
 

  



 

Design and Technology 

To master practical skills 

Threshold Concept Milestone 1 
Year 1 and 2 

Milestone 2 
Year 3 and 4 

Milestone 3 
Year 5 and 6 

Food • Cut, peel or grate ingredients safely 
and hygienically. 
• Measure or weigh using measuring 
cups or electronic scales. 
• Assemble or cook ingredients. 

• Prepare ingredients hygienically using 
appropriate utensils. 
• Measure ingredients to the nearest 
gram accurately. 
• Follow a recipe. 
• Assemble or cook ingredients 
(controlling the temperature of the oven 
or hob, if cooking). 

• Understand the importance of correct 
storage and handling of ingredients 
(using knowledge of micro-organisms). 
• Measure accurately and calculate 
ratios of ingredients to scale up or down 
from a recipe. 
• Demonstrate a range of baking and 
cooking techniques. 
• Create and refine recipes, including 
ingredients, methods, cooking times 
and temperatures. 

Materials, Mechanics and 
Construction  

• Measure and mark out to the nearest 
centimetre. 
• Demonstrate a range of cutting and 
shaping techniques (such as tearing, 
cutting, folding and curling) in a safe 
manner using the tools provided. 
• Demonstrate a range of joining 
techniques (such as gluing, hinges or 
combining materials to strengthen).  
• Create products using levers, sliders 
and winding mechanisms. 
• Use materials to practise drilling, 
screwing, gluing and nailing materials to 
make and strengthen products. 

• Cut materials accurately and safely 
by selecting appropriate tools. 
• Measure and mark out to the 
nearest millimetre. 
• Apply appropriate cutting and shaping 
techniques that include cuts within 
the perimeter of the material (such as 
slots or cut outs). 
• Select appropriate joining techniques. 
• Use scientific knowledge of the 
transference of forces to choose 
appropriate mechanisms for a product 
(such as levers, winding mechanisms, 
pulleys and gears). 
• Choose suitable techniques to 
construct products or to repair items. 
• Strengthen materials using suitable 
techniques. 

• Cut materials with precision and refine 
the finish with appropriate tools (such as 
sanding wood after cutting or a more 
precise scissor cut after roughly cutting 
out a shape). 
• Show an understanding of the qualities 
of materials to choose appropriate tools 
to cut and shape (such as the nature of 
fabric may require sharper scissors than 
would be used to cut paper). 
• Create circuits using electronics kits 
that employ a number of components 
(such as LEDs, resistors, transistors and 
chips). 
• Convert rotary motion to linear using 
cams. 
• Use innovative combinations of 
electronics (or computing) and 
mechanics in product designs. 
• Develop a range of practical skills to 
create products (such as cutting, drilling 
and screwing, nailing, gluing, filing and 
sanding). 



 

Textiles • Shape textiles using templates. 
• Join textiles using running stitch. 
• Colour and decorate textiles using a 
number of techniques (such as dyeing, 
adding sequins or printing). 

• Understand the need for a seam 
allowance. 
• Join textiles with appropriate stitching. 
• Select the most appropriate 
techniques to decorate textiles. 

• Create objects (such as a cushion) 
that employ a seam allowance. 
• Join textiles with a combination of 
stitching techniques (such as back stitch 
for seams and running stitch to attach 
decoration). 
• Use the qualities of materials to create 
suitable visual and tactile effects in the 
decoration of textiles (such as a soft 
decoration for comfort on a cushion). 

Threshold Concept Milestone 1 
Year 1 and 2 

Milestone 2 
Year 3 and 4 

Milestone 3 
Year 5 and 6 

To design, make, evaluate and 
improve 

• Design products that have a clear 
purpose and an intended user. 
• Make products, refining the design as 
work progresses. 
• Use software to design. 

• Design with purpose by identifying 
opportunities to design. 
• Make products by working efficiently 
(such as by carefully selecting 
materials). 
• Refine work and techniques as work 
progresses, continually evaluating the 
product design. 
• Use software to design and represent 
product designs. 

• Design with the user in mind, 
motivated by the service a product will 
offer (rather than simply for profit). 
• Make products through stages of 
prototypes, making continual 
refinements. 
• Ensure products have a high quality 
finish, using art skills where appropriate. 
• Use prototypes, cross-sectional 
Diagrams and computer aided designs 
to represent designs. 

  



 

Threshold Concept Milestone 1 
Year 1 and 2 

Milestone 2 
Year 3 and 4 

Milestone 3 
Year 5 and 6 

To take inspiration from design 
throughout history 

• Explore objects and designs to identify 
likes and dislikes of the designs. 
• Suggest improvements to existing 
designs. 
• Explore how products have been 
created. 

• Identify some of the great designers in 
all of the areas of study (including 
pioneers in horticultural techniques) to 
generate ideas for designs. 
• Improve upon existing designs, giving 
reasons for choices. 
• Disassemble products to understand 
how they work. 

• Combine elements of design from a 
range of inspirational designers 
throughout history, giving reasons for 
choices. 
• Create innovative designs that 
improve upon existing products. 
• Evaluate the design of products so as 
to suggest improvements to the user 
experience. 

 

  



 

TO MASTER PRACTICAL SKILLS 

Milestone: Prepare ingredients hygienically using appropriate utensils. 

Basic Advancing Deep 
 To be able to explain how to prepare food in 

a safe manner, particularly when handling 
sharp implements.  

 To be able to cut, peel and grate a variety of 
food types appropriately.   
 

 Choose the appropriate utensil for the task.  
 To know why hygiene is important and how 

good hygiene is achieved, demonstrating 
each time they handle food. 
 

 To explain the reason behind the technique 
and equipment chosen to get a desired 
outcome.   

Milestone: Measure ingredients to the nearest gram/millilitre accurately. 

Basic Advancing Deep 
 To know which measuring tool is most 

appropriate for the ingredient.   
 To recognise the abbreviations e.g. g, kg, ml 

etc.  

 To be confident in using weighing scales and 
other measuring tools accurately and with 
independence.  

 To understand why, how and when a scale 
will need zeroing.  

 Problem solving with weights and 
measurements for example converting 
between units.  



 

 

 

Milestone: Follow a recipe, assembling or cook ingredients as required (controlling the temperature of the oven or hob, if 
cooking). 

Basic Advancing Deep 
 To understand how a recipe is structured 

including: 

 Subheadings 

 Order 

 Lists (equipment/ingredients) 
 Follow a recipe to prepare and cook a simple 

piece of food with some direction as 
required.  

 To be able to follow a recipe independently 
to: 

 Select equipment 

 Select ingredients 

 Prepare the ingredients hygienically  

 Follow the method using the correct 
techniques 

 To demonstrate safe practice when 
preparing and cooking food.   

 To evaluate the recipe and suggest changes 
to suit their tastes.  

Milestone: Cut materials accurately and safely by selecting appropriate tools. 

Basic Advancing Deep 
 To understand the purpose of different tools 

and how they are used safely including: 

 Scissors 

 Saw 

 Drill 
 To measure to an accuracy of 5mm.  
 To know how to use a bench hook to safely 

cut a piece of wood.  

 To measure to a high degree of accuracy.  
 Demonstrate how to use the following tools 

in a safe manner: 

 Scissors 

 Saw 

 Drill 

 To understand how to ensure a straight cut 
that is perpendicular to the material where 
required.   

 



 

 

Milestone: Apply appropriate cutting and shaping techniques that include cuts within the perimeter of the material (such as 
slots or cut outs). 

Basic Advancing Deep 
 Understanding that when using scissors, they 

remain static and it is the paper that moves.  
 To cut out a design following guidelines 

accurately both in straight lines and curves.  
 To know when to use long cuts or short cuts 

e.g. long cuts for straight edges, short cuts 
for detail.  

 Demonstrating some skill in using scissors 
appropriately including the use of long and 
short cuts.  

 To know how to create cuts within a material 
such as holes or slots and demonstrate this.   

 To effectively choose the best technique to 
produce the desired outcome.  

Milestone: Select appropriate joining techniques. 

Basic Advancing Deep 
 To demonstrate appropriate application of 

glue.  
 To use different joining techniques including 

tabs (e.g.on 3d nets) and corner joins (e.g. on 
a wooden frame). 

 Having experience of different techniques 
including the use of a glue gun. 

 Selecting the best joining technique for the 
project. 

 Create their own joins such as tabs or corner 
joins.  

 To have an understanding of how to safely 
use a glue gun where appropriate.  

 To use these techniques with independence, 
accuracy and where appropriate, safely.   

  



 

Milestone: Use scientific knowledge of the transference of forces to choose appropriate mechanisms for a product (such as 
levers, winding mechanisms, pulleys and gears). 

Basic Advancing Deep 
 To be able to recognise the differences 

between a lever, winding mechanism, pulley 
and gear. 

 To demonstrate the movements/force 
transfers that different mechanisms make.  

 

 To be able to choose the correct mechanism 
to get the desired movement. 

 To be able to explain how each mechanism 
transfers forces into different outcomes.  

 To design and make a product that 
incorporates either a lever, winding 
mechanism, pulley or gear.  

 To incorporate multiple mechanisms in their 
designs to achieve a desired outcome.  

Milestone: Strengthen materials using suitable techniques. 

Basic Advancing Deep 
 To choose the most suitable material for the 

product.  
 To experiment with different ideas and 

techniques for strengthening a material.  

 To have an understanding and apply the 
principles of triangulation.  

 

 To be able to explain some of the advantages 
and disadvantages of different techniques.  

 

  



 

Milestone: Join textiles with appropriate stitching and understand the need for a seam allowance. 

Basic Advancing Deep 
 To understand the term ‘seam’ and explain 

this.  
 To understand why a seam is needed and 

how it is created.  
 To use a running stitch to create a seam 

using given dimensions.  

 To determine the dimensions of material 
needed in order to allow for seam allowance.  

 To know two different stiches that could be 
used to join materials together.  

 To understand that when stitching two 
pieces of material together, that this is done 
inside out.  

 To create a product with greater accuracy 
including: 

 Tidy, uniformal stitching 

 Accurate measuring 

 Appropriate seam allowance 

Milestone: Select and use the most appropriate techniques to decorate textiles. 

Basic Advancing Deep 
 To experiment with different decorating 

techniques including: 
o Fabric pens 
o Applique  
o Sequins  
o Button 
 

 To select and use the most appropriate 
technique (see basic) for the best effect.  

 To explain the reasoning behind the choices.  

 To critique others’ designs and techniques 
offering constructive feedback.  

  



 

 

TO DESIGN, MAKE, EVALUATE AND IMPROVE 

Milestone: Design with purpose by identifying opportunities and use software to design and represent products. 

Basic Advancing Deep 
 To conduct market research to determine 

demand and existing products.  
 To evaluate existing designs to 

replicate/improve upon.  
 To begin to use software such as paint, with 

support, to create a representation of their 
design.  

 To identify, based on research, how designs 
can be improved. 

 To create their own designs based on their 
research. 

 Evaluate their designs prior to commencing 
the manufacturing stage.  

 To use software with greater confidence to 
create representations of their designs.  

 To be able to pitch their design ideas, 
articulating appropriately.  

Milestone: Make products by working efficiently (such as by carefully selecting materials). 

Basic Advancing Deep 
 To plan their method, equipment and 

material needs.  
 To understand the principles of wastage 

minimisation.  

 To sequence their method steps to ensure 
time is used productively.  

 To overcome challenges so that time is not 
wasted. 

 

 To evaluate and make adjustments as 
required during the construction phase to 
overcome barriers.   



 

Milestone: To evaluate the final product, suggesting and making improvements where appropriate. 

Basic Advancing Deep 
 To offer suggestions as to what has worked 

well. 
 To suggest ways they might improve on their 

designs and why. 
 To suggest what they might do differently 

based on their methodology.   

 To make improvements to their design, 
explaining the reasoning behind their 
choices.  

 Continue the evaluation process to evaluate 
their improvements and offer changes to the 
overall methodology.  

 To effectively and sympathetically offer 
constructive criticism to others about their 
final product.  

  



 

TO TAKE INSPIRATION FROM DESIGN THROUGHOUT HISTORY 

Milestone: Identify some of the great designers in all of the areas of study to generate ideas for designs and improve, 
giving reasons for their choices.  

Basic Advancing Deep 
 To be able to name some great designers for 

the products that they have been studying.  
 To be able to give their thoughts on likes and 

dislikes about these designs.  
 

 Take inspiration from designs throughout 
history and feed these into their own.  

 Make changes to designs when creating their 
own and offer reasons for the choices.  

 Compare designs and offer suggestions as to 
advantages and disadvantages of each.  

Milestone: Disassemble products to understand how they work. 

Basic Advancing Deep 
 To explore different products through 

handling them. 
 To disassemble products, with support, to 

determine how they work or design features.  

 To be able to explain how products work 
through observation and practical 
exploration.  

 To be able to reassemble the product 
(without any leftover pieces) and it still work! 

 To be able to articulate to others how the 
product works, using appropriate vocabulary.   

  



 

Design and Technology Breadth Map: Years 3 and 4 - EXAMPLE 

DT lessons will take place once every two weeks in addition to other opportunities across the curriculum.  The timetable allows for a blocked session where 

required, in addition to the regular curriculum lessons. 

YEAR 1 Term 1 Term 2 Term 3 
Week 1    

Week 3    

Week 5    

Week 7    

Week 9    

 

 

YEAR 2 Term 1 Term 2 Term 3 
Week 1    

Week 3    

Week 5    

Week 7    

Week 9    

 


