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Higher order thinking questions in DT 
 

 What changes would you make? 
 Can you think of an alternative to? 
 How could you modify your design? 
 Can you predict the outcome if? 
 What would happen if? 
 How could you test your product? 
 What would you recommend? 
 What judgements would you make about? 

 

Curriculum areas 
 

• Textiles 
• Structures 
• Cooking and nutrition 
• Mechanisms   
• Computing and Electrical systems. 

Each sequence of DT lessons should follow this outline: 

1. Research and Context 
• Existing products (photographs as a last resort) 

• Learn skills needed during product. 
• Context based in previous unit. 

• Context of product. 
 

2. Design - Design criteria, diagrams, labels 
 

3. Make - Assemble using knowledge and skills learnt. 
 

4. Evaluate  
• Opportunities to test product against success criteria. 
• Strengths/limitations of product 

• Adaptations 



Examples of skills 
 

Year 1 - 

Textiles 

 

• Stapling 
• Gluing 
• Safety Pins 

• Pinning 
• Sewing 
 

 
Year 1 – 

Cooking and 

Nutrition 

 

• Peeling 
• Cutting 

• Slicing 
• Grating 

• Squeezing 
 

 
Year 2 – 

Structures 

 

• Joining using tab 
technique 

• Nets 

• Assembling 
techniques  

• Joins using tape 
• Gluing 
 

 



 

 

Year 2 – 

Mechanisms 

• Sliders 
• Axles 

• Fastening 
• Cutting 
 

 

Year 3 - 

Textiles 

 

• Back Stitch 

• Backward Running 
Stitch 

• Over Sew Stitch 

• Blanket Stitch 
• Running Stitch 
 

 

 

 

 

 

 

  



Year 3 - 

Mechanisms 

 

• Pivots 
• Wheels 
• Axles 
• Sliders 
 

 
Year 4 - 

Structures 

 

• Joining using flange 
technique 

• Creating tubes 

• Tape/Glue/Pins for 
joining 

 

 
Year 4 – 

Cooking and 

Nutrition 

 

• Grating 

• Spreading 
• Cutting using bridge 

technique 

• Cutting using claw 
technique 

 

 

 
 



Year 5 – 

Cooking and 

Nutrition 

 

• Cutting using dicing 
technique 

• Cutting using 
julienne technique 

• Cutting using claw 
technique 

 

Year 5 – 

Computing 

and 

Electrical 

Systems 

 

• Using electrical 
systems i.e. series 
circuits incorporating 
switches, bulbs, 
buzzers and motors. 

• Use input device to 
control product I.e. a 
toggle switch or 
push-to-make switch 
 
 
 
 
 
 
 
 

 



Year 6 – 

Mechanisms 

 

• CAM mechanisms 
• Variety – round, 

snail, egg. 
• Follow CAM 
• Pulleys 
 

 

Year 6 – 

Structures 

 

• Strengthening 
• Folding and tubing 

• Using geometry  

• Layering 
 

 

 

 

 

 

 

 

 

 

 

 

 

https://www.bbc.co.uk/teach/class-clips-video/design-and-

technology-ks2-making-structures-

stronger/z626hbk?scrlybrkr=78e2baab  
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Helpful websites 

https://www.data.org.uk/  

https://www.bbc.co.uk/bitesize/subjects/zykw2hv  

https://www.kapowprimary.com/subjects/design-technology/ 
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