To knoe that thumbnail sketches are le=ss detailed quick sketches.

# Taoknow that 3 oross-ssctional diagram shows the inside of a product.

» Tao know that an exploded diagram shows how the parts of a product fit together.

» Ta know that different pieces of equipment will be used at different stages in a plan.

» Ta know that different tools and equipment have different dangers.

» Taoknow that sciszors are useful for cutting out complex shapes.,

» To know that designers and inventors oreate products.

» Tao know that choices of materials and equipment can affect the final product.

» Toknow that feedback is ideas and suggestions from ather people that can help improee their work.
= To know that they can choose to use feedback or not.

» Tounderstand that a mechanical system can allow us to mowve something more sasily.

» To know that mechanical systems have more than one mechanism that moves to make them waork.
# Taoknow that mechanical systems are often hidden in products to make them look more appealing.
» Toknow that pushing air can be used to move a mechanism.

» Ta know that pivots can be used to create more movemnent in the mechanical system.

# Taoknow that a combination of mechanisms can improve aproduct.

Knowledge




Holy Cross RC Primary School
DT Skills Progression

Progrecrion of ckills and knowledge Cooking and nutrition
Year 3 Year 4
# Describing how climate affects where foods pros. = Dwsigning a biscuit within a given budget.
= Conducting market research
s|dentifying seasonal Ingredients from the LIKC » Following a baking recipe.
« Follawing the instructhons within a recipe. = Understanding safety and yglens rules
Skills » Tasting seasonal ingredients. = Adapting a recipe.
« Peeling foads by hand or with a peeler.
o Cutting ingredients safely.
« Choosing ingredients based on a design briet.
« Describing the texture and flavour of ingredients. = Evaluating an adapted recipe.
« Describing the benefits of seasonal fruits and vegetables and the impact on = Evaluating and comparing a range of products,
Evaluate thie ervironment. = Suggesting modifications.
» To know that seasonal rmeans foods that grow in a given season ina glven » To koo thiatt the amount of an ingredient in a recipe is known as the ‘quantity
COUntey. = To koneve thiat safety and hyglene are Important when cooking.
# T know some seasonal foods that grow in the UK and what season they = T ko thee following oooking technbgues: sleving, reasering, stirring, outting out
graow [n. and shaping.
= T know that eating seasonal foods can have a positiee impact on the =T kv the importance of budgeting shile planning ingredients for a recipe.
ervironment = To ko thiat products often hawve a target audience.
# T koo e 10 describe thie flavows and texture of foods.
» T koo e B0 cult a pesel safely.
Knnwledge » To know that the appearance of food k& as important 2 taste.
# T know that similar coloured frults and vepetables often have similar
nutritional benefits




Holy Cross RC Primary School

DT Skills Progression

Progrecrion of skills and knowledge

Skills
Evaluate
Technical
Knowledg
e

Option 1: Helmets

Structures

Option 2: Pavilions

& Creating simple deskgn criteria that outline basic functionality and
appeal to individual users or target sudiences,

& Moticing simple problems or needs in everyday life.

& Developing drawing and sketching skills with a focus on clarity and

simplicity.

= Desipgning a stable pavillon structure that is aesthetically pleasing and selecting rmaterials
to create a desired effect.
= Bublding frame structures designed to support wweight.

& Selecting materials, components or Ingredients based on thelr form as
weell as thelr functional properties.

& Explaining choloes with regard to functhon and form.

& Choosing shapes to suit the function of a product.

= Creating a range of different shaped frame structures.

= Making a variety of free standing frame structures of different shapes and sizes.
= Selecting appropriate materkals to bulld & stromg structure and cladding.

= Relnforcing cormers to strengthen a structure

= Creating adesign in accordance with a plan.

= Learning to create different texbural effects with materials.

& Evaluating designs by comparing thern against desian criteria
« Conshdering feedback from peers to suggest improvements.
& Evaluating how effective the chosen materials were infulfilling the

design brief.

# Evaluating structures made by the class
# Describing what characteristics of a design and construction made it the most effective.
= Considering effective and ineffective desipns.

& Strengthening structures by lvering materials (laminathon).

& Strengthening structures by ribbing.

& T know how some different structures are bullt

# To know that structures can be strengthened by manipulating materlals
and shapes.

& To know a shell structure ks a hollow shape with a thin cuter layer.

& T unclerstand what a frame structure js.
= To knovw that a ‘free-standing' structure i one which can stand on its own.

& To know forrm ks the look and shape of something.

& To kvt function is what something does and how It warks.

& To know that creating acowrate shapes improves how they ook and
sometimes thelr function.

& To know cholces of materials snd equiprment can affect the final

prodasct.

= T knove that a pavilion |s a a decorative bullding or strecture for lelsure activities.

# To kv that cladding can be applied to structwres for different effects.

# To kv that aesthetics are how a product looks.

# T knve that a preduct’s function means (s purpose.

# T winderstand that the target sudience means the person of group of peopbe 3 product i
designed for.

# Tio kv that architects consider Nghit, shadow and patterns when designing.




Holy Cross RC Primary School
DT Skills Progression

Progrecsion of skille and knowledge Mechanisms / mechanical systems
*New" Gears and pullevs

# Moticing wider-reaching problems or needs in the commonity.

# |dentifying a wide range of needs and potenitial barriers through market research.

= Writhng more complex problem statements that consider multiple factors and constraints.

= Creating more complex design criteria that require considering detailed user needs, environmental impact, materlals and cost.

» Coming up with a broader range of kbeas and deeper innovathon, reguiring puplls to think oritically about thelr ideas’ practicality and originality.
# Beginning to use rmore complex annotated sketches, such as cross-sectional and exploded diagrams and pattern pleces indesign.

# Lsing a series of prototypes to refine and improve thelr deslgns

» Consistently apply safety instructions.

# Select appropriabe scissors to handle delicate cutting tasks and challenging materials.

# Cutting patterns and drawings accurately.

& |msupervised groups, wshng hot glue guns safely

& Recognising that hot glue k= useful for poining materials that need a3 strong bond that sets quicky.
#» Choosing PWA glue over hot glue for its safety when jolning materials in bess intensive projects.

Skills

# Reflecting om the usability, aesthetics, innovation and sustainability of products and discussing how design cholces impact these aspects,

# Actessing thelr designs against a more complex set of design criteria that includes functionality, aesthetics, user experience, sustainability and cost.
#» Considering alternative materials. tools or technbgues that could enhanoe the produsct.

Evaluate « Providing feedback that Is helpful, specific, and encouraging.

# |ncorporating feedback from peers or users. improve their product further, explaining the changes they made and the impact they had.

& That mechanical systems that wse pears in everyday objects (2g bicycle, clock).
Technical & That gears and pulleys allow us to transfer movement and force from one part of a mechanical system to another,
o That gears allow us to increase the eutput of a mechanism.

& That market research s & wiay of collecting information about problerms or needs,

& That constraints are things that might stop our keas being successiul.

& That original and Innovative ideas are different fromwhat has been made before.

# That anmotations are detalled labels and comments on diagrams.

» That risks are things that might happen

» That hot glue creates a strong bond quickly.

# That i= often better to choose safer equipment.

# That sustainability means thinking about the materials that were wsed to make a product and how the prodect was made.
& That their final product can still be improved by different materials or technigues.

& That evaluating thelr designs in detallwill help them understand its suecessful and less successful parts

@ That feedback should be positive, helpful and specific.

o That explaining how they used feedback to improve their design can help them create batter products in the future

Knowledge




Holy Cross RC Primary School
DT Skills Progression

Progreceion of shills and knowledge Textiles

Stuffed tovs

= Designing a stuffed toy, considering the main component shapes reguired and creating an appropriste termplate.
» Considering the proportions of indhvidual components.

» Creating a 30 stuffed toy from a 20 design

= Measuring, marking and cutting fabric accurately and Independently .

= Creatimg strong and secure blanket stitches when joining fabeic.

» Threading needles independenihy.

» Lising appligué to attach peces of fabrlc decoration.

= Sewing blanket stitch bo jobn fabric.

= Applying blanket stitch so the spaces between the stitches are even and regular.

Skills

» Testing and evaluating an end product and ghing point for further improverments.

Ewvaluate

# To know that blanket stitch Is useful to reinforce the edges of a fabric rmaterial or join two pleces of fabric

» To understand that it s easier to finish simpler designs to a high standard.

# To know that saft toys are often made by creating appendages separately and then attaching thermn to the maln body.

= T knowar that small, neat stitches which are pulled tast are important to ensure that the soft toy s strong and holds the stuffing securely.

Knowledge




Holy Cross RC Primary School
DT Skills Progression

Progrecsion of chills and knowledge

Skills

Knowledge

Evaluate

Technical

Digital world (KS2 only)

Mavieatine 1 Id

= Researching [books internet] for a particular juser's) animal's needs.

» Developing design criteria based on research,

» Ganerating multiple housing ideas using building bricks,

= Understanding what a virtual madel is and the pros and cons of traditional and
CAD modealling.

» Plating and manceuvring 30 objects. using CAD.

» Changing the proparties of, or combining one ar more 30 abjects, using CAD.

= Writing a design brief from infarmation submitted by a client.
= Developing design criteria ta fulfl the client’s request.

= Considering and suggesting additional functiens for my navigation tool.

« Developing a product idea through annotated sketches.

= Placing and manseuvring 30 objects, usirg CAD.

= Changing the properties of, ar combining ane or mare 30 objects, using CAD.

= Understanding the functional and assthetic properties of plastics.
= Programming o monitor the ambient temperature and coding an [audible or
wisual} alert when the temperature rises abave or falls below a specified range.

= Cansidering materials and their functional properties, especially those that are
sustainable and recyelable [for example, cork and bambes).

= Explaining material choices ard why they were chasen as part of a product conespl.
= Programming an MLE_ 5, W cardinal compass.

» Stating an event or Fact fram the last 100 years of plastic history.
» Expilaining how plastic is atfecting planet Earth and suggesting ways to make
more sustainable dhoices.

= Explaining key funetions in my program (audible alert, viswals].

» Expilaining how my product wauld be useful for an animal carer including
programmed features.

= Explaining haw my pragram fits the design eriteria and how it would be useful as part of
a navigation teal.

» Developing an awareness of sustainable design.

= Identifying key industries that utilise 30 CAD madelling and explaining wiy.

= Describing how the product concept fits the client’s request and how it will benefit the

cusiamers

= Explaining the key functions in my pragram, including any additions,

= Explaining haw my pragram fits the design eriteria and how it would be useful as part of
a navigation teal.

= Explaining the key functions and features of my navigation toal to the client as part of a
product concept pitch,

= Demanstrating a functional program as part of 4 product concept pitch,

= Tos knaw that a 'device’ means equipment created for a certain pur pose or job and
that monitoring devioss observe and record.

= To know that 3 sensor s a tool or desice that is desigred to monitor, detect and
respand to changes for a purpose.

= To understand that conditional statements (and. or, if boalears) in programming
are 3 set of rules which are follossed if oertain conditions are met

= Tia know that accelerormeters can detect movement.
= To understand that sensors can be useful i‘ln"tﬂuﬂtdt“‘rﬁrﬁ:il‘l‘ﬂ'ﬂn’ﬁduﬂun
Function without human ingul.

= Tounderstand key developments in thermometer history
= To know events or facts that took place over the last 100 years in the history of

plastic, and hivw this is changing sur outlesk an the future.
= To knaw the &8s of sustainability.

» To understand what a virtual model is and the pros and cons of traditional vs
CAD madelling.

» To know that designers write design briefs and develop design criteria to enable them
b fulfil a elient’s request.

= T knaw that ‘multifunctional’ mears an abject or product has mere than ene function,
= To knaw that magnetometers are devices that measure the Earth's magnetic field to
daterming which direction you are Fating.




Holy Cross RC Primary School
DT Skills Progression

Progrecrion of chills and knowledge

Skills

Knowledge

Evaluate

Technical

Electrical systems (KS2 only)

Option 2: Doodlers

Steady hand game

» |dentifying factors that could be changed on existing prodwcts and
axplaining how these would alter the form and function of the product.
» Developing design criteria based on findings from Investigating exlsting

products
» Developing design criteria that clarifies the target user.

= Designing a steady hand game - identifying and narming the components redguined.
= Draweing a deshgn from three different perspectives.

= Generating ideas through sketching and discuwssbon

= Madelling ideas through prototypes.

= Uinderstanding the purpose of produects (toys), including what is meant by "fit for
purpose’ and form over function

» Altering a product's form and functhon by tinkering with its configuration.

« haking a functional serles circult, iIncorporating a mobor.,

» Comstructing a product with consideration for the deslgn oriteria.

» Breaking dowen the construction process into steps so that others can make

the product.

= Constructing a stable base for a game.

= Accurately cutting, folding and assembling a met.

= Decorating the base of the garme to a high guality finlsh.
= haking and testing a circult

= Incorporating a circult inbo a base.

= Carry out & product analysis to boeok at the purpose of a product along with
its strempths and weaknesses.

= Determining which parts of a product affect its function and which parts
affect its form.

» Analysing whether chamges in configuration positively or negatively affect

an existing product.
» Pear evaluating a set of instructions to bulld a product.

= Testing own and others finkshed garmes, [dentifying what went well and making
suggestions for Improvement.

= Gathering images and informatbon about existing children's toys.

= Analysing a selection of existing children's toys.

= To know that serles clrcults only have one direction for the electricity to
fhorve.

# To know wien there is a break in a serbes circuit, all components turn off,
# To know that an electric motor converts electrical energy into rotathonal

rwement, causing the mobor's axle to spin.
» To knowe a motorised product is one which uses a motor to function.

= Ty kvt thiat batterles contaln scid, which can be dangerous IF they beak
= Tor kvt thee names of the components in a basic series cirouit, Including a buzzer,

# To know that product analysis & oritiguing the strengths and weaknesses of a
product.
# To know that ‘configurathon’ means how the parts of a prodect are arranged.

«To know that form’ means the shaps and appearance of anobject.

#Ta know the difference between ‘form’ and ‘function®

«To understand that it for purpose’ means that a product works how it shoubd and
5 easy to wse.

= Ty kvt thiat fiar m over purpose means that a product looks goad but does mot
work very well.

= Ty kvt thee importance of “form follows function’ when designing: the product
must be designed primarily with the function in mind.

= Tounderstand the diagram perspectives 'top view’, 'side view' and 'back’




Holy Cross RC Primary School
DT Skills Progression

Progrecsion of ckillc and knowledge Cooking and nutrition
Developi . - orme dine witt

» Researching existing recipes. * Writlng a recipe, explaining the key steps, method and ingredients.
» Suppesting alternative ingredients. # Includimg facts and drawings from research undertaken.

» Designing a jar label.

Design

« Writing an alternative recipe. » Following a recipe. including using the correct guantithes of each ingredient
Skills » Understanding cross-contamination. » Adapting a recipe based on research.
= Lising preparation skills. = Working to a glven timescale
» Making a developed recipe. = Working safely and hyghenically with independence.
= Explabning the farm to fork process, = Evaluating a reclpe, considering: taste, smell, texture and origin of the food growp.
» Analbysing nutrithonal content. » Taste testing and scoring final products.
Evaluate # Supgesting and writing up points of improvements in praductions.

- # Evaluating health and safety in productbon to minkmise cross contamination.
» To know that beef comes from cows reared on farms. * Tor ko that 'flaver’ [s how a feod or drink tastes.
» To know that recipes can be adapted to suit nutritional needs and dietary # To ko that many oountries have ‘national dishes' which are recipes associated
reduirenments. wilith that country.
» To know that nutrithonal inferrmation is fownd on food packaging. * To knowy that ‘processed food' means food that has been put throeugh multiple
» To know that coloured chopping boards can prevent cross-contaminathon chamges ina factory.
= To know that food packaging serves many purposes, = Tounderstand that it is important to wash fruit and vegetables before eating to

rermowve any dirt and insecticides.
# To understand what happens to a certain food before [t appears on the
supermmarket shelf (Farm to Fork)

Knowledge




