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EYFS Development  
Matters 

22-36 months 30 -50 months 40-60 months ELG Example activities 

Physical Development 

 Moving and handling 
 
 

Shows control in holding jugs 
to pour, hammers, books and 
mark making tools 

To use one-handed tools and 
equipment 
 

To use simple tools to effect changes to 
materials 
To handle tools, objects, construction and 
malleable materials safely and with 
increasing control 

To handle equipment and tools 
effectively…. 

R1 - Learn to use scissors, tape reel, 
staplers (with support), hole punch 
 
R2 - Learn to use equipment safely e.g. 
using scissors correctly, building in a safe 
area 

 Health and self-care  To understand that equipment 
and tools have to be used 
safely 

To show understanding of the need for 
safety when tackling new challenges and 
consider and manage some risks 
To show understanding of how to 
transport and store equipment safely 
To practise some appropriate safety 
measures without direct supervision 

 R3 - To learn to wash hands thoroughly 
using soap and understand how good 
hygiene keeps us healthy 
 
R4 – Food activities e.g. encourage to try 
different fruit/vegetables, 
 

Understanding the World 

 Technology 

Operates mechanical toys, e.g. 
turns the knob on a wind-up 
toy or pulls back on a friction 
car 

To show an interest in 
technology toys with knobs or 
pulleys, or real objects 
To show skill in making toys 
work by pressing parts or lifting 
flaps to achieve effects, such as 
sound ,movement or new 
images  

  R5 - Investigate how knobs, switches, 
wheels etc. move, how they are used and 
what happens when they are 
pressed/pulled etc.  

Expressive Art and Design 

 Being imaginative 

Beginning to make believe by 
pretending 

To develop preferences for 
forms of expression  
To capture experiences and 
responses with a range of 
media, such as music, dance 
and paint and other materials 
or words 

 To use what they have learnt 
about media and materials in 
original ways, thinking about 
uses and purposes. They 
represent their own thoughts 
and feelings through design and 
technology …. 

R6 - Combine materials imaginatively to 
create a self-chosen product, 
R7 opportunities to develop a n idea 
making changes and improvements 
R8 - Evaluate their work through talking 
and explaining their ideas, drawing 
pictures etc. 
 

 Exploring and Using 
Media and Materials 

 
 

  To experiment to create different textures 
To manipulate materials to achieve a 
planned effect 
To construct with a purpose in mind, 
using a variety of resources 
To use simple tools and techniques 
competently and appropriately 
To select appropriate resources and adapt 
work where necessary 
To select tools and techniques needed to 
shape, assemble and join materials they 
are using 

To safely use and explore a 
variety of materials, tools and 
techniques, ………. 

R9 - Construct with a purpose in mind, 
using a wide variety of materials, 
construction kits and recycled materials 
 
R10 - Work at different scale, large and 
small, indoor and outdoor. 

 



Purpose of study: 
Design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products that solve real and relevant problems within a variety of contexts, considering their own 
and others’ needs, wants and values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becoming 
resourceful, innovative, enterprising and capable citizens. Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider world. High-quality 
design and technology education makes an essential contribution to the creativity, culture, wealth and well-being of the nation.  
Aims:  
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.  
 
National Curriculum subject content 
Key stage 1: 
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, such as the home and school, gardens and playgrounds, the local community, industry and the wider environment.  

 

*Each topic should consider six principles 
User – who the products are for 
Purpose – what tasks the product will perform 
Functionality – how the products will work 
Design Decisions – the opportunities children have to make choices 
Innovation – the scope children have to be original with their thinking 
Authenticity – how believable/real the products will be to the children 
 

 National Curriculum KS1 content. 
When designing and making, pupils should be taught to 

Developing, planning and 
communicating ideas 

Knowledge and understanding of 
materials and working with tools 

Cooking and nutrition 

Year 1 
 
 
 

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 

(D&T1-1a) to design simple levers and 
sliders and use to create a moving 
product e.g. a moving picture 

(D&T 1-2b) design a freestanding 
structure. E.g. a chair for a teddy, a tower 
for Jack to climb 

(D&T 1-2a) Learn to research existing 
products e.g. look at books with moving 
pictures,  

(D&T 1-2b) talk about initial design ideas  

(D&T 1-2c) develop and communicate ideas 
using, pictures and words to describe design 
intentions 

 

(D&T1-3a) to talk about and name different 
fruit and vegetables. Consider how they grow 
e.g. root vegetables. 

(D&T1-3b) to understand the need for a 
variety of foods in a healthy diet  

(D&T 3-1c) design a food product e.g. fruit 
kebab, sandwich 

Make  

 select from and use a range of tools and equipment to perform 
practical tasks such as 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 

(D&T1-1c) to put design ideas into 
practice using a range of materials e.g. 
reclaimed materials, construction kits etc 

(D&T1-2d) to name and use tools, techniques 
and materials   from a range suggested by the 
teacher 

 D&T1-2e) to cut along lines straight and 
curved. 

(D&T1-3d)- Use a variety of simple cooking 
equipment with support 

Evaluate  

 explore and evaluate a range of existing products  

 evaluate their ideas and products against design criteria  

(D&T 1-1d) to investigate existing 
products.e.g. how pictures move, how 
bricks are laid to make a wall  

D&T 1-1e) to talk about their work e.g. 
what they are making, the materials they 

(D&T1–2f) to talk about what they like and 
dislike about the products they make. 

(D&T1-2g) Make suggestions for 
improvements and have the opportunity to 
implement some of the changes identified 

(D&T 1-3f) Investigate different foods e.g. list 
the ingredients, 

(D&T 1-3e) review the end product. E.g. are 
they looking forward to eating it?  



are using, any changes they have made 

Technical knowledge  

 build structures, exploring how they can be made stronger, 
stiffer and more stable  

 explore and use mechanisms, such as levers, sliders, wheels 
and axles, in their products. 

 

(D&T1-1f) to follow instructions use 
equipment correctly and understand the 
need to work safely. 

 (D&T1-1g) to investigate different joining 
techniques. 

(D&T 1-2h) to investigate the qualities and 
characteristics of materials e.g. paper is 
flexible, can be twisted or folded to make it 
stronger, wire can be bent and will hold its 
shape,  

 

(D&T 1-3h) taste test ingredients  

(D&T1-3f to learn about food hygiene and 
safety, including setting up and clearing away. 
e.g preparing fruit and vegetables. 

 

Year 2 
 

 

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 

(D&T 2-1a) generate ideas, test and 
improve 

(D&T 2-1b) know that mechanisms allow 
movement e.g. sliders and levers (Y1) 
axle/wheels (Y2) 

(D&T2-1c) design a vehicle with an axle 
and wheels 

(D&T 2-1d) create a template and create 
a textile product e.g. glove puppet 

(D&T 2-1a) Use research skills to investigate 
existing products e.g. investigate wheeled 
vehicles, use information books  

(D&T 2-2b) draw and annotate a simple plan 
to convey their design ideas  

D&T2-2c) join appropriately for different 
materials and situations e.g. fixed or moving 
axles 

 

(D&T 3-1a) plan and design a healthy dish 
including a list of ingredients. 

(D&T 2-3b) be aware that different people 
choose different foods because of their 
beliefs, religion or allergies 

 

 Make  

 select from and use a range of tools and equipment to perform 
practical tasks such as 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 

(D&T2-1e) to select and use appropriate 
construction kits, recycled materials etc 
taking into account their suitability for 
the task 

(D & T2-1f) to consider how to improve 
the outcome of work in the future 

(D & T2-2d) to assemble, join and combine 
materials and components in a variety of ways  

D&T2-2e) to use simple finishing techniques 
to improve the appearance of a product 

(D&T2-3c) to weigh and measure and follow 
simple recipes. 

(D&T 2-3d) know how to select and use  
simple tools safely and with increasing 
independence 

 Evaluate  

 explore and evaluate a range of existing products  

 evaluate their ideas and products against design criteria 

(D&T2-1g) to investigate existing 
products and then generate ideas, 
drawing on personal experiences and the 
ideas of others. 

(D & T2 -2f) to identify how closely their 
finished product meets the design criteria. 

D&T2-2g) to talk about the good and bad 
points of their design/product and attempt to 
explain why they think that. 

(D&T-3e) to begin to learn about where food 
comes from (to include growing fruit and 
vegetables when possible). ( 

D&T2-3f) to taste test different foods and say 
which they like and dislike  

 

 Technical knowledge  

 build structures, exploring how they can be made stronger, 
stiffer and more stable  

explore and use mechanisms, such as levers, sliders, wheels and 
axles, in their products 

(D&T2-1h) to select tools, techniques and 
materials and explain choices 

(D&T2-2h) to measure, mark out, cut and 
shape a range of materials 

 

(D &T2-3g) To understand the need for 
hygiene and safety when preparing food.  

(D&T 2-3h) to identify the different food 
groups and the amounts needed for a healthy 
diet(D&T 2-3i)  to find out where their food 
comes from e.g. whether it is locally grown or 
from a different country. 

*Recommendations from Design and Technology Association. 

 


