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	Disciplinary Knowledge and key concepts 
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	EYFS
	-Within an adult led activity begin planning an activity that they will undertake
	-Explore scissors, hole punches, nails, screws, stapler and masking tape.
-Explore, join and combine wood, paper based materials and provided materials via construction kits. 
-Use rulers and measuring, tapes with some purpose.
-Undertaking simple in and out threading techniques.
	-Say what they like about their product.
-Say what they would improve the next time they have made it. 
-Begin to return to ideas to refine their ideas

	Y1
	-Draw on own experience to generate ideas
-understand the development of existing products
-explain what a product is for, how it works, what materials have been used
-suggest ideas and explain what they are going to do
-develop ideas though talk and simple drawings
-make templates and mock-ups of their ideas
-communicate how they want to construct their product
	-Begin to make their design using appropriate techniques. 
-With help measure, mark out, cut and shape a range of materials. 
-Explore using tools e.g. scissors and a hole punch safely. 
-Begin to assemble, join and combine materials and components together using a variety of temporary methods e.g. glues or masking tape. 
-Begin to use simple finishing techniques to improve the appearance of their product. 
-Select appropriate resources and tools for their building projects.
	-Start to evaluate their product by discussing how well it works in relation to the purpose (design criteria).
-When looking at existing products explain what they like and dislike about the products and why.
-Begin to evaluate their products as they are developed, identifying strengths and possible changes they might make next time.

	Y2
	-generate ideas by drawing on their own and the experiences of others
-develop their design ideas through discussion, observation, drawing and modelling
-identify a purpose for what they intend to design and make
-identify a target group for what they design and make based on a design criterion
-Develop their ideas through talk and drawings and label parts
-make templates and mock-ups of their ideas
-begin to explain why they chose a certain material
-develop their own ideas through given starting points
	-Begin to select tools and materials; use correct vocabulary to name and describe them.
-With help measure, cut and score with some accuracy.
-Learn to use hand tools safely and appropriately.
-Start to assemble, join and combine materials in order to make a product.
-Start to choose and use appropriate finishing techniques based on own ideas 
-Select the best tools and materials.
-Be able to join things (materials/ components) together in different ways. 
-Measure materials 
	-Evaluate their work against their design criteria. 
-Look at a range of existing products explain what they like and dislike about products and why.
-Start to evaluate their products as they are developed, identifying what went well and possible changes they might make next time. 
-With confidence talk about their ideas.

	Y3
	-With growing confidence generate ideas for an item, considering its purpose and the user/s.
-Start to order the main stages of making a product. 
-Identify a purpose and establish criteria for a successful product. 
-Understand how well products have been designed, made, what materials have been used and the construction technique. 
-Learn about inventors, designers, engineers, chefs and manufacturers who have developed ground-breaking products. 
-Start to understand whether products can be recycled or reused. 
-Know to make drawings with labels when designing.
-When planning, explain their choice of materials and components including function and aesthetics. 
-Put together a step-by-step plan which shows the order and also what equipment and tools they need. 
	-Select a wider range of tools and techniques for making their product. 
-Explain their choice of tools and equipment in relation to the skills and techniques they will be using.
-Measure, mark out, cut, score and assemble components with more accuracy.  
-Use equipment safely. 
-Attempt to make sure that their product looks attractive. 
-Make choices of material both for its appearance and qualities. -Select the most appropriate tools and techniques to use for a given task
-Work accurately to make cuts and holes – e.g. to measure and then use equipment to cut.
-Try alternative ways of fixing something if the first attempt is not successful.
	-Start to evaluate their product against original design criteria e.g. how well it meets its intended purpose.
-Suggest some improvements and say what was good and not so good about their original design. 
-Begin to disassemble and evaluate familiar products and consider the views of others to improve them. 
-Begin to evaluate how the key designs of individuals in design and technology have helped shape the world.
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