
 

Cunningham Hill Junior School – Design & Technology Skills Progression 

 

Design & Technology Intent 

It is our intent in DT to offer children the chance to use creative thinking and designing to make products that solve real and relevant problems 

within a variety of contexts. Pupils are taught the knowledge, understanding and skills needed to engage in a process of designing and making by 

planning carefully, taking risks and by developing a resourceful and innovative outlook. Through the evaluation of past and present design and 

technology, we hope they will develop a critical understanding of its impact on daily life and the wider world and be able to assimilate it effectively 

into their future lives and aspirations. 

Year 
Group 

Generating ideas Making Evaluation Food and nutrition Structures, electricals 
and mechanisms 

Textiles 

3 Research when and where 
a product was made and 
for what purpose. Create a 
design that meets a range 
of requirements. Consider 
the equipment and tools 
needed. Complete a design 
using an  labelled diagram 
with some relevant 
vocabulary. 

Use a range of tools and 
equipment with support. 
Measure, mark out assemble 
and join materials and 
components with support. 
Follow safety and food 
hygiene procedures with 
support. Use finishing 
techniques, including skills 
learnt in Art with some 
accuracy. 

Evaluate own and 
pre-existing products. 
Suggest what could be 
changed to improve a 
design and beginning to link 
this to the design brief. 
Consider the views of 
others including the 
intended user. 

Prepare ingredients 
hygienically using appropriate 
utensils with supervision. 
Know how to cut, spread and 
mix contents carefully with 
support. Weigh ingredients in 
grams. Follow a recipe with 
some accuracy. Sort foods 
into the 5 groups using the 
Eat well plate and identify 
why food variety is 
important. 

Use sheet materials and 
construction tools with 
supervision. Know how simple 
motion can be created with 
card and split pins and create 
movement using levers and 
linkages.  Create simple circuits 
and switches from diagrams. 
 

 

4 Identify different versions 
of the product and 
establish purpose. 
Generate more than one 
idea for how to create a 
product. Gather 
information to help design 
a successful product (i.e. by 
asking others' views). 
Produce a detailed plan 
with labelled diagrams, and 
step-by-step guide. Suggest 
improvements to develop 
and refine a planned idea. 
Use some correct technical 
vocabulary for the projects 
they are undertaking. 

Use a range of tools and 
equipment with some 
assistance. Measure, mark 
out assemble and join 
materials and components 
with some accuracy. Follow 
safety and food hygiene 
procedures with some 
support.  Use finishing 
techniques, including skills 
learnt in Art with increasing 
precision and a developing 
understanding of how 
presentation adds value to a 
product. 

Evaluate the appearance 
and usability of own 
product against pre-existing 
models. Explain how the 
original design could be 
improved, considering the 
appearance and usability 
and linking this to the 
design brief.  Consider the 
views of others including 
the intended user.  
Research an event or 
individual related to the 
area of study. 

Show increasing ability to 
prepare a meal with 
understanding of hygienic 
and safety elements involved 
in completing the task. Know 
how to peel, cut, slice, chop, 
grate, mix and begin to cook 
foods (using toasters and 
microwaves with 
supervision). Weigh and 
measure with some precision 
eg. timings and weight. 
Understand which foods are 
reared, caught or grown and 
that this happens in the UK 
and around the world. 

Use sheet materials and 
construction tools with some 
supervision.  Create series and 
parallel circuits and include 
aspects of programming and 
control. 

Shape textiles using 
templates. Cut, then join 
textiles using a running 
stitch, back stitch or 
fastenings. Create simple 
patterns, colour and 
decorate textiles using a 
number of techniques (such 
as dyeing, adding sequins 
or printing). 
 



 

 

 

 

Year 
Group 

Generating ideas Making Evaluation Food and nutrition Structures, electricals 
and mechanisms 

Textiles 

5 Research different versions 
of the product and 
establish its purpose. Take 
a user’s view into account 
by collating information 
through surveys and 
internet research. Produce 
a detailed plan with step-
by-step instructions and 
cross-sectional diagrams. 
Suggest alternative plans, 
considering the positive 
aspects and draw backs of 
each.  Use most of the 
correct technical 
vocabulary for the projects 
they are undertaking. 

Use a range of tools and 
equipment with increasing 
accuracy. Be aware and act 
on all safety and food 
hygiene procedures. Consider 
the aesthetic qualities and 
functionality of my work 
when making. Demonstrate 
problem solving skills when 
encountering practical 
problems.  Apply a range of 
finishing techniques, 
including those from Art with 
increasing accuracy. 

Evaluate the 
appearance and  function 
of a product (own and 
pre-existing) against the 
original criteria, saying 
whether it is fully fit for 
purpose or needs some 
adjustment. Suggest 
improvements that could 
be made, considering both 
the materials and methods 
that have been used and 
seek evaluations from 
others.  Research events 
and individuals related to 
the area of study in detail, 

Begin to prepare simple 
dishes safely and hygienically 
with a heat source. Continue 
to use cooking techniques 
such as chopping, peeling, 
grating, slicing, mixing, 
spreading, kneading and 
baking with increasing 
independence. Be able to 
weigh and measure items 
with a growing understanding 
of the importance of timing 
and preparation.  

Recognise how cams and 
enable movement and create 
their own mobile product.  
Demonstrate a range of joining 
techniques such as gluing, 
hinges or combining materials 
to strengthen.  Use sheet and 
construction materials with 
some guidance. 
 

 

6 Use a range of information 
to inform a design (i.e. 
market research using 
questionnaires and web 
based data). Produce a 
detailed plan, with cross-
sectional diagrams using 
computer generated design 
packages in order to 
develop a prototype. 
Generate innovative ideas 
and refine to meet the 
needs of the user. Evaluate 
and justify their plan to 
others. Use all technical 
vocabulary appropriately. 

Use a range of tools and 
equipment with careful 
precision. Follow safety and 
food hygiene procedures 
independently. Consider the 
aesthetic qualities and 
functionality of my product 
as making it, refining details 
as necessary during the 
making process. Demonstrate 
problem solving skills when 
encountering practical 
problems.  Use a variety of 
finishing techniques, 
including skills learnt in Art 
with careful precision. 

Evaluate the appearance 
and test the function 
of a product (own and pre-
existing) against the 
original criteria, saying 
whether it is fit for 
purpose. Suggest 
improvements that could 
be made to their models 
and others in peer group, 
considering materials, 
methods, sustainability of 
the product and how much 
a product costs to make.  
Record their evaluations 
using drawings with labels. 

Prepare dishes safely, 
hygienically and 
independently. Develop 
individuality in their use of 
cooking techniques including 
the utilising hobs. Recognise 
that recipes can be adapted 
to change the appearance, 
taste, texture and aroma and 
experiment accordingly. 
Understand that seasons can 
affect food produce and that 
food variety is important 
when planning menus. 

Understand how pulley 
systems create movement.  Use 
understanding of computing to 
program and control their 
products.  Use sheet and 
construction materials 
independently and know how 
to reinforce and strengthen 3D 
frameworks. Create more 
complex switches and circuits 
that employ a number of 
components bulbs, buzzers and 
motors. 
 

Join textiles with a 
combination of stitching 
techniques such as back 
stitch for seams and 
running stitch to attach 
decoration. Pin and tack 
fabrics and create objects 
that employ a seam 
allowance. Use the qualities 
of materials to create 
suitable visual and tactile 
effects in the decoration of 
textiles  


