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Introduction

Design and Technology in primary schools develops children’s skills and knowledge in design, structures, mechanisms, electrical control and a range of materials, including food. It encourages children's creativity and encourages them to think about important issues.

The National Curriculum stresses the importance of Design and Technology in helping children to improve their own quality of life and that of others by designing for a specific user or particular purpose. Children need to draw on understanding from maths, science, IT, art and other areas and apply it in a practical way to generate solutions.

Design and make assignments give children opportunities to demonstrate knowledge, understanding and skills. The teacher can support them in this by teaching focused practical tasks, demonstrating new skills and techniques and also encouraging children to undertake investigative and evaluative tasks to understand similar products and how things work.
There are three core activities children engage with in Design and Technology:

· Activities which involve investigating and evaluating existing products

· Focused tasks in which children develop particular aspects of knowledge and skills

· Designing and making activities in which children design and make 'something' for 'somebody' for 'some purpose'

These three activities are combined in sequence to create a Design and Technology project.

Aims and purposes of DT

Design and technology is an inspiring, rigorous and practical subject. Pupils use their creativity and imagination to design and make products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. Through the evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider world. High-quality design and technology education makes an essential contribution to the creativity, culture, wealth and wellbeing of the nation. They learn to work safely.
Content of DT at Key Stage 1
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process (learning from what has gone before) of designing and making. They should work in a range of relevant contexts [for example, the home and school, gardens and playgrounds, the local community, industry and the wider environment].

When designing and making, pupils should be taught to:

Design

· design purposeful, functional, appealing products for themselves and other users based on design criteria
· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology 
Make
· select from and use a range of tools and equipment to perform practical tasks [for example, cutting, shaping, joining and finishing]

· select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their characteristics
Evaluate

· explore and evaluate a range of existing products

· evaluate their ideas and products against design criteria

Technical knowledge

· build structures, exploring how they can be made stronger,

 stiffer and more stable

· explore and use mechanisms [for example, levers, sliders,

 wheels and axles], in their products.
Content of DT at Key Stage 2

Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process (learning from what has gone before) of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment].

When designing and making, pupils should be taught to:

Design

· use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at 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
Make
· 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

Evaluate

· 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

Technical knowledge

· apply their understanding of how to strengthen, stiffen and reinforce more complex structures
· understand and use mechanical systems in their products [for example, gears, pulleys, cams, levers and linkages]

· understand and use electrical systems in their products [for example, series circuits incorporating switches, bulbs, buzzers and motors]

· apply their understanding of computing to program, monitor and control their products.
Foundation stage
During the foundation stage children ask questions about how things work and talk about what they are doing and what they have discovered. They learn about a variety of customs and cultures. They respond to drawings and pictures and make their own, exploring colour, shape, texture and form and using a range of materials. In certain activities they are given opportunities to select their own resources. Children are taught to handle appropriate tools and construction materials safely and with increasing control. They develop making skills like cutting, folding, mixing, joining and building for a variety of purposes.

Work in Key Stage 1 and Key Stage 2 builds on these early experiences.

Cooking and nutrition
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life.

Pupils should be taught to:

Key stage 1
· use the basic principles of a healthy and varied diet to prepare dishes

· understand where food comes from.

Key stage 2

· understand and apply the principles of a healthy and varied diet

· prepare and cook a variety of predominantly savoury dishes using a range of cooking

· techniques

· understand seasonality, and know where and how a variety of ingredients are grown,

· reared, caught and processed.

Progression 
All work done by pupils builds on their previous knowledge and achievements. See appendices for progression framework.
Expectations
By the end of Key Stage 1 most children will be able to

     *use a range of materials to design and make simple products

     *select materials, tools and techniques and explain their choices

     *understand simple mechanisms and structures

     *measure, assemble, join and combine materials in a variety of ways
              using basic tools safely

     *investigate and evaluate simple products, commenting on the main

              features

By the end of Key Stage 2 most children will be able to

· use knowledge and understanding of a range of materials, components

and techniques to design and make quality products

· evaluate work as it develops and, if necessary, suggest alternatives
· produce designs and plans which list the stages involved in making a

product and list tools and materials used

· accurately measure, mark, cut, join and combine a variety of

materials, working safely and recognising hazards to themselves

and others

· understand the use of electrical and mechanical systems and more

complex structures

· evaluate what is or is not working well in a product
Implementation
DT activities are taught in a variety of ways across the school – in blocks of time, as part of a topic or in short skills based activities. For some activities like food technology children work in small supervised groups.

Teachers plan for the differing abilities in their classes. Appropriate tools, equipment and practices are used to ensure all pupils have sufficient and safe access to the DT curriculum.

Units of work are undertaken in each year group based upon the Design and Technology Association, Twinkl and elsewhere. As new units become available these will be reviewed for suitability for inclusion in the scheme of work. Units may be adapted, as appropriate, to meet pupils’ needs. Teachers plan ahead and order the resources they need to carry out their DT activities.

Health and safety
Good practice in health and safety for DT is very important. Teachers need to ensure the correct use of tools is taught and detail this in their planning, noting any absentees. (See CLEAPSS guide L111 “Tools and Techniques in Primary DT” – kept in DT cupboard). For any DT activity the teacher needs to identify possible risks and what s/he will do to minimize those risks. This must be included in planning.
E.g. Oven – danger from high temperature, trip hazard from wire

Position oven on uncluttered, flat surface adjacent to plug. Position oven away from children’s working area. Supervise children closely. Adult puts cooking in/out oven or older child using appropriate oven gloves.
Assessment
Assessment is based on teacher assessment of pupils’ work and is used to assist future planning and for writing reports.
Differentiation, inclusion and equality of opportunity 
All pupils are entitled to access the National Curriculum for Design and Technology  at a level that is appropriate to their needs without discriminating those from different race, gender, ability and disability. Practical/Fieldwork may have to be adapted to meet individual requirements. St Margaret’s Church of England Primary School History Policy 2 History Policy for St Margaret’s Primary School September 2022 In line with our Equality Policy we are committed to providing a teaching environment conducive to learning. Each child is valued, respected and challenged appropriately regardless of race, gender, religion, social background, culture, ability and disability.
J Webster and E Andrews Nov 2023
Appendix 2
Progression in design and technology
At the early stages of developing capability, children should be able to:
*generate and develop ideas through talking about what their design has to do, handling materials and, where appropriate, drawing

*increasingly take account of people’s needs and wants

*reflect more on their ideas

*draw what they have made

*recognise and begin to select suitable tools and materials

*apply their previous knowledge and experience

*suggest achievable ways forward and begin to suggest improvements to their own models
As children make progress, they should:

*become more involved in finding out information useful to their designing and use their experience of products and applications as the stimulus for ideas

*use 2D and 3D models to try out and develop ideas as they become more reflective about their designs

*suggest an increasing number of achievable ways forward and develop simple plans which take into account the resources available
*start combining and shaping materials to create products which meet their intentions

*use tools safely and with increasing accuracy

As children make further progress, they should:

*use a variety of information sources for their research, and set criteria for their designs, which increasingly take account of the views and preferences of the intended user

*become more familiar with techniques, (e.g. brainstorming and product analysis to generate ideas) and have a clearer sense of priorities in their design proposals

*use a range of modelling techniques and be able to justify the decisions they make

*plan and evaluate in a more considered manner, and show a greater awareness of constraints and the implications of their designs
*draw upon a greater range of techniques and skills to create quality products for identified purposes

*become increasingly competent at matching how they work to the materials and the task
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