Design and Technology Progression of Skills at Tannery Drift First School

Skill Early Years Year 1 Year 2 Year 3 Year 4
Generate ideas by Generate ideas for an item, Generate ideas, considering the
Draw on their own drawing on their own and | considering its purpose and purposes for which they are
Expressing Arts and Design experience to help generate other people's experiences. | the user(s). designing.
Development Matters: Age 3&4 ideas
Explore different materials freely, to develop their ’ Develop their design ideas | Identify a purpose and Make labelled drawings from
Ii;ieasl ﬂbol:lt.how tO.;SG thef; ‘;ﬂd ‘Q/hqs to n}:?':le- Suggest ideas and explain through discussion, establish criteria for a different views showing specific
evelop their own ideas and then decide whicl i i
materizls o 126 to £xpress them, what they are going to do, ?:5;2(3:1[0“’ drawing and successful product. features.
Generating | Development Matters: Age 4&5 g I he ord. kb Devel L id hat h
Ideas Create collaboratively, sharing ideas, resources and Identify a target group for . P an't e order of work before evelop a cledr Ldea of what has to
; : g be done, planning how to use
skills what they intend to design Identify a purpose for starting 1€, pranning
and make. whgt they intend to materials, equipment aqd processes,
Early Learning Goal design and make. Explore, develop and and suggesting alternative methods
Safely use and explore a variety of materials, tools . L communicate design of making, if the first attempts fail.
ﬂﬂ{i tz’ChﬂiqueS, experimenting %’Vi{h colour, design, Devclalgp th'el(;.deSLgn Ldea; . Identify simple design proposals by modeglling ideas. ' 9 fthe pref
texture, form and function. appl.ymg fin u;lgs from their criteria Evaluate products and identify
eartier research. Make simple drawings Make drawings with labels criteria that can be used for their
and label parts. when designing. own designs.
Expressing Arts and Design
Development Matters: Age 3&4
Join different materials and explore different
textures.
Development Matters: Age 4&5
Create collaboratively, sharing ideas, resources and Select appropriate tools
skills With support select and equipmeqt for the Select and use a range of Think about their ideas (l:ts'theg
Physical Development appropriate tools and pur{) 0se dﬁsc;ﬁ)e and tools and materials to suit a rr;lake pr;?ress .ariﬁ'behvillh?g
Development Matters: Age 3&4 equipment for the purpose. E);?n(;ltsv:dy ey are given purpose. fm?)r:g\fe tﬁr;?rsvecorkts eips them
Making Use one-handed tools and equipment, for example, ’ ’

making snips in paper with scissors.

Development Matters: Age 4&5

Develop their small motor skills so that they can use
a range of tools competently, safely and confidently.
Suggested tools: pencils for drawing and writing,
paintbrushes, scissors, knives, forks and spoons

Early Learning Goal
Safely use and explore a variety of materials, tools
and techniques, experimenting with colour, design,
texture, form and function.

Use simple finishing
techniques to improve the

appearance of their product.

Use simple finishing
techniques to improve the
appearance of their
product with more detail
and accuracy.

Use finishing techniques

strengthen and improve the
appearance of their product
using a range of equipment.

Use finishing techniques strengthen
and improve the appearance of their
product using a range of equipment,
adjusting as necessary.




Evaluating

Expressing Arts and Design

Development Matters: Age 4&5

Return to and build on their previous learning,
refining ideas and developing their ability to
represent them.

Early Learning Goal
Creating with Materials
Share their creations, explaining the process they
have used.

Evaluate their product by
discussing how well it works
in relation to the purpose.

Evaluate their products as
they are developed,
identifying strengths and
possible changes they might
make.

Evaluate their product by
asking questions about what
they have made and how
they have gone about it.

Evaluate against their
design criteria.

Evaluate their products as
they are developed,
identifying strengths and
possible changes they
might make.

Talk about their ideas,
saying what they like and
dislike about them.

Evaluate their product
against original design
criteria e.g. how well it
meets its intended purpose.

Disassemble and evaluate
familiar products.

Evaluate their work both during and
at the end of the assignment.

Evaluate their products carrying out
appropriate tests.




Skill

Early Years

Key Stage 1

Key Stage 2

Food &
Nutrition

Physical Development

Development Matters: Age 3&4

Use one-handed tools and equipment,
for example, making snips in paper
with scissors.

Development Matters: Age 4&5
Develop their small motor skills so
that they can use a range of tools
competently, safely and confidently.
Suggested tools: pencils for drawing
and writing, paintbrushes, scissors,
knives, forks and spoons.

Personal, Social, Emotional
Development Matters: Age 3&4
Make healthy choices about food,
drink, activity and toothbrushing.
Development Matters: Age 4&5
Know and talk about the different
factors that support their overall
health and wellbeing:

- regular physical activity

- healthy eating

Early Learning Goals

Personal, Social, Emotional
Manage their own basic hygiene and
personal needs, including dressing,
going to the toilet and understanding
the importance of healthy food choices

Physical Development
Use a range of small tools, including
scissors, paintbrushes and cutlery.

Understand that we all need a balanced diet to be healthy and

active.

Understand that we need to eat more or less of different foods.

Understand what makes a healthy and balanced diet.

Understand that different foods and drinks provide different substances
that enable the body to be healthy and active.

Use the eat well plate.

Follow basic food safety rules when preparing and cooking food.

Get ready to cook: tie back long hair, wash and dry hands, put on a

clean apron.

Follow basic food safety rules when preparing and cooking food.

Understand how bacteria in food can cause food poisoning or food to go

mouldy.

Get ready to cook: tie back long hair, wash and dry hands, put on a clear
apron, clean and prepare area for cooking.

Follow basic food safety rules when preparing and cooking food.

Use measuring spoons for liquids, solids and dry ingredients.

Use a jug to measure liquids.

Use weighing scales.

With supervision:

use the bridge hold to cut harder
food using a serrated knife e.g.
apple pieces

Mash

Peel

With supervision:

Use the bridge hold to cut
harder food using a serrated
knife e.g. apple pieces

Use the claw grip to cut soft
foods using a knife e.g. a
tomato

Cut evenly sized pieces of food
Use lemon squeezer

With supervision:
Use the claw grip to cut harder food
Use a serrated knife, e.g. grate a carrot

With supervision:

Use both the bridge and claw grip
to cut the same food using a
vegetable knife, e.g. an onion

Use a garlic crusher

Sift, mix, stir and combine liquid
and dry ingredients.

With hands rub fat into flour.

Sift, mix, stir and combine
liguid and dry ingredients.

With hands rub fat into flour.

Crack an egg and beat together
using a fork.

Sieve dry ingredients.
Use hands to rub fat into flour.

Crack and egg and whisk.

Mix and combine wet and dry ingredients to form a dough.

With supervision:
Use a small knife for spreading

Use a rolling pin to roll and flatten dough

Knead and shape dough




Skill

Early Years

Year 1

Year 2

Year 3

Year 4

Physical Development
Development Matters: Age 3&4
Use one-handed tools and

Introduced to vocabulary to name
and describe tools and materials:
e.g. scissors, hole punch, ruler.

Begin to select tools and materials:

e.g., hand drills, awl.

Select appropriate tools for making
their products: e.g., hacksaws,
mitre blocks.

Select tools and techniques for
making their product: e.g.,
hammers, screw drivers.

Use tools safely.

Use hand tools safely and
appropriately.

using appropriate tools, equipment
and techniques safely.

Work safely and accurately with a
range of simple tools.

With help measure, mark out, cut

Measure, cut and score with some

Measure, mark out, cut and shape

Measure, mark out, cut, score and
assemble components with more

Structures equipment, for example, making and shape a range of materials. accuracy. a range of materials. accuracy.
snips in : Assemble, join and combine - . . . .
paper with scissors terial ! d ¢ Assemble, join and combine Joi d bi terial d Join and combine materials and
Development Matters: Age 4&5 'r:na irhla s an compgrlten > materials in order to make a on an ctom ine n;al ertats an components accurately in
Develop their small motor skills so ogether using a variety of product. components accurately. temporary and permanent ways.
that they can use a range of tools methods.
tently, . : . : ; :
gz;;&e;:d gonﬁdentlg. Suggested Explore how freestanding structures can be made stronger, stiffer and Apply their understanding of how to strengthen, stiffen and reinforce
tools: pencils for drawing and more stable. more complex structures
writing, Measure, tape or pin, cut and join
paintbrushes, scissors, knives, forks I '
and spoons. fabric with some accuracy.
: : h ic using simpl
Cut and shape fabric. Cut and shape fabric Cut and snape fabric using simple . .
pattern pieces. Create their own simple pattern
U Early Learning Goals Use simple methods for joining Join fabric to make a use basic . . . pleces.
se a range of small tools, including bri Jue. laci ing techni . Join fabrics using a range of
Textiles scissors, paintbrushes and cutlery. | fabric e.g. glue, lacing. sewing techiniques e.g. running different stitches e.g. blanket Join fabrics using a range of
stitch, over stitch. ! . . . g
. . stitch, cross stitch. different stitches and fastenings
Decorate using a range of item e.g. .
. . . . . e.g. buttons, poppers, Velcro, zips.
Jfabric paint/pens, sequins, beads, Decorate using a range of items - . . . .
. Embellish using simple applique
ribbon. e.g. buttons. : .
techniques. Use more complex techniques for
decoration e.g. cut away, fusible
elements.
Mechanisms/ gndelrstanding the World Know about movement of simple Know about movement of simple Know about movement of simple Know how simple electrical
Electrical E:Vfofngattﬁ;ﬂ:r\ioége 384 mechanisms such as levers, sliders, | mechanisms such as wheels and mechanisms such as levers and circuits and components can be
systems P g ' pop ups. axles. linkages or pneumatic systems. used to create functional products.




