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Our Design and Technology curriculum aims to: 

• Place reading at its heart by providing as many opportunities as possible for children to read in lessons.  

• Lay the foundations that will prepare our children for the fast-moving world they are growing into and give them the knowledge they will need to take up 

roles as the designers and engineers of the future. 

• Inspire children to be innovative and creative thinkers who have an appreciation for the product design cycle through ideation, creation, and evaluation. 

• Develop children’s confidence to take risks, through drafting design concepts, modelling, and testing and to be reflective learners who evaluate their work 

and the work of others.  

• Build an awareness of the impact of design and technology on our lives and encourage children to become resourceful, enterprising citizens who will have the 

skills to contribute to future design advancements.  
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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 Primary strands: 

• Design 

• Make 

• Evaluate 

• Technical knowledge 

It has a clear progression of skills and knowledge within these strands and key areas across each year group. 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. There are 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)  

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. It 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, computer-based and 

inventive tasks. This variety means that lessons are engaging and appeal to those with a variety of learning styles. Knowledge organisers for each unit support 

pupils in building a foundation of factual knowledge by encouraging recall of key facts and vocabulary. Strong subject knowledge is vital for staff to be able to 

deliver a highly effective and robust Design and technology curriculum.  
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Children following our Design and Technology Curriculum 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, CAD, 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. 
 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Long Term Plan for Design and Technology 2023 – 2024 

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

EYFS 

Structures: Junk Modelling 
In this unit, pupils explore and learn about various types of permanent 
and temporary join. They are encouraged to tinker using a combination 
of materials and joining techniques in the junk modelling area. 

 Structures: Boats 
Children explore what is meant by 
‘waterproof’, ‘floating’ and ‘sinking’, then 
experiment and make predictions with 
various materials to carry out a series of 
tests. They learn about the different features 
of boats and ships before investigating their 
shape and structures to build their own. 

Food: Designing and making a 
rainbow salad 

 

Year 1 

 Structures: Constructing 
windmills 
Design, decorate and build a 
windmill for a mouse client to live 
in. 

Textiles: Puppets 
Explore different ways of joining 
fabrics before creating their own 
hand puppets (aliens) 
 
Computing – Digital World 
Programming Beebots 

 Food: Cooking and Nutrition: 
Balanced Diet 
Design a wrap 
 
 
PSHE – Food – What constitutes 
a healthy diet? 
 
 

 

Year 2 

 Structures: Baby Bear’s Chair 
Help Baby Bear by making him a 
brand new chair. Explore ways of 
building it so it is strong. 

Science – Animals including 
humans – Food – Eating the right 
amount of different foods 
 
 

 Mechanisms: Fairground Wheel 
Design and create a ferris wheel 
so that the wheel rotates. 
Select materials to cut and join. 
 
DT Week - Textiles: Pouches 

Mechanisms: Making a moving 
shark 

Year 3 

Food: Eating seasonally 
Discover when and where fruits 
and vegetables are grown. Learn 
about seasonality in the UK.  

  Structures: Constructing a castle 
Use configurations of handmade 
nets and recycled materials to 
make towers and turrets. 

Digital World: Electronic Charms 
Design, code, make and promote 
a Micro:Bit electronic charm to 
use in low-light conditions 
 
Science – Food – Different food 
types and nutrition 

 

Year 4 

Electrical Systems: Torches 
Apply scientific understanding of 
electrical circuits to create a 
torch, designing and evaluating 
their product against set design 
criteria 

  Mechanical Systems: Making a 
slingshot car 
Design and make the body of a 
vehicle using nets to create a 
chassis and make a launch 
mechanism. 

Structures: Pavillions 
Explore pavilion structures, learn 
about what they are used for and 
investigate how to create strong 
and stable structures. 

 

Year 5 

Electrical Systems: Doodlers 
Explore series circuits further and 
introduce motors. Investigate an 
existing product which uses a 
motor and work out how it has 
been constructed.  

 Computing – Digital World – 
Crumble Kits 

Mechanical Systems: Making a 
pop-up book 
Incorporate a range of 
mechanisms and decorative 
features including: structures, 
levers, sliders, layers and spacers. 

DT Week: Textiles: Make a stuffed 
toy 

Cooking and Nutrition: What 
could be healthier?  
Create a healthy Bolognese sauce 

Year 6 

 Textiles: Waistcoats for an 
evacuee 
Select suitable fabrics, using 
templates, pinning, decorating 
and stitching to create a 
waistcoat. 

Digital World: Navigating the 
World 
Programme a navigation tool to 
produce a multifunctional device 
for trekkers. Create a ‘pitch’ to 
sell the product.  

Science – Food – The impact of 
diet on the human body 

 Structures: Playgrounds 
Design, build and improve a 
variety of playground structures. 

 



 

 



 

 



 



 



 



 

 



 

 



 



 



 



 


