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DESIGN AND TECHNOLOGY POLICY 
 
Every Child Matters  
At Cantrell our aim is for every child, whatever their background or circumstances, to have 
the support they need to:  

 Be healthy  

 Stay safe  

 Enjoy and achieve  

 Make a positive contribution  

 Achieve economic well being  
 
The five outcomes are universal ambitions for every child and young person, whatever their 
background or circumstances. Improving outcomes for all children and young people 
underpins all our work.  
The outcomes are mutually reinforcing. Children learn and thrive when they are healthy, safe 
and engaged: evidence shows clearly that educational achievement is the most effective 
route out of poverty.  
In Design Technology the main focus is to ‘Enjoy and Achieve’ and ‘Make a Positive 
Contribution.’ 
 
1 Aims and objectives  
 
1.1 Design and technology prepares children to take part in the development of tomorrow’s 
rapidly changing world. Creative thinking encourages children to make positive changes to 
their quality of life. The subject encourages children to become autonomous and creative 
problem-solvers, both as individuals and as part of a team. It enables them to identify needs 
and opportunities and to respond by developing ideas and eventually making products and 
systems.  
Through the study of design and technology they combine practical skills with an 
understanding of aesthetic, social and environmental issues, as well as functions and 
industrial practices. This allows them to reflect on and evaluate present and past design and 
technology, its uses and its impacts. Design Technology helps all children to become 
discriminating and informed consumers and potential innovators. 
 
1.2 The aims of design and technology are:  

i. to develop imaginative thinking in children and to enable them to talk about what they 
like and dislike when designing and making;  

ii. to enable children to talk about how things work, and to draw and model their ideas;  

iii. to encourage children to select appropriate tools and techniques for making a 
product, whilst following safe procedures;  

iv. to explore attitudes towards the made world and how we live and work within it;  

v. to develop an understanding of technological processes, products, and their 
manufacture, and their contribution to our society;  

 



2 Teaching and learning style  
 
2.1 The school uses a variety of teaching and learning styles in design and technology 
lessons. The principal aim is to develop children’s knowledge, skills and understanding in 
design and technology. Teachers ensure that the children apply their knowledge and 
understanding when developing ideas, planning, making products and evaluating them. We 
do this through a mixture of whole-class teaching and individual/group activities. Within 
lessons we give children the opportunity to develop their ideas by working independently and 
in groups. Teachers encourage children to critically evaluate existing products and use their 
findings to inform/develop their ideas. We give children the opportunity within lessons to 
evaluate their own ideas and methods and work with others to say what they think and feel 
about them. They have the opportunity to use a wide range of materials and resources, 
including computing.  
 
2.2 In all classes there are children of differing ability. We recognise this fact and provide 
suitable learning opportunities for all children by matching the challenge of the task to the 
ability of the child. We achieve this through a range of strategies:  

i. setting common tasks that are open-ended and can have a variety of results  

ii. setting tasks of increasing difficulty where not all children complete all tasks  

iii. providing a range of challenges through the provision of different resources  

iv. using additional adults to support the work of individual children or small groups.  

 
3 Design and technology curriculum planning 
 
3.1 Design and technology is a foundation subject in the National Curriculum. At Cantrell  
Primary School most teachers plan in a cross curricular way so that they develop and adapt 
ideas to consider knowledge, skills, and understanding to ensure continuity.  
 
3.2 We carry out the curriculum planning in design and technology by producing long-term 
and medium-term plans. The long-term plan maps out the units covered in each term during 
the key stage. Teachers plan with their teaching colleagues.  
 
3.3 Our medium-term plans give details of each unit of work for each term. They identify 
learning objectives and outcomes for each unit, and ensure an appropriate balance and 
distribution of work across each term. The design and technology subject leader is 
responsible for overseeing and reviewing these plans.  
 
3.4 We plan the activities in design and technology so that they build upon the prior learning 
of the children. We give children of all abilities the opportunity to develop their skills, 
knowledge and understanding and we also build planned progression into the scheme of 
work, so that the children are increasingly challenged as they move through the school.  
 
4 The Foundation Stage  
4.1 We encourage the development of skills, knowledge and understanding that help 
Foundation Stage children to make sense of their world as an integral part of the school’s 
work. In the Foundation Stage of the National Curriculum, we relate the development of the 
children’s knowledge and understanding of the world to the objectives set out in the Early 
Learning Goals. These underpin the curriculum planning for children aged three to five. The 
children’s learning includes using a range of construction materials, exploration through 
dismantling different objects, questioning and discussion and choosing and using a range of 
different tools. These experiences encourages children to make connections between on 
area of learning and another and also forms the foundations for later work in design and 
technology.  



4.2 We provide a range of experiences that encourage exploration, observation, problem 
solving, critical thinking and discussion. These activities, indoors and outdoors, attract the 
children’s interest and curiosity.  
 
5 Contribution of design and technology to teaching in other curriculum areas  
 
5.1 English  
Design and technology contributes to the teaching of English in our school by providing 
valuable opportunities to ask and answer questions to develop their ideas and share 
viewpoints. They have the opportunity to compare ideas, methods and approaches in their 
work and that of other children. The evaluation of products requires children to articulate 
their ideas and to compare and contrast their views with those of other people. Through 
discussion children learn to justify their own views and clarify their design ideas.  
 
5.2 Mathematics  
Design and technology contributes to the teaching of mathematics through the use of 
measurements, space and shape and using both two and three dimensions.  
 
5.3 Computing  
We use computing to support design and technology teaching when appropriate. Children 
use software to enhance their skills in designing and making and use computing to collect or 
research information. Older children can collect visual information and research existing 
products. Teachers also encourage children to develop their ideas using digital cameras to 
record their observations.  
 
5.4 Personal, social and health education (PSHE) and citizenship  
Design and technology contributes to the teaching of personal, social and health education 
and citizenship. We encourage the children to develop a sense of responsibility in following 
safe procedures when making things. They also learn about health and healthy diets. Their 
work encourages them to be responsible and to set targets to meet deadlines, and they also 
learn through their understanding of personal hygiene, how to prevent disease from 
spreading when working with food. Children are encouraged to discuss how they feel about 
theirs and others work. They are taught how to do this without hurting the feelings of others.  
 
5.5 Spiritual, moral, social and cultural development  
The teaching of design and technology offers opportunities to support the social 
development of our children through the way we expect them to work with each other in 
lessons. Our groupings allow children to work together, and give them the chance to discuss 
their ideas and feelings about their own work and the work of others. Through their 
collaborative and co-operative work across a range of activities and experiences in design 
and technology, the children develop respect for the abilities of other children and a better 
understanding of themselves. They also develop a respect for the environment, for their own 
health and safety and for that of others. They develop their cultural awareness and 
understanding, and they learn to appreciate the value of differences and similarities. A 
variety of experiences teaches them to appreciate that all people are equally important, and 
that the needs of individuals are not the same as the needs of groups.  
 
6 Teaching design and technology to children with special educational needs 
(including Gifted and Talented)  
 
6.1 At our school we teach design and technology to all children, whatever their ability. 
Design and technology forms part of the school curriculum to provide a broad and balanced 
education to all children. Through our design and technology teaching we provide learning 
opportunities that enable all pupils to make progress. We do this by setting suitable learning 
challenges and responding to each child’s different needs. We are working to assess against 



the National Curriculum to allow us to consider each child’s attainment and progress against 
expected levels.  
 
6.2 When progress falls significantly outside the expected range, the child may have special 
educational needs. Our assessment process looks at a range of factors including classroom 
organisation, teaching materials, teaching style, differentiation, so that we can take some 
additional or different action to enable the child to learn more effectively. This ensures that 
our teaching is matched to the child’s needs.  
 
6.3 Intervention through School Action and School Action Plus will lead to the creation of an 
Individual Education Plan (IEP) for children with special educational needs. The IEP may 
include, as appropriate, specific targets relating to design and technology.  
 
6.4 We enable pupils to have access to the full range of activities involved in learning design 
and technology. Where children are to participate in activities outside the classroom, for 
example, a museum or factory trip, we carry out a risk assessment prior to the activity, to 
ensure that the activity is safe and appropriate for all pupils.  
 
7 Assessment and recording  
7.1 Teachers assess children’s work in design and technology by making assessments as 
they observe them working during lessons. They sometimes make notes of the progress that 
children make by assessing the children’s work against the learning objectives for their 
lessons. At the end of the year, as part of the annual report, teachers inform parents on the 
progress their child has made and pass this information on to the next teacher.  
 
7.2 The design and technology subject leader keeps evidence of the children’s work in a 
portfolio and photographs are also taken for a file on the server as further evidence. This can 
then be used to assess the expected level of achievement for each year.  
 
8 Resources  
8.1 Our school has a range of resources to support the teaching of design and technology 
across the school. Classrooms have basic resources, with the more specialised equipment 
being kept in the resource cupboard.  
 
9 Health and safety  
9.1 The general teaching requirement for health and safety applies in this subject. We teach 
children how to follow proper procedures for food safety and hygiene.  
 
10 Monitoring and review  
10.1 The monitoring of the standards of children’s work and of the quality of teaching in 
design and technology is the responsibility of the design and technology subject leader. The 
work of the subject leader also involves supporting colleagues in the teaching of design and 
technology, informing about current developments in the subject and what’s on in and 
around Nottingham or courses and providing a strategic lead and direction for the subject in 
the school. A termly report is written for the governor responsible for Design Technology to 
keep them fully informed.  
 
Date: 26/2/18 
Date for next review: Spring 2020 



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 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 AND TECHNOLOGY  
YEAR 1 Children make a model using 

mobilo, lego, sticklebricks  
 
Children talk about their 
model and save it with a label  
 
Children use boxes to make a 
model based on a stimulus  
 
Children say what they are 
going to make ahead of 
making it  
 
Children draw and label a 
design  

Children use a cellotape 
dispenser efficiently.  
Children use scissors to cut 
card and boxes  
Children use fastenings or 
glue for joining  
Children select materials 
appropriately to make a 
moving product e.g. a circle 
for a wheel and split pins for 
turning  
Children work through 
difficulties as they make a 
model (adult support)  
Children use knives for 
chopping and preparing fruit  
Children to fold, join and roll 
card, paper and textiles to 
create a stronger structure  
Children ensure they make a 
finished product/structure  
Children can use cubes, 
paper strips etc. to measure 
materials  
Children to use a mixing 
bowl to make a food product  
Children to use textiles to 
make a product e.g. Egbert’s 
cape  

Children talk about their 
model and describe its 
features and materials 
used e.g. soft, hard  
Children talk about what 
they like about their model  
Children answer questions 
about the function of their 
product  
Children to say what they 
like about others work  

Children using familiar moving 
object e.g. toys  
Children talk about how toys 
move  
Children use different vehicles 
with wheels, axels and levers  
Children talk about turning 
mechanisms e.g. fishing rods, 
fire engines, jack in the box, 
teaching clock  
Children know that they need 
clean hands and work 
surfaces before handling food  
 
Wind up, wind down, turn, 
push, pull, forward, 
backwards, stop, start, fold, 
join, roll, stronger, structure, 
measure  

YEAR 2 Children use a planning 
format to plan an idea using 
pictures and words  
Children to design and colour 
their product to enhance it’s 
appearance  
Children to make models of 
their designs out of various 
materials  

Children confidently select 
appropriate tools for their 
work  
Children independently work 
through difficulties when 
making  
Children make an object with 
wheels  
Children use shapes e.g. 
triangles to strengthen and 
join corners  
Children to join pieces of 
clay/modroc together to form 
an object  
Children to roll paper to 
create columns for strength  
Children use a ruler, 
measuring jug and scales to 
measure  
Children to safely use 
scissors and knives and 
hacksaws to cut different 
materials  
Children to use glue, staples 
or sewing to join materials  

Children describe to an 
audience how their model 
works- present their model  
Children change and 
modify their work with 
support  
Children to sample and 
describe their food 
product/ingredients 
including taste, smell, 
texture and consistency  

Children can choose which 
kind of fastening would be best 
for a given task e.g. sewing 
rather gluing  
Children to choose most 
appropriate material and tools 
for the task e.g. card rather 
than paper, waterproof 
material and insulating textiles  
Children can prepare their 
food product safely and 
hygienically and know how 
best to store it  
 
Columns, triangles, corners, 
strengthen, movement, 
design, detail, axel, 
templates, taste, smell, 
texture, consistency, 
hygienically, ingredients, 
insulating, water proof  
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 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 

 Select from and use a 
range of tools and 
equipment to perform 
practical tasks (e.g. 
cutting, shaping, 
joining and finishing) 

 Select form and use a 
wide range of 
materials and 
components, including 
construction materials, 
textiles and 
ingredients, according 
to their characteristics 

 Evaluate and explore 
a range of existing 
products 

 Evaluate their ideas 
and products against 
design criteria 

 Build structures, exploring 
how they can be made 
stronger, stiffer and more 
stable 

 Explore and use 
mechanisms (e.g. levers, 
sliders, wheels and axles) 
in their products 

 DESIGN MAKE EVALUATE TECHNICAL KNOWLEDGE 

 

  



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 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 AND TECHNOLOGY 

Y
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Chn draw, label and explain 

details of various designs 

and ideas 

Chn design for a product for 

a specific purpose 

Chn select appropriate tools, 

equipment and components 

Chn can choose 

complimentary ingredients 

for a specific object e.g. 

pizza topping 

Chn select appropriate 

materials/textiles for the task 

Chn describe the 

characteristics of the 

materials chosen 

Chn to design and apply 

textures to their product to 

enhance it’s appearance  

Chn present food to look 

appealing 

Chn use a scales to weigh 

ingredients  

Chn explain and show how 

to use sharp scissors safely 

Chn to make a simple 

mechanism to create 

movement e.g. pencil, cotton 

reel and string – winch  

Chn can finish work which is 

fit for purpose and is 

appealing to the user 

Chn to select and effectively 

use appropriate tools to 

make products 

Chn to use mouldable 

materials to make a product 

e.g. clay, paper mache etc 

Chn select and use a variety 

of fastenings to join different 

materials e.g. pins and glue 

Chn make holes safely using 

a template e.g. hand drills, 

screwdriver and blue-tac  

Chn to make a variety of cuts 

e.g. snips, saw 

Chn to sample and describe 

their food product including 

taste, smell, texture and 

consistency and to say if it’s 

fit for  purpose 

Chn recognise what they 

have done well as their work 

progresses and suggest 

things they could do better in 

the future 

 

Chn to be aware of what a 

safe environment is 

Chn to be aware of how to 

work in a  hygienic way 

Chn understand that 

cooked means heated/hot 

and chilled means 

cold/frozen and the effect 

this has on food 

Chn know that different 

materials are suitable for 

different purposes 

Quantity, rise, set, 

mechanism, scales, 

mouldable, fastening, 

chilled, heated, frozen, 

cooked, template, 

environment, hygiene,  
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Chn generate ideas and 

recognise that their 

designs have to meet a 

range of different needs 

Chn make realistic plans 

for their aims. 

Chn plan the order of their 

task and select appropriate 

tools, equipment and 

components 

Chn clarify ideas when 

asked and use words, 

labelled sketches and 

models to communicate 

the details of their designs 

Chn to design packaging 

Chn to use a selection of 

ingredients to meet an 

identified need e.g. healthy 

sandwiches 

Chn can make a circuit to 

illuminate or to create motion 

Chn make products that use 

both electrical and mechanical 

components e.g. levers and 

pulleys 

Chn select and use a variety of 

temporary and permanent  

fastenings to join different 

materials e.g. pins and glue 

Chn can use a ruler (mm) and 

knife/sharp pencil to score e.g. 

pop up card/story 

Chn to use scissors to create 

different effects accurately  

Chn use carving techniques , 

paint, glaze and other 

techniques for a high quality 

finish 

Chn to make a textile product 

using plaiting or weaving too 

create new products such as 

rope, belts, bracelet  

Chn use stitching to help create 

a product 

Chn to make a product with 

strong flexible  joints to allow for 

dismantling or folding e.g. a 

board game  

Chn’s product is improved 

after testing 

Chn identify what is working 

well and consider changes so 

its fit for purpose 

Chn collect information to 

generate ideas e.g. using 

ICT, data collection, 

internet 

Chn are aware of others 

dietary needs e.g. nut 

allergy, gluten free, 

religion  

Chn understand that 

some foods may not be 

eaten raw 

Chn understand that they 

need to work in a safe 

and hygienic way 

Raw, dietary, allergy, 

electrical and 

mechanical 

components, circuit, 

levers, pulley, carving, 

textile, flexible, finish, 

dismantle, illuminate, 

plait, weave, mm 
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Chn to cook food and 

discuss/write about how 

the flavour and texture 

changes and use this in 

their designs  

Chn to clarify ideas when 

asked through discussion, 

drawing and modelling  

Chn to select materials 

based on the final finished 

product’s use 

Chn can use ICT equipment  

and switches to control 

components  

Chn to make careful and 

precise measurements using 

tapes and rulers so that joins, 

holes and opening are in exactly 

the right place 

Chn to make their own product 

working from own plans, 

modifying them where 

appropriate  

Chn to make a simple cam 

mechanism to create  

movement in a product 

Chn ensure products are 

carefully finished and 

sometimes add additional 

materials for extra appeal e.g. 

container for a wax candle  

Chn to talk, write and draw 

about how a product will 

need improving as materials 

change by drying and heating  

Chn ensure the product is fit 

for purpose e.g. a hot water 

bottle cover that insulates 

Chn act upon user’s 

response to improve the 

product 

Chn to watch or use 

objects with hydraulic 

and pneumatic 

movements e.g. using a 

pump and air 

Chn to understand how 

air trapped inside 

something (e.g. balloon 

or tube) equals 

pneumatics. Water 

trapped inside something 

(e.g. syringe and tube) 

equals hydraulics  

Chn to understand that 

cooking alters the flavour 

and texture of foods 

Chn to draw upon their 

experience and various 

sources of information to 

help them develop their 

own ideas 

Pump, hydraulics, 

pneumatics, cam, 

mechanism, flavour, 

texture, modify  
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Chn to use labelled 

diagrams to communicate 

details of designs 

Chn to describe how the 

product will be of use to the 

user 

Chn use steps to make a 

detailed plan of how to 

make a product 

Chn ensure that some joints are 

hidden for aesthetic effect  

Chn to use finishing materials 

e.g. edging strips 

Chn to compare different 

storage of the same food and 

monitor results 

Chn can scale quantities up or 

down when following 

instructions or a recipe 

Chn can stitch, embroider or 

plait to make a durable product 

Chn make storage for 

mechanical components e.g. 

housing 

Chn can make a switch or 

buzzer using precise electrical 

connections 

Chn use construction materials, 

e.g. wood, card and appropriate 

adhesives 

Chn use hinges to create a 

levers  

Chn to demonstrate how 

information sources have 

influenced their design 

Chn test and evaluate final 

product in real life situations 

 

Chn understand the cost 

and availability of 

materials, where to get 

them and use this when 

selecting materials  

Chn to use their science 

knowledge of irreversible 

change by combining raw 

ingredients and applying 

heat. This demonstrates 

irreversible change and 

they then describe the 

sensory qualities e.g. 

cake 

Chn to understand what 

micro-organism is 

Chn use their science 

electrical skills to alter the 

way their electrical 

product behaves 

Chn use persuasive 

writing to encourage 

others to take an interest 

in their product 

Aesthetic effect, 

edging, scale, embroid, 

connectors, hinges, 

buzzer, switch, 

adhesive 
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 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  

 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  

 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.  

 

DESIGN MAKE EVALUATE TECHNICAL 

KNOWLEDGE 

 



This is the link to the National Curriculum 

 

https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/239041/PRIM

ARY_national_curriculum_-_Design_and_technology.pdf  

 

https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/239041/PRIMARY_national_curriculum_-_Design_and_technology.pdf
https://www.gov.uk/government/uploads/system/uploads/attachment_data/file/239041/PRIMARY_national_curriculum_-_Design_and_technology.pdf

