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Design Technology at 

Exwick Heights Primary School 

 
Overview 

 

Design and Technology is an inspiring, rigorous and practical subject. It encourages children to learn 

to think and intervene creatively to solve problems both as individuals and as members of a team. 

At Exwick Heights, 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. Children are given the opportunity to solve real and relevant 

problems in D&T lessons, which means that they develop essential everyday skills, unlocking their 

ability to be the designers and innovators of tomorrow. 

 
Curriculum Principles 

 

By the end of their primary education, a pupil of Exwick Heights Primary School will: 

• Be encouraged 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.  

• Make links with work to other disciplines such as mathematics, science, engineering, computing 

and art. 

• Understand the importance of the design process and learn through rigorous evaluation, how to 

make improvements that will feed into future projects. 

 

By the end of Early Years, pupils can… 
• Use a range of small tools, including scissors, paint brushes and cutlery; 

• Safely use and explore a variety of materials, tools and techniques, 

• experimenting with colour, design, texture, form and function; 

• Share their creations, explaining the process they have used; 

• Make use of props and materials when role playing characters in narratives 

and stories. 

 

By the end of KS1, pupils can… 

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]   
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• 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. 

 

Food and Nutrition 

• use the basic principles of a healthy and varied diet to prepare dishes  

• understand where food comes from. 

 

 

By the end of KS2, pupils can: 

Design 

• 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 

• 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] 
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• 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. 

 

Food and nutrition 

• 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. 

 

In order to achieve a true understanding of DT, topics are sequenced based on the following 

rationale:  

• The three main strands of the National Curriculum will be followed: Design, Make, Evaluate. 

• Each year group follows a structured programme of work allowing them to put their learning 

from other areas of the curriculum into practice. This ensures that knowledge and skills develop 

progressively from the youngest to the oldest children in school.  

• The emphasis is upon designing, developing and making good quality products with a purpose. 

A wide range of materials is used including wood, plastic sheeting, card, paper, textiles and food 

as well as graphic media.  

• At all stages, the children are encouraged to find solutions to problems through evaluation of 

their own pieces of work as well as those of established designers. 

• 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. 

• Generate, develop, model and communicate their ideas through discussion, annotated sketches, 

cross-sectional diagrams, prototypes, pattern pieces and computer-aided design. 

 

The DT curriculum will address social disadvantage by addressing gaps in students’ knowledge 

and skills:  

• At primary, children are tracked against the National Curriculum progression and assessed during 

and at the end of the cycle. Underachievement is identified and students are targeted in lessons 

to meet the objectives, through 1:1 support and small group work and feedback. 

• Feedback is information given to the pupil or teacher about the learner’s performance relative to 

learning goals or outcomes. The aim of feedback is to improve student learning by redirecting 

or refocusing the learner’s actions to achieve a goal. Feedback can be verbal or written, or can 

be given through tests. 

• Quality teaching and lesson content will ensure that all pupils can succeed and use the design 

booklets to track this process. 

• Once identified, these pupils, along with others, will receive quality feedback and will benefit 

from peer tutoring and collaborative learning. 

 

We fully believe DT can contribute to the personal development of students at Exwick Heights:  
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• Students will use, research and develop design criteria to inform the design of innovative, 

functional and appealing products that are fit for purpose, aimed at particular individuals or 

groups. 

• Generate, develop, model and communicate their ideas through discussion, annotated sketches, 

cross-sectional diagrams, prototypes, pattern pieces and computer-aided design. 

• 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.  

• 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. Understand and use electrical systems 

in their products. Apply their understanding of computing to program, monitor and control their 

products.  

• Key skills and key knowledge for Design & Technology have been mapped across the school to 

ensure progression between year groups. This also ensures that there is a context for the 

children’s work in Design and Technology; that they learn about real life structures and the 

purpose of specific examples, as well as developing their skills throughout the programme of 

study. Design and technology lessons can also be taught as a block so that children’s learning is 

focused throughout each unit of work. 

 
 

In each phase of learning, our belief is that homework should be a revision of powerful 

knowledge previously modelled and taught in lessons. This knowledge is recalled and applied 

through a range of quizzing and practice. 
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Curriculum Overview with Enrichment Opportunities 

 

Year Autumn Spring Summer 

Nursery In Nursery, children will begin to explore different materials and textures.  

Reception In Reception: Structures; Junk modelling / Textiles; Making a bookmark / Structures; Boats 

Year 1 Constructing a windmill Puppets Fruit and vegetables 

Year 2 Baby bear’s chair  Making a moving monster or Ferris wheel Pouches 

Year 3  Electronic charm Eating seasonally Constructing a castle 

Year 4 Pavilions Making a slingshot car Torches 

Year 5 What could be healthier? Making a pop-up book Doodlers 

Year 6 Waistcoats Playgrounds Navigating the world 

 

Key              Electronic Systems             Textiles             Structure            Digital World           Food Technology          Mechanical System
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Our Spiral Curriculum 

 

For Design and technology, the combined Art and DT curriculum includes carefully selected units to 

ensure gradual progression towards the National curriculum end of key stage attainment targets 

and to cover all of the four strands (Design, Make, Evaluate and Technical Knowledge) in enough 

detail. 

 

Some key areas appear less frequently than others, for example Textiles, and this is deliberate. The 

National curriculum statements show that working with textiles is only a small element of the Make 

strand and many of the making techniques covered in the Textiles units are also covered with a 

range of materials in other units, such as the use of templates, modelling, measuring and marking 

out, cutting, shaping and joining. 

 

All children are entitled to a curriculum and to the powerful knowledge, which will open doors and 

maximise their life chances. Below is a high-level overview of the critical knowledge children will 

learn in DT at each stage of their primary education, from Nursery through to Year 6.  The curriculum 

is planned vertically and horizontally giving thought to the optimum knowledge sequence for 

building secure schema. This curriculum overview shows the knowledge, skills and understanding at 

each stage of a child’s DT journey at Exwick Heights. 
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Nursery and Reception 
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Year 1 and Year 2 
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Year 3 and Year 4 
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Year 6 
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