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Intent  
 
Design Technology incorporates innovative creativity and risk-taking 
leading to a high level of resourcefulness enabling learners to become 
channels of divine inspiration. Design Technology calls forth 
imagination, resourcefulness and creativity whilst drawing on a wide 
variety of complementary disciplines. Design Technology challenges 
students to engage with issues of inclusion, stewardship, the dignity of 
the human person and ecology. 
  
Design Technology is an inspiring, rigorous and practical subject. 
Design and Technology encourages children to learn to think and 
intervene creatively to solve problems both as individuals and as members of a team. At St.Peter’s, we 
encourage children to 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. 
We aim to, wherever possible, link work to other disciplines such as mathematics, science, engineering, 
computing and art. The children are also given opportunities to reflect upon and evaluate past and present 
design technology, its uses and its effectiveness and are encouraged to become innovators and risk-takers. 
Through our design and technology curriculum, we aim to build an awareness of the impact of design and 
technology on our lives and encourage pupils to become resourceful, enterprising citizens who will have 
the skills to contribute to future advancements.  
 
At the end of Foundation at St 
Peter’s 
Pupils are taught -  
To explore the textures, 
movement, feel and look of 
different media and materials. 
 
Respond to a range of media and 
materials developing an 
understanding that they 
manipulate and create effects 
with these. 
 
Construct with a purpose in mind 
using a variety of resources. 
 
Develop skills to use simple tools 
and techniques competently and 
appropriately. 
 
Select appropriate resources for a 
product and adapt their work 
where necessary. 
 

At the end of KS1 at St Peter’s 
Pupils are taught - 
The three main strands of DT and 
are thinking about, designing, 
making and evaluating their 
products.  
 
Through a variety of creative and 
practical activities, the knowledge, 
understanding, skills and 
vocabulary needed to engage in an 
iterative process of designing and 
making. 
 

At the end of KS2 at St Peter’s 
Pupils are taught - 
To 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. 



Implementation 

Pedagogy: How the Curriculum is Taught 
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 five subheading 
strands: 

·    Design 
·    Make 
·    Evaluate 
·    Technical knowledge 
·    Cooking and nutrition 

Our curriculum overview at St.Peter’s shows which of our units cover each of the National Curriculum 
attainment targets as well as each of the five strands. 
 
The St Peter’s Curriculum has been designed as a spiral curriculum with the following 
key principles in mind:  
✓ Cyclical: Pupils return to the key areas again and again during their time in primary 

school.  
✓ Increasing depth: Each time a key area is revisited it is covered with greater 

complexity.  
✓ Prior knowledge: Upon returning to each key area, prior knowledge is utilised so 

pupils can build upon previous foundations, rather than starting again. 
 
Our progression of skills shows the skills 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. Our knowledge 
organisers show how knowledge is progressed and built on through each year group. 
Through our curriculum at St.Peter’s, pupils respond to design briefs and scenarios that require 
consideration of the needs of others, developing their skills in six key areas: 
  

·    Mechanisms 
·    Structures 
·    Textiles 
·    Cooking and nutrition (food) 
·    Electrical systems (KS2) 
·    Digital world (KS2) 

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. Our curriculum 
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. Lessons are differentiated to ensure that lessons can be 
accessed by all pupils and opportunities to stretch pupils’ learning are available when required. Knowledge 
organisers for each unit support pupils in building a foundation of factual knowledge by encouraging recall 
of key facts and vocabulary. Design and technology lessons at St.Peter’s follow a structure of a review of 
previous learning, new learning presented in small steps,  guided and independent practise and finally a 
check for pupil understanding. 
 
Strong subject knowledge is vital for staff to be able to deliver a highly effective and robust Design and 
technology curriculum. We follow the KAPOW scheme of work which includes multiple teacher videos to 
develop subject knowledge and support ongoing CPD. 
 
The Design Process 

 
 
 
 
 
 



Impact 

Assessment 
We use a multi-faceted approach to assessment within design and technology. 

● End of study quizzes built within every study to ascertain knowledge. 

● Retrieval practice to take place at the beginning of every lesson. 

● Assessment for learning is used within each lesson through skilful use of questioning and live feedback. 

● Pupil voice to support the evidence that pupils know and remember more over time. 

● Design and technology reports facilitate pupils to independently apply appropriate substantive & 
disciplinary knowledge of pupils developing in thinking like a designer.  These begin in EYFS with 
verbalising answers to a question at the end of a topic and continue throughout every year group. 

Cultural Capital  
Enrichment is an essential part of the St Peter’s Design and Technology curriculum which provides pupils with 
discrete time to focus and deepen their learning, they provide opportunities for new experiences as well as 
nurturing and developing a thirst for learning. 

● STEM workshops 
● A cross-curricular approach with computing sessions supported by a technology expert. 
● Design and making days where year groups work together. 
● Visits from professionals in the community. 

 
Career Professional Development 
We develop strong subject knowledge amongst all staff which is achieved through; comprehensive middle 
leadership development, a focus on developing all teachers’ subject knowledge and design and technology 
pedagogy. All staff benefit from implementing the high-quality planning resources provided by the Trust yet 
amended to meet the needs of all pupils. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



Study Overview 

 

 Autumn Spring Summer 

EYFS Children explore their design & technology understanding through: the structure and routine 
of the day, child led learning, the carefully planned learning environment and planned and 
sequenced, adult directed learning opportunities. 

Pumpkin Soup  

Junk Modelling 

Boats 

Coverage of these three units should be covered across the year to link with the cross 
curricular nature of the EYFS and to support pupils' understanding of chronology and passing 
of time. 

 

KS1 Design 

NC - Pupils are taught to design purposeful, functional, appealing products for themselves 
and other users based on design criteria. 

Pupils generate, develop, model and communicate their ideas through talking, drawing, 
templates, mock-ups and, where appropriate, information and communication technology 

Make 

NC - Pupils are taught to select from and use a range of tools and equipment to perform 
practical tasks [for example, cutting, shaping, joining and finishing]   

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

Evaluate 

NC - Pupils are taught to explore and evaluate a range of existing products.  

Pupils evaluate their ideas and products against design criteria. 

 

Y1 Puppets Windmills 

NC - Pupils are taught to 
build structures, exploring 
how they can be made 
stronger, stiffer and more 
stable. 

Pupils explore and use 
mechanisms [for example, 
levers, sliders, wheels and 
axles], in their products. 

 

Fruits & Vegetables 

NC - Pupils are taught to use 
the basic principles of a 
healthy and varied diet to 
prepare dishes. 

Pupils understand where 
food comes from. 

Y2 Baby Bear’s Chair 

NC - Pupils are taught to 
build structures, exploring 
how they can be made 
stronger, stiffer and more 
stable. 

Ferris Wheel 

NC - Pupils are taught to 
build structures, exploring 
how they can be made 
stronger, stiffer and more 
stable. 

Pupils explore and use 
mechanisms [for example, 
levers, sliders, wheels and 
axles], in their products. 

 

Making a Moving Monster 

NC - Pupils explore and use 
mechanisms [for example, 
levers, sliders, wheels and 
axles], in their products. 



KS2 Design 

NC - Pupils are taught to 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   

Pupils generate, develop, model and communicate their ideas through discussion, annotated 
sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-
aided design. 

Make 

NC - Pupils are taught to select from and use a wider range of tools and equipment to 
perform practical tasks [for example, cutting, shaping, joining and finishing], accurately  

Pupils 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 

NC - Pupils are taught to investigate and analyse a range of existing products   

Pupils evaluate their ideas and products against their own design criteria and consider the 
views of others to improve their work   

Pupils understand how key events and individuals in design and technology have helped 
shape the world 

Y3 Eating Seasonally 

NC - Pupils are taught to 
understand seasonality, and 
know where and how a 
variety of ingredients are 
grown, reared, caught and 
processed. 

Pupils prepare and cook a 
variety of predominantly 
savoury dishes using a range 
of cooking techniques. 

Electronic Charm 

NC - Pupils are taught to 
apply their understanding of 
computing to program, 
monitor and control their 
products. 

Constructing a Castle 

NC - Pupils are taught to 
apply their understanding of 
how to strengthen, stiffen 
and reinforce more complex 
structures. 

Y4 Pavilions 

NC - Pupils are taught to 
apply their understanding of 
how to strengthen, stiffen 
and reinforce more complex 
structures. 

Making a Slingshot 

NC - Pupils are taught to 
apply their understanding of 
how to strengthen, stiffen 
and reinforce more complex 
structures. 

Pupils understand and use 
mechanical systems in their 
products [for example, gears, 
pulleys, cams, levers and 
linkages]  

Torches 

NC - Pupils are taught to 
understand and use 
electrical systems in their 
products [for example, series 
circuits incorporating 
switches, bulbs, buzzers and 
motors] 

Y5 Doodlers 

NC - Pupils are taught to 
understand and use 
electrical systems in their 
products [for example, series 
circuits incorporating 
switches, bulbs, buzzers and 
motors] 

Making a Pop Up Book 

NC - Pupils are taught to 
understand and use 
mechanical systems in their 
products [for example, gears, 
pulleys, cams, levers and 
linkages]  

What could be healthier? 

NC - Pupils are taught to 
understand and apply the 
principles of a healthy and 
varied diet. 

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

Y6 Waistcoats 

 

Playgrounds 

NC - Pupils are taught to 
apply their understanding of 
how to strengthen, stiffen 
and reinforce more complex 
structures. 

Navigating the World 

NC - Pupils are taught to 
apply their understanding of 
computing to program, 
monitor and control their 
products.  



 

Progression 
Skills & Knowledge  

Structures 

 



 



 



 



Mechanisms & Mechanical Systems 

 



 
 

 

 



Electrical Systems (KS2) 

 
 



Cooking & Nutrition  

 



 



Textiles 

 



Digital World (KS2) 

 
 



 

Lesson Sequence 

EYFS 

Pumpkin Soup 

 

Junk Modelling  

 

Boats 

 

Step 1- look at different fruits and 
vegetables. 

Step 2-explore a pumpkin. 

Step 3-look at a pumpkin soup 
recipe. 

Step 4-develop knife skills by 
chopping ingredients. 

Step 5-make the soup. 

Step 6-talk about what they 
like/dislike about the soup and why. 

Assessment through observations 

Step 1-exploring junk modelling. 

Step 2- cutting and scissor skills. 

Step 3-choosing resources. 

Step 4-making models. 

Step 5-discuss their models. 

Step 6-present their models to the 
class. 

Assessment through observations 

 

Step 1-waterproof materials. 

Step 2- floating and sinking. 

Step 3-investigate different types of 
boats. 

Step 4-investigate different shapes 
of boats. 

Step 5-design boats. 

Step 6-make boats. 

Assessment through observations 

 

Y1 

Puppets 

 

Windmills 

 

Fruit & Vegetables 

 

L1-Designing my puppet 

L2- Designing my puppet 

L3- Designing my puppet 

L4-Joining fabrics 

L5-Decorating my puppet 

L6-Evaluating my puppet 

Quiz 

L1-Designing the structure 

L2-Designing the structure 

L3-Assembling the structure 

L4-Assembling the structure 

L5-Assembling the windmill 

L6-Testing and evaluating 

Quiz 

L1-Fruit or vegetable? 

L2-Where fruit and vegetables 
grow. 

L3-Smoothie ingredients tasting 

L4-making smoothies 

Quiz  

L5-making a moving story 

L6-making a moving story 

Y2 

Baby Bear’s Chair 

 

Fairground Wheel 

 

Moving Monster 

 
L1-Explore stability 

L2-Strengthening materials 

L3-Making baby bears chair 

L4- Making baby bears chair 

L5- Fixing and testing baby bears 
chair 

L6-Fixing and testing baby bears 
chair 

Quiz 

 

L1-Design and Ferris wheel 

L2- Design and Ferris wheel 

L3- Planning the build 

L4- Planning the build 

L5- Building the frame with wheels 

L6- Building the frame with wheels 

Quiz 

L1-Pivots, leavers and linkages 

L2-Making linkages 

L3-Designing my monster 

L4-Making my monster 

Quiz 

L5-Food a balanced diet 

L6- Food a balanced diet 



Y3 

Eating Seasonally  

 

Electronic Charms 

 

Constructing a Castle 

 
L1-Where in the world? 

L2-British seasonal foods 

L3- British seasonal foods 

L4- Rainbow food 

L5- Rainbow food 

L6- Making tarts 

Quiz 

L1-Smart wearables 

L2-Programming an eCharm 

L3-eCharm pouches 

L4- eCharm pouches 

L5- Point of sale displays 

L6- Point of sale displays 

Quiz 

L1-Features of a castle 

L2-Designing a castle 

L3-Nets and structures 

L4- Building a castle 

Quiz 

L6-Textiles-cross stitch and applique 

L5-Mechanical systems-pneumatic 
toys 

Y4 

Pavilions 

 

Slingshot Cars 

 

Torches 

 

L1-Exploring frame structures 

L2-Designing a pavilion 

L3- Designing a pavilion 

L4-Pavillion frame 

L5-Pavillion cladding 

L6-Pavillion cladding 

Quiz 

L1-Chassis and launch mechanism 

L2-Designing a car body 

L3-Making the car body 

L4- Making the car body 

L5-Assembly and testing 

L6- Assembly and testing 

Quiz 

L1-Electrical products 

L2-Evaluating torches 

L3-Torch design 

L4- Torch assembly 

Quiz 

L5-Food-adapting a recipe 

L6-Textiles-fastenings 

Y5 

Doodlers 

 

Pop up Book 

 

What could be healthier? 

 

L1-Electrical systems and motors 

L2-Meet the doodlers 

L3-Doodler design and construction 

L4- Doodler design and construction 

L5- Doodler DIY kits 

L6- Doodler DIY kits 

Quiz 

L1-Pop up book page design 

L2-Making my pop-up book 

L3-Using layers and spaces 

L4- Using layers and spaces 

L5-Writing and illustrating 

L6- Writing and illustrating 

Quiz 

L1-From farm to fork 

L2-What does healthy look like? 

L3- What does healthy look like? 

L4- Adapting and improving a recipe 

L5- Adapting and improving a recipe 

L6-Mama Mia! Healthy bolognese 

Quiz 

 

 

 

 

 

 

 

 



Y6 

Waistcoats 

 

Playgrounds 

 

Navigating the World 

 
L1-Waistcoat design 

L2-Preparing fabric 

L3- Assembling waistcoat 

L4-Assembling waistcoat 

L5-Decorating waistcoat 

L6- Decorating waistcoat 

Quiz 

L1-Design a new playground 

L2- Design a new playground 

L3- Building structures 

L4- Building structures 

L5-Perfecting structures 

L6-Playground landscapes 

Quiz 

L1-Navigating the world 

L2-Programming a navigation tool 

L3-Product concept 

L4-CAD models 

L5-product pitch 

L6- product pitch 

Quiz 

 

 


