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Design and Technology 

	DT Curriculum Statement

“A people without the knowledge of their past history, origin and culture is like a tree without roots.”
Marcus Garvey
Intent

The Design and technology National curriculum outlines the three main stages of the design process: design, make and evaluate. Each stage of the design process is underpinned by technical knowledge which encompasses the contextual, historical, and technical understanding required for each strand. Cooking and nutrition* has a separate section, with a focus on specific principles, skills and techniques in food, including where food comes from, diet and seasonality.

The National curriculum organises the Design and technology attainment targets under four subheadings: Design, Make, Evaluate, and Technical knowledge. We have taken these subheadings to be our strands:

● Design
● Make
● Evaluate
● Technical knowledge

Implementation

Our Design and technology scheme has a clear progression of skills and knowledge within these strands and key areas across each year group. Children are encouraged to use their creativity and imagination when designing and making products that serve a purpose.  They are taught to draw on cross curricular knowledge, using mathematics, science, computing and art, to help them achieve their end goals.    Our Progression of skills shows the skills and knowledge that are taught within each year group and how these skills develop to ensure that attainment targets are securely met by the end of each key stage.  Cooking and nutrition is given a particular focus in the National curriculum and we have made this one of our six key areas that pupils revisit throughout their time in primary school:

● Cooking and nutrition
● Mechanisms/ Mechanical systems
● Structures
● Textiles
● Electrical systems (KS2 only)
● Digital world (KS2 only)

Through our Design and technology scheme, pupils respond to design briefs and scenarios that require consideration of the needs of others, developing their skills in the six key areas. Each of our key areas follows the design process (design, make and evaluate) and has a particular theme and focus from the technical knowledge or cooking and nutrition section of the curriculum. The scheme is a spiral curriculum, with key areas revisited again and again with increasing complexity, allowing pupils to revisit and build on their previous learning. Lessons incorporate a range of teaching strategies from independent tasks, paired and group work including practical hands-on and inventive tasks. This variety means that lessons are engaging and appeal to those with a variety of learning styles. Differentiated guidance is available for every lesson to ensure that lessons can be accessed by all pupils and opportunities to stretch pupils’ learning are available when required. Strong subject knowledge is vital for staff to be able to deliver a highly effective and robust Design and technology curriculum. 

Impact

The impact of the scheme can be constantly monitored through assessment opportunities. After the implementation of Design and technology, pupils should leave school equipped with a range of skills to enable them to succeed in their secondary education and be innovative and resourceful members of society. The expected impact of following the Design and technology scheme of work is that children will:

➔ Understand the functional and aesthetic properties of a range of materials and resources.
➔ Understand how to use and combine tools to carry out different processes for shaping, decorating, and manufacturing products.
➔ Build and apply a repertoire of skills, knowledge and understanding to produce high quality, innovative outcomes, including models, prototypes and products to fulfil the needs of users, clients, and scenarios.
➔ Understand and apply the principles of healthy eating, diets, and recipes, including key processes, food groups and cooking equipment.
➔ Have an appreciation for key individuals, inventions, and events in history and of today that impact our world.
➔ Recognise where our decisions can impact the wider world in terms of community, social and environmental issues.
➔ Self-evaluate and reflect on learning at different stages and identify areas to improve.
➔ Meet the end of key stage expectations outlined in the National curriculum for Design and technology.

	Substantive and Disciplinary Knowledge

Substantive Knowledge 

Substantive knowledge in DT refers to the core facts, concepts, and information that students need to understand the subject itself. This includes understanding the properties of different materials (e.g., wood, plastic, metal, textiles) where there are often cross curricular links with science.  It also includes basic principles of how things are constructed and function, as well as how to use tools.  For example, students might learn about different types of structures (such as frames and shells), mechanisms (such as levers, gears, and pulleys), or materials (like those that are waterproof or recyclable). Substantive knowledge provides the what of DT—key facts, terminology, and technical knowledge that students will use to make informed choices when creating their own projects.

In primary DT, substantive knowledge includes:

Materials knowledge: Understanding different materials and their properties (e.g., flexibility, durability, conductivity).
Technical skills: Learning how to use basic tools and equipment safely and correctly.
Principles of design: Basic principles such as stability, balance, and aesthetics.
Understanding function: Recognizing the purpose behind different designs, whether for function, aesthetic, or user-specific needs.

Disciplinary Knowledge 

Disciplinary knowledge, on the other hand, involves understanding how DT knowledge is developed and applied in real-world design processes. This includes learning how to think and act like a designer—engaging in planning,  design, testing, evaluation, and reflecting on the process to make improvements. Disciplinary knowledge builds the how of DT: the skills and mindsets needed for designing, testing, and refining products and solutions.

In primary DT, disciplinary knowledge includes:

Problem-solving: Identifying and defining a problem, then generating ideas and possible solutions.
Design thinking: Applying creativity and design principles to come up with innovative solutions, including brainstorming, sketching, and modeling ideas.
Iterative improvement: Testing and refining ideas by making prototypes, gathering feedback, and adapting designs based on what works and what doesn’t.
Collaboration and feedback: Working with others, sharing ideas, and improving designs through constructive feedback and evaluation.


	The progression of skills and knowledge in DT  

	Developing, Planning and Communicating

	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Explain what they are making 

Shows two-channelled attention – can listen and do for a short amount of time. 

Responds to instructions involving a two-part sequence.

Listens and responds to ideas expressed by others in conversation or discussion.

Uses talk to organise, sequence and clarify thinking, ideas, feelings and events.
	Understand the importance of a clear design criteria.

Use images and words when designing. 

Communicate with peers.

Consider previous experiences to produce ideas.

Consider how to improve designs based on previous experiences.

	Generate designs from previous experiences and through observations and discussions with others.

Consider the purpose of the design.

Create with a specific design criteria or audience in place.

Consider the materials that are going to be used.

Consider techniques needed to create the design.

Label designs with key information.

· 
	Generate ideas for a creation considering its’ intended purpose.

Consider the audience of the product.

Identify the criteria for a successful product.

Plan the process of creating the product prior to starting.

Explore, observe, develop and communicate ideas, amongst others, for the design prior to starting. 

	Create detailed, labelled drawings of designs. 

Consider drawing from different views to showcase different features on the design.

Create a design criteria and success criteria based on the task that has been set.

Consider the target audience when creating a product. 

Consider the order that design tasks will be completed. 

Plan how to use materials and equipment. 

Consider alternative ways of reaching the final product, in case something doesn’t go to plan.

Explain plans that have been made and answer questions regarding the plans.

Draw upon previous experiences when designing.
	Generate and create a map of ideas. 

Identify a purpose for a product.

Develop a map of what needs to be done, which materials are needed, how to use chosen equipment and the process of creation. 

Consider adaptations that may be needed if first attempts fail.

Use previous experiences, results of investigations, information sources, including ICT when developing design ideas.

Create diagrams to communicate ideas. 

Sketch and model alternative ideas.

Develop a design criteria from a design brief.
 
Generate ideas using thumbnail sketches and exploded diagrams. 

Learn that different types of drawings are used in design to explain ideas clearly.
	Create detailed design plans with thorough, detailed and labelled drawings. 

Create a design specification.

Model ideas and explain why the project has been designed that specific way instead of a different way. 

Plan an order in which they will complete their design.


	Construction and Mechanics

	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Uses simple tools to effect changes to materials. 

Handles tools, construction and malleable materials safely and with increasing control.
	Create stable structures based on a design planned.

Begin to measure, cut and shape a range of materials.

Begin to use tools (like scissors) independently and safely.

Experiment how components can be joined, using glue/masking tape, etc.

Begin to create moving models.

Explain what materials are to be used and why they have been chosen.

Explore how structures can be improved.



	Choose which tools are needed for a design and use them safely.

Be able to name and describe tools that are being used.

Measure with accuracy.

Select which materials to use, considering their properties. 

Follow a design plan. 

Cut and assemble products accurately and carefully.

Describe what needs to happen next when in the process of making.
	Consider and select which tools and techniques are best to use for a specific design.

Measure and assemble with increasing accuracy.

Consider health and safety when using tools independently. 

Consider making changes during the creation of a product. 

Create special features for individual designs. 

Make mechanisms and/ or structures using sliders, pivot, folds or pulleys.




	Confidently consider and select which tools and techniques are best to use for a specific design.

Measure, mark out, cut and shape a range of materials, using appropriate tools, equipment and techniques. 

Join and combine materials and components accurately in temporary and permanent ways. 

Use layers and spacers to hide the workings of mechanical parts for an aesthetically pleasing result.

	Select appropriate materials, tools and techniques confidently.

Measure and mark out accurately. 
Use different tools and equipment safely and accurately.

Select from and use a wide range of tools.

Cut accurately and safely to a marked line.
Use appropriate finishing techniques for the project.

Select materials due to their functional and aesthetic characteristics. 

· Manipulate materials to create different effects by cutting, creasing, folding, weaving.
	Choose the appropriate materials, tools and techniques to use and explain why they are using the chosen ones.

Consider health and safety when using tools.

Make changes, if needed, throughout the creation of the project. 
· 

	Textiles
	Textiles

	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Children know about similarities and differences in relation to objects and materials. 

Experiments to create different textures. 

Manipulates materials to achieve a planned effect. 

Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
	Consider health and safety when using sewing tools (needles, fabric scissors, etc).

Begin to cut, shape, tie and join materials.

Sew a button onto fabric, with support.



	Consider health and safety when using sewing tools (needles, fabric scissors, etc).

Confidently cut, shape, tie and join materials.

Begin to use basic sewing techniques independently. 

	Consider health and safety when using sewing tools (needles, fabric scissors, etc).

Confidently cut, shape, tie and join materials.

Use some basic sewing techniques independently. 

	Measure, mark and cut fabric confidently.

Create paper templates to support the above. 

Select an appropriate stitch style to use to support the usefulness and aesthetic of the final product. 

Join fabric with some confidence.

Incorporate a fastening to a design.
	Manipulate materials with confidence (measuring, cutting, etc). 

Explore a selection of stitches to make an informed decision of which stitch to use. 

Consider how to make a creation that is aesthetically pleasing. 

	Pin, sew and stitch safely to create a design.

· Be happy with the end product and the way it has been finalised.

	Cooking and Nutrition

	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Peel hand, e.g. 
satsuma, banana 

Mix/stir - to loosely combine Ingredients

Spoon - ingredients between containers 

Measure - using a spoon, e.g. dried herbs, dried fruit - count ingredients 

Cut - soft foods with butter knife, e.g. banana, canned peach slices 

Shows increasing control over an objects including pushing and pulling it. 

Children show good control and coordination in large and small movements.
	Consider hygiene and safety when working with food. 

Recognise foods from different food groups and design a balanced, healthy meal.

Develop vocabulary based on sensory experiences (taste, smell, texture).

Begin to develop simple cookery skills, such as chopping and cutting.

Know where certain foods come from (plants, meat).
Consider the appearance of a final product. 
	Follow safe procedures for food safety and hygiene.

Understand where foods may come from and identify foods from different food groups.

Continue to develop vocabulary based on sensory experiences (taste, smell, texture).

Continue to develop simple cookery skills, such as grating, cutting and rolling.

Choose and use appropriate finishing techniques.
Think of ways to improve the final appearance of the product.
	Know how to prepare themselves and a work space to cook safely in, learning the basic rules to avoid food contamination. 

Follow the instructions within a recipe.

Consider what foods may be appropriate to typical British cuisine.
· 
	Cook safely, following basic hygiene rules.

Follow a baking recipe.

Cut, chop and dice carefully and safely.

Consider which foods may taste good together.  
· 
	Know how to avoid cross contamination.

Design appealing packaging to reflect a recipe. 

Weigh and measure accurately.

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




	Adapt a traditional recipe, understanding that the nutritional value of a recipe alters if you remove, substitute or add additional ingredients.

Write an amended method for a recipe to incorporate the relevant changes to ingredients.

Use equipment safely, including knives, hot pans and hobs.

Identify the nutritional differences between different products and recipes. 

· Identify and describe the healthy benefits of food groups.

	Evaluation

	EYFS
	Year 1
	Year 2
	Year 3
	Year 4
	Year 5
	Year 6

	Enjoy achieving what they set out to achieve. 

Show satisfaction in meeting their own goals. 

Being proud of how they accomplished something – not just the end results.

Enjoy meeting challenges for their own sake rather than external rewards or praise.
	Evaluate creations, considering the design criteria.

Praise strengths of the product. 

Suggest ways that the product can be improved. 

Answer questions about the product and how it was created. 

Evaluate food products through sensory experiences (Does it taste nice? Does it look appetising? What does it smell like?)



	Evaluate creations, considering the design criteria and its’ intended purpose.

Listen to a peer’s feedback on the strengths and weaknesses of the creation. 

Evaluate creations that are not their own.

Consider ways to improve a creation. 



	Evaluate a product based on its’ original design criteria. 

Evaluate and consider whether a finished product meets its’ purpose and criteria.

Evaluate similar products to their own (a peers or a professionals)

Consider ways to improve the finished product.

Consider adapting designs to meet the original design criteria. 

	Evaluate their work throughout the process of making it, as well as at the end. 

Test and evaluate finished products, considering the design criteria.

Feel inspired from the work of their peers.  

Consider ways and suggest ways to improve the end product.

Evaluate a range of different products, not just their own. 

	Evaluate a product against the original design specification. 

Evaluate it personally and seek evaluation from others (peers, adults, etc). 

Test and evaluate the product and give points for further improvement. 

Evaluate the work of others and receive feedback on their own work. 
 
Make adaptions to a product based on feedback from others. 

	Undergo testing to ensure that the product works for its’ intended purpose. 

Identify and praise strengths of the product.

Considers areas that can be developed and make modifications to improve the product.

Record evaluations using labelled drawings.

Be able to answer questions regarding their finished product. 

Accept feedback from a peer and make adjustments to improve their product based on this feedback. 





	DT Overview

	
	Autumn 1
	Autumn 2
	Spring 1
	Spring 2
	Summer 1
	Summer 2

	Year R
	
	
	
	
	
	

	

Year 1
	
	Design and make a model village
	Design and make a model playground
	
	
	Make fruit salad

	

Year 2
	
	Design and make houses (link with Geography)
	Design and make finger puppets
	
	Making healthy pizzas
	

	

Year 3
	Design and make a Diva Lamp (link with RE)
	
	Design and make shields and weapons (link with History)
	
	Cooking – soup or bread / dips – based on a Roman diet. (link with History)
	

	

Year 4
	
	Design and make a textile pouch
	
	Make a healthy salad
	
	Design and make Viking Long Boats (link to History)

	

Year 5
	
	
	Design and make an Ancient Egyptian Death Mask (link with History)
	Design and make an air powered vehicle (link with Science)
	
	Design and make a tie dyed tote bag with applique pocket or badge

	

Year 6
	
	Design and build an Anderson Shelter (link with History)
	
	Make Greek dishes - cooking
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	Textiles based topic - tbc
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