
 
 
 
 
EYFS 
Creating with materials:  Children are supported to explore and play with a wide range of tools, techniques and materials. Children are encouraged to talk about their 
creations and use props in storytelling. 
Fine Motor:  Children practise dexterity in the use of small tools and mark makers, learning to work with accuracy and discrimination. 

Nursery Reception Key Shifts from EYFS to Year 1 
This is how we prepare children for the next phase in 
their education. 

- Explores colour, textures and constructions using 
range of materials. 

- Uses materials, tools and techniques to express 
own ideas. 

- Becomes involved in pretend play using pretend 
objects. 

- Talks about what is created and how. 
- Draws and paints with increasing complexity and 

detail. 
- Uses simple one handed tools (e.g.) glue sticks 

and brushes. 
- Shows preference for a dominant hand. 
- Uses scissors, hammers and other tools. 
- Uses a comfortable grip for pencils and 

paintbrushes. 

- Creates colour, texture, form and design in their 
work. 

- Uses and creates props, and uses materials in role 
play. 

- Uses techniques for combining materials and 
manipulating materials for effect. 

- Makes safe use of a range of tools, materials and 
techniques. 

- Talks about own work. 
- Uses small motor skills for tools, pencils, brushes 

and scissors. 
- Uses cutlery with competency and safety. 
- Maintains posture and core strength. 
- Holds pencil effectively to form recognisable 

letters which are often correctly formed. 
- Developing handwriting which is fast, accurate 

and efficient. 

End of EYFS 
Safe use of tools, materials 
and techniques. 
Experimenting with 
techniques. Explaining 
work. 
 

Year 1 
Discussing, developing 
and modelling designs 
based on criteria 
including ICT.  Greater 
precision in using tools 
and a greater range of 
equipment.  Choosing 
materials including 
textiles according to their 
characteristics.  
Evaluating own work and 
other products according 
to design criteria.  Use of 
mechanisms 
 

 
  

DT: Progression of Knowledge and Skills 



Food Technology 

 KS1 LKS2 UKS2 
Focus Preparing fruit and vegetables. A healthy and varied diet. Celebrating culture and seasonality. 

 
Project  
 

Fruit smoothies 
Vegetable kebabs 

Healthy lunchboxes 
Soup 

Adapt a well-known dish (Spanakopita) 
Bread-making 

Prior Learning 
 

- Experience of common fruit and vegetables, 
undertaking sensory activities (e.g. 
appearance taste and smell). 

- Experience of cutting soft fruit and 
vegetables using appropriate utensils. 

- Know some ways to prepare ingredients 
safely and hygienically.  

- Have some basic knowledge and 
understanding about healthy eating and The 
Eatwell plate.  

- Have used some equipment and utensils 
and prepared and combined ingredients to 
make a product. 

- Have knowledge and understanding about 
food hygiene, nutrition, healthy eating and a 
varied diet.  

- Be able to use appropriate equipment and 
utensils, and apply a range of techniques for 
measuring out, preparing and combining 
ingredients. 

- Have used both the bridge and claw cutting 
techniques. 

Technical 
Knowledge 
and 
Understanding 
 

- Understand that diet is a key part of 
maintaining a healthy lifestyle. 

- Understand where a range of fruit and 
vegetables come from, and how they grow. 

- Use The Eatwell Plate to understand the 
importance of fruit and vegetables as part of 
a healthy and varied diet. 

 

- Know how to use appropriate equipment 
and utensils to prepare and combine food 
safely.  

- Identify between fresh and processed foods. 
- Recognise the difference between sweet 

and savoury food. 
- Use The Eatwell Plate to understand portion 

sizes, and how this contributes to a healthy 
diet. 

 

- Know how to use utensils and equipment 
including heat sources to prepare and cook 
food.  

- Identify what makes a dish healthy with 
reference to The Eatwell Plate. 

- Understand about seasonality in relation to 
food products and the source of different 
food products.  

- Understand the cultural history of some 
breads from around the world. 

Designing - Generate initial ideas and design criteria 
through investigating a variety of fruit and 
vegetables.  

- Communicate these ideas through talk and 
labelled drawings 

- Generate and clarify ideas through 
discussion with peers and adults to develop 
design criteria including appearance, taste, 
texture and aroma for an appealing product 
for a particular user and purpose.  

- Use information technology to create an 
annotated ideas board to develop and 
communicate ideas. 

- Identify the needs, wants, preferences and 
values of particular individuals and groups 
to develop a design brief and criteria for a 
specific design. 

- Explore a range of initial ideas, and make 
design decisions to develop a final product 
linked to user and purpose.  

- Use information technology to create an 
annotated ideas board to develop and 
communicate ideas, including examples of 
web-based recipes. 



Making - Select from a range of fruit and vegetables 
according to their colour, texture and taste 
to create their chosen product.  

- Use a vegetable knife safely to cut, slice and 
chop. 

- Use a fixed head vegetable peeler safely to 
peel. 

- Thoroughly mix and stir to combine all of 
the ingredients together. 

- Pearce vegetables onto a BBQ skewer. 
-  

- Select from a range of ingredients to make 
appropriate food products, thinking about 
sensory characteristics. 

- Plan the main stages of a recipe, listing 
ingredients, utensils and equipment.  

- Follow a simple recipe. 
- Select and use appropriate utensils and 

equipment to prepare and combine 
ingredients. 

- Use the bridge grip to secure foods when 
cutting with a vegetable knife. 

- Use a measuring jug accurately. 

- Select and use appropriate utensils and 
equipment accurately to measure and 
combine ingredients, including digital scales.  

- Follow a recipe accurately. 
- Write a step-by-step recipe, including a list 

of ingredients, equipment and utensils. 
- Use both bridge and claw grips to secure 

foods when cutting with a vegetable knife. 
- Knead, shape and mould dough 

independently. 
- Make, decorate and present the food 

product appropriately for the intended user 
and purpose. 

Evaluating - Before: Taste and evaluate a range of fruit 
and vegetables to determine the intended 
user’s preferences.  

- After: Evaluate ideas and finished products 
against design criteria. 

- Gather simple feedback from intended users 
and suggest how their design/product could 
be improved based on this feedback. 

- Before: Carry out sensory evaluations of a 
variety of ingredients and products. Record 
the evaluations using tables and simple 
graphs. 

- Carry out a survey of lunchboxes across the 
school to evaluate nutritional content using 
the Eatwell plate. Record the evaluations 
using a star diagram chart. 

- During: Evaluate their work during the 
making process, and make changes as they 
go. 

- After: Write simple evaluation questions to 
evaluate their product with a peer group, 
with reference to the design criteria. 

- Before: Carry out sensory evaluations of a 
range of relevant products and ingredients. 
Record the evaluations using tables, graphs 
and charts such as star diagrams.  

- After: Design a questionnaire and interview 
a sample group to analyse their product 
against design criteria. 

Key 
vocabulary 

Flesh, skin, seed, pip, pith, core, slice, peel, dice, 
grate, cut, squeeze, healthy diet, salad, 
nutrients, vegetables. 
Sensory vocabulary - soft, juicy, crunchy, sweet, 
sticky, smooth, sharp, crisp, sour, hard. 
 

Texture, taste, sweet, sour, hot, spicy, 
appearance, smell, preference, greasy, moist, 
cook, fresh, savoury, hygienic, edible, frozen, 
tinned, processed, varied diet. 
 

Yeast, dough, bran, flour, wholemeal,  
unleavened, baking soda, spice, herbs, vitamins, 
nutrients, nutrition, gluten, dairy, allergy, 
intolerance, source, seasonality, fold, knead, 
stir, pour, mix, rubbing in, whisk, beat, roll out, 
shape, sprinkle, crumble. 

 
  



Structures 

 KS1 LKS2 UKS2 
Focus Freestanding structures. Shell structures. Frame structures. 

 
Project 
 

A play castle for the English Heritage gift shop. Packaging for a new type of biscuit. Flood-resistant shelter. 

Prior Learning 
 

- Experience of using construction toys to 
build walls, towers and frameworks.  

- Experience of using of basic tools, (e.g. 
scissors or hole-punches with plastic and 
card construction materials).  

- Experience of different methods of joining 
card and paper. 

- Experience of using different joining, cutting 
and finishing techniques with paper and 
card.  

- A basic understanding of 2-D and 3-D 
shapes in mathematics and the physical 
properties and everyday uses of materials in 
science. 

- Experience of using measuring, marking out, 
cutting, joining, shaping and finishing 
techniques with construction materials. 

- Basic understanding of what structures are 
and how they can be made stronger, stiffer 
and more stable. 

Technical 
Knowledge 
and 
Understanding 
 

- Know how to make freestanding structures 
stronger, stiffer and more stable.  

- Know and use technical vocabulary relevant 
to the project. 

- Develop and use knowledge of how to 
construct strong, stiff shell structures. 

- Develop and use knowledge of nets of cubes 
and cuboids.  

- Know and use technical vocabulary relevant 
to the project. 

- Understand how to strengthen, stiffen and 
reinforce 3-D frameworks.  

- Know and use technical vocabulary relevant 
to the project. 

Designing - Generate ideas based on simple design 
criteria and own experiences. 

- Explain what they would like their product 
to do and what it will look like. 

- Use labelled drawings to model and 
communicate ideas. 

- Generate realistic ideas and design criteria 
collaboratively through discussion, focusing 
on the purpose of the product and aesthetic 
qualities.  

- Develop ideas through the analysis of 
existing shell structures. 

- Use annotated sketches and prototypes to 
model and communicate ideas. 

- Develop a simple design specification to 
guide the development of their ideas and 
products, taking account of constraints 
including time, resources and cost. 

- Use exploded diagrams to show exactly how 
the product will be constructed. 

Making - Plan by suggesting what to do next.  
- Select and use tools, explaining their 

choices.  
- Select and use techniques for assembling, 

joining and combining components, 
explaining their choices. 

- Select new and reclaimed materials, and 
construction kits to build their structure, 
explaining their choices. 

- Order the main stages of making.  
- Select and use appropriate tools to 

measure, mark out, cut, score, shape and 
assemble with some accuracy.  

- Explain their choice of materials according 
to functional properties and aesthetic 
qualities.  

- Use finishing techniques suitable for the 
product they are creating. 

- Formulate a clear plan, including a step-by-
step list of what needs to be done and lists 
of resources to be used.  

- Competently select from and use 
appropriate tools to accurately measure, 
mark out, cut, shape and join construction 
materials to make frameworks.  

- Explain the ways they chose to strengthen 
and reinforce their structure. 



- Use finishing and decorative techniques 
suitable for the product they are designing 
and making. 

Evaluating - Before: Explore a range of existing 
freestanding structures in the school and 
local environment. 

- After: Evaluate their product by discussing 
how well it works in relation to the purpose, 
the user and whether it meets the original 
design criteria. 

- Before: Investigate and evaluate a range of 
existing shell structures including the 
materials, components and techniques that 
have been used.  

- After: Test and evaluate their own products 
against design criteria and the intended user 
and purpose. 

- Before: Carry out research into user needs 
and existing products, using web-based 
resources. 

- Investigate and evaluate a range of existing 
frame structures.  

- After: Critically evaluate their products 
against their design specification, intended 
user and purpose, identifying strengths and 
areas for development, and carrying out 
appropriate tests.  

Key 
vocabulary 

Fold, join, fix, structure, wall, tower, framework, 
weak, strong, base, top, underneath, side, edge, 
surface, thinner, thicker, corner, point, straight, 
curved. 
 

Shell structure, three-dimensional (3-D) shape, 
net, cube, cuboid, prism, vertex, edge, face, 
length, width, breadth, capacity, marking out, 
scoring, shaping, tabs, adhesives, joining, 
assemble, accuracy, material, stiff, strong, 
corrugating, ribbing, laminating, font, lettering, 
text, graphics. 

Frame structure, stiffen, strengthen, reinforce, 
triangulation, stability, shape, join, temporary, 
permanent. 
 

 

  



Textiles 

 KS1 LKS2 UKS2 
Focus Templates and Joining Techniques 2D Shape to 3D Product Combining Different Fabric Shapes 
Project 
 

A glove puppet A bag with a strap Sustainable fashion – upcycling project 

Prior Learning 
 

- Explored and used different fabrics.  
- Cut and joined fabrics with simple 

techniques.  
- Thought about the user and purpose of 

products. 

- Have joined fabric in simple ways by gluing, 
stapling and using a simple stitch.  

- Have used simple patterns and templates 
for marking out.  

- Have evaluated a range of textile products. 

- Experience of basic stitching, joining textiles 
and finishing techniques.  

- Experience of making and using simple 
pattern pieces. 

Technical 
Knowledge 
and 
Understanding 
 

- Understand how simple 3-D textile products 
are made, using a template to create two 
identical shapes.  

- Understand how to join fabrics using 
different techniques, (e.g. running stitch, 
glue, over stitch, stapling). 

- Explore different finishing techniques, (e.g. 
using painting, fabric crayons, stitching, 
sequins, buttons and ribbons).  

- Understand the need for patterns and seam 
allowances.  

- Understand how to securely join two pieces 
of fabric together.  

- Know how to strengthen, stiffen and 
reinforce existing fabrics.  

- Know that a 3-D textile product can be 
made from a combination of accurately 
made pattern pieces, fabric shapes and 
different fabrics.  

- Understand that fabrics can be 
strengthened, stiffened and reinforced 
where appropriate. 

Designing - Design a functional and appealing product 
for a chosen user and purpose based on 
simple design criteria.  

- Generate and model ideas by exploring 
components, and by making templates and 
mock-ups. 

- Create a simple labelled drawing for final 
product design, including finishing 
techniques. 

- Generate realistic ideas through discussion 
and design criteria for an appealing, 
functional product fit for purpose and 
specific user/s.  

- Use prototypes and pattern pieces, 
evaluating these to know how to improve 
the final product design. 

- Produce annotated sketch of final product 
design, including finishing techniques. 

- Design purposeful, functional, appealing 
products for the intended user that are fit 
for purpose based on a simple design 
specification. 

- Make design decisions, taking account of 
constraints such as time, resources and cost. 

- Decide how to best communicate design 
ideas through presentation, drawing, 
templates, mock- ups and prototypes.   

Making - Select from and use a range of tools and 
equipment to measure, mark out, cut and 
shape materials and components. 

- Select and use suitable joining techniques, 
including using a simple stitch. 

- Select and use finishing techniques to make 
the product look appealing. 

- Select suitable tools to measure, mark out 
and cut materials with increased accuracy 
and independence.  

- Select fabrics and fastenings according to 
their functional characteristics, (e.g. 
strength), and aesthetic qualities, (e.g. 
pattern).  

- Use a running stitch and backstitch to join 
materials. 

- Select and explain their choice of fabric and 
fastenings in terms of functionality and 
aesthetic qualities. 

- Select and use a range of stitches including 
the overcast stitch and the invisible stitch, 
considering the final look of the product.  



- Focus on finishing techniques to ensure that 
the product is impressive and appealing. 

Evaluating - Before: Explore different toys, including 
hand puppets, to discover the fabrics they 
are made from, how material pieces are 
joined with stitches, and how different 
fixtures are attached. 

- During: Evaluate and make changes to their 
ideas during the making process. 

- After: Evaluate their final products against 
original design criteria, making simple 
judgements about the quality of the final 
product.  

- Before: Investigate a range of 3D textile 
products (e.g. bags, purses, cushions), to 
discover the variety of fabrics they are made 
from, the pattern pieces and joining 
techniques, and how different fixtures are 
attached.   

- Evaluate the functionality and aesthetic 
qualities of these products. 

- After: Test their product against the original 
design criteria and with the intended user.   

- Question the intended user for their views 
on the functionality and aesthetic qualities 
of the final product. 

- Before: Investigate and analyse functional 
and aesthetic qualities of the textile product 
that they will upcycle.  

- After: Compare the final product to the 
original design specification.  

- Analyse and rate the quality of the design 
and manufacture of the final product, and 
seek the views of others on the aesthetic 
qualities. 

 

Key 
vocabulary 

Mock up, template, pattern pieces, fabric, join, 
fasten, embroider, sew, seam, applique. 

Names of fabrics, fastening, compartment, zip, 
button, structure, finishing technique, strength, 
weakness, stiffening, seam allowance, 
prototype. 

Names of textile and fastenings, innovative, 
reinforce, wadding, right-side, wrong-side, hem 
pins, needles, thread. 

 

  



Mechanisms and Mechanical Systems 

 KS1 LKS2 UKS2 
Focus Sliders and Levers Wheels and Axles Pneumatics Pulleys or Gears 
Project 
 

A moving picture for a 
children’s information 
book 

A moving toy fire 
engine  
 

A moving toy creature (e.g. monster, dinosaur) A remote control car – (link with computing) 

Prior Learning 
 

- Early experiences of working with paper and 
card to make simple flaps and hinges.  

- Experience of simple cutting, shaping and 
joining skills using scissors, glue, paper 
fasteners and masking tape. 

- Explore moving vehicles through play. 
- Developed some cutting, joining and 

finishing skills with card. 

- Explored simple mechanisms, such as sliders 
and levers, and simple structures.  

- Learnt how materials can be joined to allow 
movement.  

- Joined and combined materials using simple 
tools and techniques. 

- Experience of axles, axle holders and wheels 
that are fixed or free moving.  

- Experience of cutting and joining techniques 
with a range of materials including card, 
plastic and wood.  

- An understanding of how to strengthen and 
stiffen structures.  

- Basic understanding of electrical circuits, 
simple switches and components. 

- Experience of programming a Micro:Bit. 
Technical 
Knowledge 
and 
Understanding 
 

- Know that sliders and levers are both 
mechanisms that produce different types of 
movement. 

- Identify that a slider allows movement in a 
straight line, and a lever creates movement 
in a curved line from the fulcrum/pivot. 

- Know that wheels and axles are simple 
mechanisms, and ways that they are used in 
everyday life. 

- Identify an axle and axle holder, and 
distinguish between fixed and freely moving 
axles. 

- Understand that pneumatic mechanisms 
use the power of compressed air to create 
movement. 

- Understand that mechanical and electrical 
systems have an input, process and an 
output.  

- Understand how gears and pulleys can be 
used to speed up, slow down or change the 
direction of movement. 

Designing - Generate ideas based on simple design 
criteria and by selecting visual prompts. 

- Develop and model ideas through drawings 
and mock-ups with card and paper. 

- Generate initial ideas and simple design 
criteria through talking and using own 
experiences. 

- Develop and communicate ideas through 
drawings and mock-ups. 

- Generate realistic and appropriate ideas, 
and their own design criteria through 
discussion. 

- Use annotated sketches and prototypes to 
develop, model and communicate ideas. 

- Develop a simple design specification to 
guide their thinking.  

- Develop and communicate ideas through 
exploded drawings and drawings from 
different views. 

Making - When making, plan by suggesting what to 
do next and to make improvements. 

- Select and use tools, explaining their 

- Order the main stages of making.  - Produce detailed lists of tools, equipment 
and materials.  



choices, to cut, shape and join paper and 
card.  

- Use simple and appropriate finishing 
techniques to create an appealing product. 

- Select from and use a range of materials and 
components such as paper, card, plastic and 
wood according to their characteristics. 

- Select from and use a range of tools and 
equipment to perform practical tasks such 
as cutting and joining to allow movement 
and finishing.  

- Select from and use appropriate tools with 
some accuracy to cut and join materials and 
components such as tubing, syringes and 
balloons.  

- Select from and use finishing techniques 
suitable for the product they are creating. 

- Select from and use a range of tools and 
equipment to make products that that are 
accurately assembled and well finished. 

- Formulate step-by-step plans and, if 
appropriate, allocate tasks within a team. 

- Work within the constraints of time and 
resources. 

Evaluating - Before: Explore a range of existing books 
and everyday products that use simple 
sliders and levers.  

- After: Evaluate their product by discussing 
how well it works in relation to the purpose 
and the user and whether it meets design 
criteria. 

- Before: Explore and evaluate a range of 
products with wheels and axles.  

- After: Evaluate their product by comparing 
it to other similar products and their users. 

- Before: Investigate products with 
pneumatic mechanisms. 

- During: Continually evaluate and make 
suitable changes to their product 
throughout the making process. 

- After: Test and gather simple feedback from 
the end users of the product. 

- Identify an improvement that they would 
make to the final product, and how they 
could achieve this. 

- Before: Investigate a range of existing 
electric cars, and their various inputs and 
outputs. 

- After: Compare the final product to the 
original design specification.  

- Test products with intended user and 
critically evaluate the quality of the design, 
manufacture, functionality and fitness for 
purpose.  

- Consider the views of others to make 
important suggestions of how they could 
improve the final product.  

Key 
vocabulary 

Mechanism, slider, lever, pivot, fulcrum, slot, 
bridge, card, masking tape, paper fastener, split 
pin, straight, curve, forwards, backwards.  
Vehicle, wheel, axle, axle holder, chassis, body, 
fixed, free. 

Components, tubing, syringe, plunger, 
pneumatic system, input movement, process, 
output movement, control, compression, 
pressure, inflate, deflate, pump, seal, air-tight 
linear, rotary, oscillating, reciprocating user. 

Mechanical system, pulley, drive belt, gear, 
rotation, spindle, driver, follower, ratio, 
transmit, axle, motor circuit, switch, electrical 
system, input, process, output. 

 

  



Electrical Systems 

 KS1 LKS2 UKS2 
Focus  Simple Circuits and Switches More Complex Circuits and Switches 
Project 
 

 Nightlight (link to computing). Alarm (link to computing). 

Prior Learning 
 

 - Constructed a simple series electrical circuit 
in science, using bulbs, switches and 
buzzers.   

- Cut and joined a variety of construction 
materials, such as wood, card, plastic, 
reclaimed materials and glue. 

- Understanding of the essential 
characteristics of a series circuit and 
experience of creating a battery powered, 
functional, electrical product.  

- Initial experience of using Micro:Bit 
software to write and modify a program for 
an interface or standalone box.  

Technical 
Knowledge 
and 
Understanding 
 

 - Understand and use electrical systems in 
their products, incorporating a bulb, a 
sensor and a simple switch. 

- Apply their understanding of Micro:Bits to 
program and control their products. 

- Understand and use electrical systems in 
their products, incorporating bulbs, a 
buzzer, a sensor and switches. •  

- Apply their understanding of Micro:Bits to 
program, monitor and control their 
products.  

Designing  - Gather information about the needs and 
wants of a particular individual. 

- Develop design criteria for a product that is 
fit for purpose for the target user. 

- Model and communicate realistic ideas 
through cross-sectional drawings. 

- Explain how particular parts of the product 
will work. 

- Use research to develop a design 
specification for a functional product that 
responds automatically to changes in the 
environment, (e.g. light). 

- Model and communicate ideas using 
detailed cross-sectional drawings, with 
circuit diagrams.   

- Take account of constraints including time, 
resources and cost.     

Making  - Order the main stages of making.  
- Select from and use tools and equipment to 

cut, shape, join and finish with some 
accuracy.  

- Select from and use materials and 
components - including construction 
materials and electrical components - 
according to their functional properties and 
aesthetic qualities. 

- Explain why their circuit will work. 

- Formulate a step-by-step plan to guide 
making, listing tools, equipment, materials 
and components.   

- Competently select and accurately assemble 
materials, and securely connect electrical 
components to produce a reliable, 
functional product.  

- Create and modify a computer control 
program to enable an electrical product to 



work automatically in response to changes 
in the environment. 

Evaluating  - Before: Investigate and analyse a range of 
existing battery-powered products.  

- After: Evaluate their ideas and products 
against their own design criteria and identify 
the strengths and areas for improvement in 
their work. 

- During: Continually evaluate and modify the 
working features of the product to match 
the initial design specification.   

- After: Test the system to demonstrate its 
effectiveness for the intended user and 
purpose.  

- Consider the views of others in their 
evaluation. 

Key 
vocabulary 

 Series circuit, fault, connection, toggle switch, 
push-to-make switch, push-to-break switch, 
battery, battery holder, bulb, bulb holder, wire, 
insulator, conductor,  crocodile clip, control, 
program, system, input device, output device   
 

Series circuit, parallel circuit, names of switches 
and components, input device, output device, 
system, monitor, control, program.  
 

 


