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Designing, making and evaluating with purpose
Investigate → Design → Make → Test → Evaluate → Improve


1. Design Technology at North Mead
At North Mead, Design Technology teaches children to identify needs, generate ideas, make purposeful products, test them and improve them. Good design combines purpose, function, creativity and technical knowledge.
	Design process
	What this means

	Investigate
	Explore existing products, users, contexts, materials and technical systems; identify what makes products effective.

	Design
	Identify a user and purpose, develop design criteria, generate alternatives and communicate ideas increasingly precisely.

	Make
	Select appropriate tools, materials, components and processes; work safely and with increasing accuracy.

	Test
	Check function, reliability, strength, stability, movement, taste or other relevant performance criteria.

	Evaluate
	Judge the product against design criteria, user need and technical performance; use feedback and evidence.

	Improve
	Modify designs and products in response to testing. Iteration is part of designing, not an optional final step.


The progression principle
Progress in DT is not simply making more complicated products. It is seen in increasingly precise design communication, stronger technical knowledge, more accurate construction, better-informed material/component choices, systematic testing, responsiveness to users and increasingly independent iteration.
Curriculum entitlement
Across Years 1–6, pupils revisit structures, mechanisms/mechanical systems, textiles, food and electrical/programmable systems with increasing technical sophistication. Each project has a meaningful user, purpose or problem so that pupils learn to think and act as designers rather than simply follow craft instructions.
Inclusion and challenge
Access may be supported through visual modelling, adapted tools, pre-cut or partially prepared materials where necessary, jigs/templates, vocabulary support, step-by-step rehearsal and alternative ways to record design thinking. Adaptation should preserve the design problem and intellectual ambition. Greater depth is demonstrated through independent choices, precision, technical reasoning, iteration and critical evaluation.
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Every Child. Every Lesson. Every Day.Every Child. Every Lesson. Every Day.
2. Design Technology Curriculum at a Glance
	Unit
	Enquiry
	DT focus
	Progression emphasis
	Designed outcome

	Y1 U2
	What is Special About London?
	Structures
	Stability, joining, strengthening, user and purpose
	A stable model structure linked to a London landmark

	Y1 U4
	How Do We Know About the Past?
	Textiles
	Cutting, shaping, joining, decorating, simple functional product
	A simple textile keepsake or pouch

	Y1 U5
	What is Beyond Our World?
	Mechanisms
	Wheels, axles, movement, testing and improving
	A moving product using wheels and axles

	Y2 U1
	Why Do People Live in Different Places?
	Structures
	Strengthening, stabilising, material choice
	A strengthened structure designed for a user/context

	Y2 U4
	How Do Stories Reflect Belief?
	Mechanisms
	Sliders, levers, pivots
	A moving story page/card using a slider or lever

	Y2 U5
	Why Are Journeys Important?
	Food
	Healthy diet, provenance, preparation
	A healthy food product suitable for a journey

	Y3 U2
	How Does Climate Shape How People Live?
	Textiles
	Material properties, seams, pattern pieces, fastenings
	A functional textile product suited to a climate/user

	Y3 U4
	Why Do Oceans Matter?
	Structures
	Frames, shells, strengthening and reinforcement
	A strengthened structural product

	Y3 U5
	How Do Journeys Transform Places?
	Mechanisms
	Levers, linkages, prototypes
	A working product using a lever/linkage mechanism

	Y4 U1
	How Do Humans and Animals Interact?
	Electrical Systems
	Circuits, switches, outputs, purposeful products
	A working electrical product to warn, signal or support wildlife protection

	Y4 U4
	What is Life Like on Islands?
	Food
	Seasonality, provenance, cooking techniques
	A healthy savoury dish using seasonal ingredients

	Y4 U6
	How Has Our Local Area Changed?
	Structures
	Frame structures, reinforcement, sustainable design
	A model structure designed to improve or serve the local area

	Y5 U2
	What Can We Learn from Anglo-Saxons?
	Textiles
	Pattern pieces, seams, fastenings, accuracy
	A functional textile product influenced by Anglo-Saxon design

	Y5 U4
	Why Is Education a Right?
	Electrical Systems
	More complex circuits, user-centred design
	A functional electrical study aid for a specified user

	Y5 U5
	How Do Humans Impact the Environment?
	Food
	Seasonality, sustainability, cooking techniques
	A healthy, predominantly savoury dish with lower environmental impact

	Y6 U2
	Why Should We Protect Endangered Species?
	Programmable / Electrical Systems
	Sensors, inputs/outputs, programming, testing
	A programmable conservation device

	Y6 U4
	How Do Humans Adapt?
	Technical Textiles
	Functional properties, accurate construction, rigorous testing
	A functional technical-textile product for a specified need

	Y6 U5
	Why Do People Explore?
	Mechanical Systems
	Gears, pulleys, cams, technical performance
	A working exploration device using gears, pulleys or cams




3. Progression of Design Knowledge and Practice
	Strand
	KS1 foundations
	Lower KS2 development
	Upper KS2 sophistication

	Investigating products
	Explore familiar products; say who they are for and what they do; notice simple materials and mechanisms.
	Investigate products and systems in context; identify materials, components, construction and how these meet user needs.
	Analyse products critically; identify trade-offs, innovation, sustainability and technical performance; use findings to shape design decisions.

	User, purpose & criteria
	Design for a simple stated user/purpose; contribute to simple criteria.
	Identify users and purposes; generate increasingly specific, measurable design criteria.
	Research and prioritise user needs; develop precise criteria balancing function, reliability, appearance, sustainability and constraints.

	Generating & communicating ideas
	Talk, draw, label and use simple templates/models.
	Use annotated sketches, pattern pieces, prototypes, models and simple cross-sectional views.
	Use increasingly precise technical diagrams, exploded/digital/CAD drawings where appropriate, prototypes and specifications.

	Materials & components
	Select from a limited range based on simple properties; cut, shape and join safely.
	Select materials/components for strength, rigidity, flexibility, durability, insulation, appearance or food properties.
	Justify selection using functional properties, sustainability, accuracy, cost/user needs and technical requirements.

	Making & accuracy
	Use basic tools and joining techniques with growing control.
	Measure, mark, cut, join and assemble with greater accuracy; use seams, reinforcement, circuits and mechanisms purposefully.
	Construct accurately and independently; integrate multiple components/systems; manage tolerances and functional detail.

	Testing & iteration
	Test whether a product works; make a simple improvement.
	Test against criteria and user need; identify causes of failure and refine designs/products.
	Plan systematic tests; gather evidence, evaluate reliability/performance and iterate in response to evidence and user feedback.

	Evaluation
	Say what works, what they like and one thing to improve.
	Evaluate against design criteria and explain specific strengths/improvements.
	Critically evaluate against user need, technical performance, sustainability and constraints; justify modifications.

	Technical knowledge
	Build early knowledge of stability, joining, wheels/axles, sliders/levers, textiles and food preparation.
	Develop structures, linkages, electrical systems, seams/pattern pieces, seasonality and cooking techniques.
	Apply more complex circuits, programmable control, technical textiles, gears/pulleys/cams, sustainable food and rigorous testing.




4. Technical Knowledge Progression by Domain
	Domain
	Foundation
	Next step
	Further development
	Advanced
	Progression story

	Structures
	Y1: stability, joining, strong/wide bases, strengthening.
	Y2: stabilising and material choice.
	Y3: frame/shell structures, reinforcement.
	Y4: frame structures, braces, triangulation, material properties, sustainable design.
	Pupils move from making something stand up to reasoning about loads, rigidity, reinforcement and user/environmental need.

	Mechanisms / Mechanical Systems
	Y1: wheels, axles and movement.
	Y2: sliders, levers and pivots.
	Y3: levers, linkages and prototypes.
	Y6: gears, pulleys and cams; selection for technical purpose.
	Progress moves from recognising movement to deliberately controlling/changing movement and selecting systems for performance.

	Textiles
	Y1: cut, shape, join and decorate a simple product.
	Y3: material properties, seams, pattern pieces and fastenings.
	Y5: accurate pattern pieces, seams and fastenings.
	Y6: technical textiles, functional properties, accurate construction and rigorous testing.
	Textile work becomes increasingly functional, accurate and driven by material properties and user need.

	Electrical / Programmable Systems
	Y4: complete circuits, switches and outputs such as bulbs/buzzers/motors.
	Y5: more complex circuits and user-centred electrical products.
	Y6: sensors, inputs, processes, outputs and programmable control.
	Pupils progress from incorporating a simple circuit to integrating and programming systems reliably for a real purpose.
	

	Food & Nutrition
	Y2: healthy diet, food origins and safe preparation.
	Y4: seasonality, provenance and cooking techniques.
	Y5: sustainability, food miles, production, nutrition and increasingly accurate cooking.
	Pupils move from preparing a healthy product to balancing nutrition, provenance, seasonality, sustainability, taste, value and user need.
	


Design communication progression
	Phase
	Expected design communication

	Years 1–2
	Simple drawings, labels, templates and verbal design criteria.

	Year 3
	Annotated sketches, pattern pieces and prototypes.

	Year 4
	Annotated sketches, models and simple cross-sectional views.

	Year 5
	More precise pattern pieces and technical diagrams.

	Year 6
	Exploded, digital or CAD drawings where appropriate; technical communication chosen to suit the design problem.




5. Food and Nutrition Progression
	Year
	Knowledge and practice
	Curriculum application

	Year 2
	Healthy diet; food comes from plants/animals; simple preparation; design for user/purpose; evaluate taste, appearance and suitability.
	Healthy food product for a journey.

	Year 4
	Balanced diet; seasonality and provenance; broader preparation/cooking techniques; safe working; evaluate nutrition, taste, appearance and suitability.
	Healthy savoury dish using seasonal ingredients.

	Year 5
	Food production and environmental impact; food miles; grown/reared/caught/processed; sustainability, nutrition, cost and user need; increasing cooking accuracy.
	Healthy, predominantly savoury dish designed for lower environmental impact.


Food teaching should develop practical competence and understanding together. Pupils should know why ingredients and techniques are selected, not simply follow a recipe.
Safety and independence
Teachers explicitly teach safe use of tools, equipment, electrical components and food-preparation processes. Independence increases only when pupils demonstrate the knowledge and control needed to work safely. Risk management should enable practical learning rather than remove it.


6. Designers, Engineers and Real-World Contexts
Pupils should encounter designers, engineers, inventors and design developments where they deepen understanding of a unit. References help pupils understand that designed products evolve through research, constraints, testing and iteration.
	Curriculum home
	Reference/context
	Why it matters

	Y4 U1
	Wildlife warning/protection products
	How electrical systems can solve real human/environmental problems.

	Y4 U6
	Local structures and built environment
	How structures serve communities and how materials/reinforcement affect performance.

	Y5 U4
	James Dyson
	Iterative design, prototyping and improvement.

	Y5 U5
	Food producers and sustainable food systems
	How design decisions connect health, production, transport, resources and environmental impact.

	Y6 U2
	Conservation technology
	Sensors, monitoring, warning/protection systems and reliability.

	Y6 U5
	Mechanical products and engineering systems
	How gears, pulleys and cams alter movement and technical performance.


Sustainability in DT
Sustainability develops from thoughtful use of materials and reducing waste towards explicit consideration of material impact, food miles, resource use, durability, efficiency and competing design priorities. Pupils should understand that sustainable design involves informed choices and trade-offs rather than a single 'green' answer.


7. Vocabulary Progression
	Phase
	Indicative vocabulary

	EYFS
	build, join, cut, shape, strong, weak, move, fix, material, tool, make, change

	Year 1
	design, user, purpose, structure, stable, join, strengthen, wheel, axle, textile, template, test

	Year 2
	criteria, material, stabilise, slider, lever, pivot, mechanism, ingredient, prepare, healthy, evaluate

	Year 3
	properties, seam, pattern piece, fastening, frame, shell, reinforce, linkage, prototype, annotate

	Year 4
	circuit, component, switch, output, brace, triangulation, rigidity, seasonality, provenance, cross-sectional view

	Year 5
	user need, specification, durability, electrical system, sustainability, food miles, production, technical diagram, refine

	Year 6
	sensor, input, process, output, programmable control, reliability, technical textile, functional property, gear, pulley, cam, exploded view, CAD, iteration




8. National Curriculum Coverage
	Statutory entitlement
	North Mead curriculum coverage

	KS1 Design: purposeful, functional, appealing products for themselves/others based on design criteria
	All KS1 DT units identify a product, purpose and user; criteria become more explicit through Y1–2.

	KS1 Design: generate, develop, model and communicate ideas
	Simple drawings, talking, templates and models are used across structures, textiles and mechanisms.

	KS1 Make: select/use tools and equipment; select/use materials/components
	Cutting, shaping, joining, textiles, structures, mechanisms and food provide repeated practical application.

	KS1 Evaluate: explore/evaluate existing products and own ideas/products
	Investigation and testing are built into each project, with pupils identifying improvements.

	KS1 Technical knowledge: build structures; explore mechanisms
	Structures in Y1/Y2; wheels/axles in Y1; sliders/levers/pivots in Y2.

	KS2 Design: research and develop criteria for intended users; communicate increasingly sophisticated ideas
	Projects move to annotated sketches, prototypes, pattern pieces, models, cross-sectional/exploded/digital/CAD communication where appropriate.

	KS2 Make: select and use a wider range of tools/materials/components accurately
	Textiles, reinforced structures, electrical systems, technical textiles, food and mechanical systems provide increasing technical demand.

	KS2 Evaluate: investigate products/individuals; evaluate against criteria and improve
	Pupils increasingly analyse existing products and use systematic testing/user feedback to refine.

	KS2 Technical knowledge: strengthen structures; mechanical systems; electrical systems; computing in products
	Frames/reinforcement Y3–4; levers/linkages Y3; circuits Y4–5; programmable control Y6; gears/pulleys/cams Y6.

	Cooking & nutrition: healthy diet, origins/provenance, preparation/cooking, seasonality
	Progressive food units in Y2, Y4 and Y5 secure healthy eating, provenance, seasonality, preparation/cooking and sustainability.




9. Assessment: What Increasing Sophistication Looks Like
	Assessment lens
	Questions for teachers and leaders

	Problem & user
	Can the pupil explain the problem, intended user and purpose?

	Technical knowledge
	Can the pupil retrieve and apply relevant knowledge about structures, mechanisms, textiles, electrical/programmable systems or food?

	Design decisions
	Can the pupil generate alternatives and justify choices rather than simply reproduce a teacher model?

	Communication
	Can the pupil communicate a design at an age-appropriate level of precision?

	Making
	Can the pupil select and use tools, materials and components safely, accurately and increasingly independently?

	Function
	Does the product work for its intended purpose and user?

	Testing
	Can the pupil test relevant aspects of performance and use evidence rather than opinion?

	Iteration
	Does testing lead to meaningful changes to the design or product?

	Evaluation
	Can the pupil evaluate against criteria, user need and technical performance using appropriate vocabulary?

	Transfer
	Can the pupil use previous technical knowledge when faced with a new design problem?


Evidence of learning
Evidence should come from design thinking, annotated drawings/models/prototypes, practical making, technical vocabulary, testing, pupil explanation, evaluation and the finished product. A visually polished product is not, by itself, evidence of strong DT if the pupil cannot explain the design decisions, technical knowledge and improvements behind it.
Subject leadership: what to look for
Monitoring should test whether pupils are becoming better designers: Do they understand users and purposes? Is technical knowledge cumulative? Are designs increasingly precise? Do pupils make genuine choices? Is construction becoming more accurate? Does testing lead to iteration? Can pupils retrieve and apply previous DT learning in new contexts?
End point: what success looks like
By the end of Year 6, pupils should be able to investigate a design problem, identify users and needs, generate and communicate viable ideas, select appropriate materials/components, apply technical knowledge, construct safely and accurately, test systematically, improve through iteration and evaluate critically. They should understand that effective design balances function, user need, creativity, reliability and responsible use of resources.
