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Design Technology Curriculuam

Design and technology is an inspiring, rigorous and practical
subject. Using creativity and imaogination, pupils design and
make products thot solve real and relexvant prohlems within a
voriety of contexits, considering their own and others’ needs,
wants and values. They acquire a hroad range of suhjeckt
knowledge and draw on disciplines such os mathematics,
Acience, engineering, computing and art. Pupils learn how to
take risks, hecoming resourceful, innovative, enterprising and
capohle citizens. Through the exvaluation of poast and present
design and technology, they develop a critical wnderstanding
of its impact on daily life and the wider world. High-quality
design and technology education maokes an essential
contribution to the creativity, culture, wealth and well-being of
the nation.
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Intent
Following the National curriculum, we oim for children to he
able to:

e dewvelop the creative, technical and practical expertise
needed to perform exverydaoiy toasks confidently and to
participote successfully in an increasingly technological
world

e build and apply a repertoire of knowledge, understanding
oand skills in order to design and maoke high-quality
prototypes and products for a wide range of users

o critique, evaluate and test their ideas and products and
the work of others

e understand and apply the principles of nutrition and learn
how to cook.

Implementation

Design technologiy is taught oas o discrete suhject. Staff are
supported through the Kapow scheme of learning and are
encouraged to plan around this. This scheme ensures thaot all
staff are following a coherently planned sequence, which is
tailored to show o progression of skills in eoach style of design
technology ocross the whole school.

Class teachers are responsible for teaching design technologiy,
althouwgh there will he times when professionals will take
control of a lesson or topic. We take every opportunity to dexvelop
links with outside agencies and experts, including other
schools, in order to enrich ouwr design technology provision.




We helieve that DT hoas a huge impact on the world around us
and therefore often plan around o reoalistic gquestion or probhlem.
This allow the children to plan and prepare for o purpose .and
understond that this is how problems are tackled in the real
world.

Impact

To meet our curriculum we:

Ensure children can maoke links hetween their activitiy and
the real world.

Make links hetween healthy eating oand science less.ons.
Encourage children to chaollenge themselves and identify
that they are all capable of progression.

Plan DT lessons around a real/relesvant topic, therefore, the
children will see themselves as designers oand uwnderstand
thaot there is purpose hehind the less.on.

Model correct vocabulory.

Provide opportunities for bhoth children and staff to learn
new skills and create a safe environment for this- making
certaoin there is no room for fear whilst promoting trial and
_Xror.

Promote resilience, self-reflection and self-confidence and
expect to see it in envery lesson.

Be confident that children at the end of key stage 2 are
ready for key stage 3 DT.

Plans for the Juture

CPD

Design technology competition- hased around a real Life
Aituation.

C,a,o,kin,g/ healthy eating cluhb

Involrvement from a local bhuilding companiy.

Commaunity involvement i.e. design o local park etc




