	These are the skills that children need to learn to make progress:

a. observe and explore to generate ideas, define problems and pose questions in order to develop investigations and products

b. engage safely in practical investigations and experiments and gather and record evidence by observation and measurement

c. apply practical skills to design, make and improve products safely, taking account of users and purposes

d. communicate and model in order to explain and develop ideas, share findings and conclusions

e. to continually make systematic evaluations when designing



	Which skills are the children learning?
	What Core Knowledge will the children acquire? KS1
	What Core Knowledge will the children acquire? KS2

	DT
	KS1
	1. to explore changes in the way things move by using push and pull forces

2. to explore simple mechanisms and structures to investigate how they work

3. to give instructions to make things happen using programmable devices

4. to explore simple electrical circuits and find out how electricity is used in the home, at school and in some products

5. to explore sources of light and sound and how we sense them

6. to explore ways of looking after living things and keeping them alive and healthy

7. to investigate their local environment and use their findings to inform actions to care for and improve it.
	Design 

· design purposeful, functional, appealing products for themselves and other users based on design criteria 

· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology 

Make 

· select from and use a range of tools and equipment to perform practical tasks such as cutting, shaping, joining and finishing 

· select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics 

Evaluate 

· explore and evaluate a range of existing products 

· evaluate their ideas and products against design criteria 

Technical knowledge 

· build structures, exploring how they can be made stronger, stiffer and more stable 

· explore and use mechanisms, such as levers, sliders, wheels and axles, in their products. 

Food

•
use the basic principles of a healthy and varied diet to prepare dishes 

•
understand where food comes from
	Design 

· use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups 

· generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design 

Make 

· select from and use a wider range of tools and equipment to perform practical tasks, such as cutting, shaping, joining and finishing, accurately 

· select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities 

Evaluate 

· investigate and analyse a range of existing products 

· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work 

· understand how key events and individuals in design and technology have helped shape the world 

Technical knowledge 

· apply their understanding of how to strengthen, stiffen and reinforce more complex structures 

· understand and use mechanical systems in their products, such as gears, pulleys, cams, levers and linkages 

· understand and use electrical systems in their products, such as series circuits incorporating switches, bulbs, buzzers and motors 

· apply their understanding of computing to programme, monitor and control their products.

Food

· understand and apply the principles of a healthy and varied diet 

· prepare and cook a variety of predominantly savoury dishes using a range of cooking techniques 

· understand seasonality, and know where and how a variety of ingredients are grown, reared, caught and processed. 

	
	LKS2
	1. to apply knowledge, skills and understanding when designing and making products using construction materials and textiles

2. to use a variety of methods to explore design alternatives and to test fitness for purpose of materials, components and techniques

3. to apply knowledge of mechanical and electrical control when designing and making functional products

4. to refine sequences of instructions to control events or make things happen using ICT
	· 
	· 

	
	UKS2
	1. to make controllable systems or models, devising and refining sequences of instructions taking into account users, purposes and needs

2. to consider the implications of familiar designs and products for the environment and different communities
	· 
	· 

	ICT
	KS1
	It is important that we understand how ICT skills progress throughout the primary phase, taking into account children’s use of technology both in and beyond school. 

The application of ICT skills across the wider curriculum provides opportunities for learners to use ICT to support communication and collaboration, enquiry, creative and critical thinking. The aim is for children to become proficient, independent and discerning users of technology who recognise when and where ICT can enhance their learning and employ appropriate strategies to stay safe.
	Computing

· understand what algorithms are; how they are implemented as programs on digital devices; and that programs execute by following precise and unambiguous instructions 

· create and debug simple programs 

· use logical reasoning to predict the behaviour of simple programs 

· use technology purposefully to create, organise, store, manipulate and retrieve digital content 

· use technology safely and respectfully, keeping personal information private; know where to go for help and support when they have concerns about material on the internet 

· recognise common uses of information technology beyond school. 
	Computing

· design, write and debug programs that accomplish specific goals, including controlling or simulating physical systems; solve problems by decomposing them into smaller parts 

· use sequence, selection, and repetition in programs; work with variables and various forms of input and output 

· use logical reasoning to explain how some simple algorithms work and to detect and correct errors in algorithms and programs 

· understand computer networks including the internet; how they can provide multiple services, such as the world-wide web; and the opportunities they offer for communication and collaboration 

· use search technologies effectively, appreciate how results are selected and ranked, and be discerning in evaluating digital content 

· use technology safely, respectfully and responsibly; know a range of ways to report concerns and inappropriate behaviour 

· select, use and combine a variety of software (including internet services) on a range of digital devices to accomplish given goals, including collecting, analysing, evaluating and presenting data and information. 

	
	LKS2
	
	· 
	· 

	
	UKS2
	
	· 
	· 

	How will the children be enabled to do this? ‘Breadth of Learning’

	a. When investigating science and design and technology children should:

1.
share their expertise in subjects that interest them and respond to relevant and current issues, locally and in the national media

2.
apply their knowledge and understanding in real-life contexts, relating it to the world around them and visiting places to learn about science and design and technology

3.
work with experts and enthusiasts to find out how science and design and technology are used and applied in day-to-day life.

b. Children should use investigations and designing and making activities to:

1.
explore a range of familiar and less familiar contexts, environments and products

2.
develop practical skills that will help them to carry out investigations and to make functional products from their design ideas.

3.
use design and technology contexts to develop scientific understanding and apply their scientific knowledge to inform their designing and making

4.
work collaboratively towards a common goal by sharing ideas, making compromises, negotiating and providing feedback.

c. When applying their knowledge and understanding of science and design and technology children should:

1.
think creatively and inventively about how things work10, identify patterns and establish links between causes and effects

2.
test their ideas through practical activities and review their own and others’ ideas and investigations, designs and products

3.
carry out their own investigations, deciding what kind of evidence to collect and what equipment and materials to use

4.
suggest the results they expect and explain their observations and the significance and limitations of the conclusions they draw.

d. When developing their own design ideas children should:

1.
explore ways of improving designs for products, mechanisms, structures, systems and control

2.
investigate different materials, and use them to provide functional solutions to meet user needs, evaluating and refining their products as they work.


TECHNOLOGY


