
End Points and Assessment  

Our coverage in DT allows us to support a broad, balanced and engaging curriculum at 

WHPS with units of study supporting our wider curriculum.  These units cover the key national 

curriculum assessment areas for DT (see list below) 

Mechanisms: = 4 (Y1/2/3/4/5) 

Electrical: = 2 (Y4/6) 

Structures: = 3 (Y1/2/3) 

Textiles: = 4 (Y2/3/5/6) 

Food: = 4 (Y1/2/4/5) 

Each unit details the ‘core knowledge’ and ‘context for learning’ and 

‘challenge’ at West Hill Primary as well as the DT National Curriculum coverage 

for ‘designing, making, evaluating and technical knowledge’.   

(example below of Year 5 coverage for unit on Mechanisms – Automata Animals) 

 

 

 

 

 

D.T. Class 5 Unit of work: Mechanisms – Automata Animals 
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Core Knowledge • Use bradawl to mark hole positions.  

• Join materials using appropriate methods.  

• Use a cam to make an up and down mechanism.  

• Build frameworks using a range of materials to support 
mechanisms. E.g. wood, corrugated card and plastic.  

• Use a glue gun with close supervision. 
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• a collection of toys containing cams  

• construction kits  

• stiff sheet materials, eg card, foamboard, corrugated plastic, prepared cams (shaped and off-

centre wheels)  

• wooden wheels, doweling, cardboard boxes or wooden frames  

• PVA glue, masking tape  

• tools and equipment – bench hooks, saws, hand drill, G-cramp, round file, single-hole punch, 

paper drill, metal safety ruler, craft knife, cutting mats and glue gun (for teacher use) 

Context for learning 

What do we want the end 

product to be/do? 

Design Problem:  

Can you design and make automated animal 

Vocabulary Designing sequence, annotated diagram, sketch, decision, choice, prototype, model, communicate  

Making   shape, assemble, accurate, saw, mark out 

Knowledge and 

understanding   

cam, mechanism, movement, linear motion, rotary motion, pivot, off-centre, axle, force, framework, follower, guide, offset, shaft 

  Designing Making Evaluating Technical Knowledge 
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Knowledge 

(Inc. 

Developing 

Skills and 

Understanding) 

National Curriculum 

• 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 
 

Developing planning and communicating 

ideas: 

• Generate ideas through brainstorming 
and identify a purpose for their product 

• Draw up a specification for their design 

• Develop a clear idea of what has to be 
done, planning how to use materials, 
equipment and processes, and 
suggesting alternative methods of 
making if the first attempts fail 

• Use results of investigations, information 
sources, including ICT when developing 
design idea 

National Curriculum 

• select from and use a wider range of 
tools and equipment to perform 
practical tasks [for example, 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 

 
Working with tools, equipment, 

materials and components: 

• Select appropriate materials, tools 
and techniques 

• Measure and mark out accurately 

• Use skills in using different tools and 
equipment safely and accurately 

• Weigh and measure accurately (time, 
dry ingredients, liquids) 

• Apply the rules for basic food 
hygiene and other safe practices e.g. 
hazards relating to the use of ovens 

• Cut and join with accuracy to ensure 
a good-quality finish to the product 

National Curriculum 

• 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 

 

 

 

Evaluating processes and products: 

• Evaluate a product against the 
original design specification 

• Evaluate it personally and seek 
evaluation from others 

• to recognise the movement of a 
mechanism within a toy or model  

• to understand that a cam will 
change rotary motion into linear 
motion  

• to understand that different shaped 
cams produce different movements  

• about the relationship between a 
cam and a follower 

• to measure and mark out accurately  

• to use tools for cutting safely and 
effectively  

• to use a drill to make an off-centre 
hole in a wheel 

• to consider the characteristics of 
the cam mechanism when designing 
the moving part of their toy  

• to test out their design ideas before 
proceeding  

• to cut and join with accuracy to 
ensure a good-quality finish to the 
product  

• to test the mechanisms and make 
adjustments where necessary  

• how to evaluate it personally and 
seek evaluation from others 



 

 

Assessment ‘end-points’ are linked to our progression maps and are found at the end of each 

unit. 

(extract below of Year 5 ‘end point’ assessments for unit on Mechanisms – Automata Animals)

 

Teachers add short term planning details of their taught progression of learning to complete 

the unit enabling clear planning, making and evaluation to be undertaken for each unit.  This 

also supports opportunity for modifying lessons and what is taught to maximise outcomes. 

(extract below of Year 5 Teacher Planning, Making and Evaluation for unit on Mechanisms – Automata Animals) 

 

 

 

 Knowledge based learning Planned Tasks 

Background Research – Lesson 1  

Exploring context and existing 

products  

• Identify who made the product, when it was made and 
what its purpose is 

• Identify what the product has been made from 

• and how environmentally friendly the materials are 

• Evaluate the product on design, appearance and use 

• Identify the cost to make the product 

• Research facts about famous inventors/ chefs / 
designers etc linked to product 

To understand rotary and linear movement.                                                                          

Step 1     Product Evaluation                                                                                                    

Look at Bobbing Boat Toy from toys set.                                                                                               

Predict how they think the toy will work.                                                                                        

Demonstrate the toy working/eccentric cam. Link to the concept board. Discuss movement, 

affect on the lever that an eccentric cam has.                                                                                    

Watch the BBC Class clips Art & Design / DT KS2: How to design a moving shop window display.                                                                                                              

NB The 2 types of movement. *Rotary    *Linear 

Record learning in work booklet 

 

Design Criteria – Lesson 2  

Understanding their intended 

users and their own product 

 

• Understand and gather information about what a 
particular group or people want from a product, using 
questionnaires, surveys etc 

• Describe the purpose of their product 

• Identify design features that will appeal to intended 
users 

• Explain how parts of their product will work 

• Develop their own design criteria and use for planning 
ideas 

• Generate innovative ideas that meet needs of user and 
take into account availability of resources 

To create a design for a prototype linked to a theme that demonstrates either rotary or 
linear movement. 
Step 2    Design a Prototype linked to a theme    
Discuss in detail the class theme & how their model will link to the theme.  
Create a list of what potential users would want from the model.  
Children label the features in their design. 
Children explain how parts will move.                                                                                                 

Planning – Lesson 3  

Communicating ideas and 

creating prototypes for product 

• Share and discuss ideas with others 

• Record a step by step plan for making 

• Produce lists for the tools, equipment and materials they 
will be using 

• Choose materials to use based on suitability of their 
properties and aesthetic qualities 

• Represent ideas in diagrams, annotated sketches and 
computer based programmes (where appropriate) 

• Create pattern pieces and prototypes 

To create a prototype of their model.                                                                                                  
Step 3    Create the Prototype Structure Linked to a Theme    
Follow a set of instructions to create the structure for the prototype (open fronted 
box). 
Using booklet record: 
 Produce lists for the tools, equipment and materials they will be using. 
Choose materials to use based on suitability of their properties and aesthetic qualities. 
Annotate pictures of prototype. 
 

Making – Lesson 4-5 

Selecting the tools and 

applying the practical skills and 

• Use materials, construction materials and kits, textiles, 
food, mechanical and electrical components 

• Choose suitable tools for making whilst explaining why 
they should be used 

• Use design criteria whilst making 

• Follow safety and food hygiene procedures 

• Measure, mark, cut and shape materials and 

To use their understanding of cams to make a working model.                                          

Stage 4    Assembling                                                                                                               

Personalise the cam movement with one cam of child’s choice linked to design.                                                          

End points at the 

end of each unit 

Pupil Assessment 

record   

Lesson sequencing 

Planned lesson 

tasks   



 

 

Assessment and Review 

Class teachers collate the information of progress and assessment 

from the end of unit assessment points.  This information is used to 

inform starting points for end of year transfer.  

Teachers use the success of their units and enjoyment of learning 

in Design and Technology to modify or change their units whilst 

maintaining coverage set by the Design and Technology Subject 

Leader. 

 

The subject leader collates the ‘end of unit’ raw assessment data 

from year groups to inform the ‘balance’ of learning progression.  

This information is used to modify both curriculum coverage and 

changes to units.   

The subject leader uses pupil voice and book/unit reviews to 

support enrichment, challenge and resources of our Design and 

Technology curriculum at West Hill Primary School.   

Our subject leader aims to work with our local feeder school to 

develop progression from KS2-3. 

(refer to Subject leader Design and Technology folder) 

 

 

 

 

 

 

 

 

 


