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Rationale for Design and Technology Planning: 
EYFS planning is based on the Early Years Foundation Stage curriculum and is repeated annually. 
In KS1, pupils should be taught the knowledge, understanding and skills needed to engage in a process of designing and making. Children will work creatively and practically in a range of relevant contexts.
In KS2, pupils should extend their knowledge and understanding within these areas and additionally use computer aided design, electrical systems within their products and apply their knowledge of computing to program, monitor and control their products. Cooking and nutrition will be taught across all Key Stages as part of the Design and Technology curriculum. 
Golden Threads running through the Design and Technology curriculum include designing, making, evaluating and technical knowledge and link to other subjects across the curriculum to embed knowledge and understanding. 
At Bearpark Primary School we are committed to ensuring that all pupils access and participate in a broad and balanced 'subject' curriculum. This is done through careful lesson planning and adaptation for all children, including those who have special educational needs, disabilities, English as an additional language or those who are gifted and talented.

• Focused design activities linked to children’s learning in other subjects to increase interest and develop cross-curricular links. 
• Easter egg competition – children design and make a scene (dependent on their topic) involving eggs and other materials. 
• Enterprise fortnight – Involves each class designing, pitch, making, evaluating and selling a product.
• Christmas performances – Each class to make/bake an item to sell to parents. 
• Summer fete – Children design and make a game to raise money for school fund with links to Fairtrade. 
• Designs by the children linked to the school’s focus on environment using recycled materials. 
• Growing and using own produce in their cooking. 
• Career’s day – visitors in to share information about their industry. 
• Visits to different places of industry.




	
	Autumn
	Spring
	Summer

	EYFS
	Textiles 
Structures
	Vehicles
Toys
	Food

	Communication and Language
	Through design and technology, children listen carefully to instructions and follow them accurately when using tools and practising techniques. When responding to questioning, children explain how their own and others’ products work, say who they think they are for and what purposes they fulfil. They develop technical vocabulary and learn how to express their ideas for what they want to design and make.

	Personal, Social and Emotional Development
	Design and technology is ultimately about people and making things better for people. As a result there are many issues to explore empathy, values and needs of users. Design and technology also provides unique opportunities for children to develop their self-confidence and self-awareness, manage their feelings and make relationships.

	Physical development
	Design and technology activities can significantly help with fine and gross motor experiences in children. Opportunities for sensory explorations and co-ordination can be achieved through a number of tasks and play. Using small tools, with feedback and support from adults, allow children to develop proficiency, control and confidence. Ensure you have a range of tools as they employ muscles in different ways (twisting, pushing and pulling) and can develop gross motor skills such as hammering and sawing.

	Literacy
	Communication is a key aspect in design and technology. Ensure there are numerous opportunities for children to discuss their creations and those made by other people. Discussion throughout the process of creation allows early opportunities for an iterative approach and analytical thinking. The technical and practical nature of designing and making helps to ensure that writing activities meet the needs and interests of all children. As part of the EYFS curriculum that many children find accessible, enjoyable and motivational, design and technology provides contexts for children to communicate about what they have made and designed.

	Mathematics
	This area of learning enables children to explore and further their understanding of shapes, spatial awareness and measure. Developing a risk-taking approach is also key and should help to embed a growth mindset which is vital for D&T.

	Understanding the World
	This area of learning enables children to learn about products and environments that have been designed and made by people. Children think about how a range of everyday and less familiar products are used in places such as schools and homes. They select and use these products for particular purposes and investigate and evaluate them using a range of questioning techniques. They talk about features of their indoor and outdoor environment. To support their learning in design and technology, it is essential that children explore the built or design and made world.

	Expressive Arts & Design
	This is the area of learning where D&T – related aspects can really be explored. The area focuses on children’s creative development and mentions the need for a wide-range of materials, tools and other resources. This provides opportunities for children’s learning in D&T to draw on the ‘arts’ when they are designing and making. It is equally important to be aware of the distinctive nature of D&T so that children receive a genuine design and technological experience. For D&T, the children and adult would be discussing different users, the purpose of their product and how it works (function). It D&T we often mention ‘Something for Somebody for Some purpose’ with teachers. Children should be using a variety of materials and engage in imaginative role-play where they create and use indoor and outdoor environments based on the designed and made world.

	Year 1&2 (A)
	Mechanisms 
	Textiles 
	Food 

	
	Wheels and axles
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Templates and joining techniques 
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Preparing fruit and vegetables
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	
	Children will explore and evaluate a collection of books and everyday products that have moving parts, including those with levers and sliders. Using their knowledge, they will then generate a simple design criterion and develop their ideas for through talking, drawing and making mock-ups of their ideas with paper and card. Children will select and use tools, explaining their choices, to cut, shape and join paper and card using simple finishing techniques suitable for the product they are creating.
	Children will learn all about different fabrics. They will explore and become familiar with the names of different fabrics and learn how to choose and manipulate fabrics to create different effects; they will also learn how to join fabrics in a variety of ways, including running stitch. Finally, children get the chance to apply all of these skills to help them create their own fabric-based product which they will evaluate.
	Children will learn about peeling, zesting, cutting safely and applying these skills when preparing healthy dishes. Children will learn key information about healthy eating linking with science focus and where their food comes from. Make links with the history focus and which fruits and vegetables they had – make links with climate change and carbon footprint (where our food comes from now). They will gain some practical ideas about ingredients that can be combined to make interesting and healthy salads.


	Year 1&2 (B)
	Structures
	Food 
	Mechanisms 

	
	Freestanding structures 
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Prepare fruit and vegetables
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Sliders and levers
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	
	Children will develop their understanding of structures. The exploration of different types of structures will give them the experience and information to draw on when developing their own ideas. The children create their ideas following the design criteria, given at the beginning of the project, and go on to create models from reclaimed materials. Children will also begin to understand how structures can be made stronger, stiffer and more stable.
	Children will examine a range of fruit/vegetables. They will have opportunities to handle, smell and taste fruit and vegetables in order to describe them. The children will develop a deeper understanding of the Eatwell plate and the importance of eating a healthy and varied diet. Children will be learn about good food hygiene rules and using kitchen equipment to prepare food safely, before applying these skills when making and evaluating their products.

	Children will explore and evaluate a range of wheeled products such as toys and everyday objects before undertaking the fun task of designing, making and evaluating their own moving object. They will learn all about wheels, axles and chassis and how they are combined to make the framework of the vehicle, as well as how to create an eye-catching body. Finally, the children will evaluate their finished product, communicating how it works and how it matches their design criteria, including any changes they made.


	Year 1 Sticky Knowledge 
Use own ideas to design something and describe how their own idea works. 
Design a product which moves.
Explain to someone else how they want to make their product and make a simple plan before making.
Use own ideas to make something.
Make a product which moves.
Choose appropriate resources and tools.
Describe how something works.
Explain what works well and not so well in the model they have made.
Make their own model stronger.
Cut food safely.

	Year 2 Sticky Knowledge
Think of an idea and plan what to do next.
Explain why they have chosen specific textiles.
Choose tools and materials and explain why they have chosen them.
Join materials and components in different ways.
Measure materials to use in a model or structure.
Explain what went well with their work.
Make a model stronger and more stable.
Use wheels and axle.
Weigh ingredients to use in a recipe.
Describe the ingredients used when making a dish or cake.








	Year 3&4 (A)
	Textiles
	Food
	Electrical systems

	
	2D shape to 3D product
Design, make and evaluate __________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	Healthy and varied diet
Design, make and evaluate ___________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Simple circuits and systems
Design, make and evaluate _________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	
	Children will investigate a range of textile products that have a selection of stitches, joins, fabrics, finishing techniques, fastenings and purposes. They will disassemble appropriate textiles products to gain an understanding of 3-D shape, patterns and seam allowances. Children will create a design criterion and learn a range of stitching techniques and create a paper pattern using 2-D shapes in order to create a 3-D product.
	Children will develop an understanding of seasonality and use herbs, tomatoes etc. to create range of savoury dishes – pesto, pasta, tomato-based sauces, bruschetta, etc. Children will learn to select and use a range of utensils and use a range of techniques as appropriate to prepare ingredients hygienically including the bridge and claw technique, grating, peeling, chopping, slicing, mixing, spreading, kneading and baking. This unit will strengthen links to their studies of Italy in Geography.
	Children will discuss, investigate and, where practical, disassemble different examples of relevant battery-powered products, including those which are commercially available to gain an understanding of how they work. Children will then develop a design brief, discussing the purpose of the battery-powered products that they will be designing and making and who they will be for. They will use annotated sketches, cross-sectional and exploded diagrams, as appropriate, ask the children to develop, model and communicate their ideas.


	Year 3&4 (B)
	Mechanisms
	Food
	Structures

	
	Levers and linkages
Design, make and evaluate a__________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	Healthy and varied diet 
Design, make and evaluate a _________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	Shell structures including CAD
Design, make and evaluate a _______ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	
	Children will develop their understanding of mechanisms. They will explore how to make different types of mechanisms, such as levers, wheels and sliders. They will sketch a design based on their ideas and then create their moving product finally they will evaluate their finished product. Children will Understand and use lever and linkage mechanisms. Distinguish between fixed and loose pivots. Know and use technical vocabulary relevant to the project.
	Children will investigate a range of food products and explore the principles of a varied and healthy diet. They will gather information about existing products available relating to their final product and learn how a variety of ingredients used in products are grown and harvested, reared, caught and processed. Children will then learn to select and use a range of utensils and use a range of techniques as appropriate to prepare ingredients hygienically to complete their final product.
	Children will investigate a collection of different shell structures including packaging. They will learn how to use simple drawing software to design and make their own products using computer-aided design (CAD) software to create nets, addressing the needs of the user and the purpose. Finally, children will evaluate throughout their final products against the intended purpose and with the intended user, where safe and practical, drawing on the design criteria previously agreed. They will develop and use knowledge of how to construct strong, stiff shell structures as well as their knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D shapes. They will know and use technical vocabulary relevant to the project.

	Year 3 Sticky Knowledge
Prove that a design meets a set criteria. 
Design a product and make sure that it looks attractive.
Choose a material for both its suitability and its appearance.
Follow a step-by-step plan, choosing the right equipment and materials.
Select the most appropriate tools and techniques for a given task.
Make a product which uses both electrical and mechanical components.
Work accurately to measure, make cuts and make holes.
Explain how to improve a finished model.
Know why a model has, or has not, been successful.
Know how to strengthen a product by stiffening a given part or reinforce a part of the structure.
Use a simple IT program within the design.
Describe how food ingredients come together.
Weigh out ingredients and follow a given recipe to create a dish.
Talk about which food is healthy and which food is not.
Know when food is ready for harvest.
	Year 4 Sticky Knowledge
Use ideas from other people when designing.
Produce a plan and explain it.
Persevere and adapt work when original ideas do not work.
Communicate ideas in a range of ways, including by sketches and drawings which are annotated.
Know which tools to use for a particular task and show knowledge of handling the tool.
Know which material is likely to give the best outcome.
Measure accurately evaluate and suggest improvements for design.
Evaluate products for both their purpose and appearance.
Explain how the original design has been improved.
Present a product in an interesting way links scientific knowledge by using lights, switches or buzzers.
Use electrical systems to enhance the quality of the product.
Use IT, where appropriate, to add to the quality of the product.
Know how to be both hygienic and safe when using food.
Bring a creative element to the food product being designed.


	Year 5&6 (A)
	Textiles
	Food
	Electrical systems

	
	Combining different fabric shapes.

Design, make and evaluate a _____________for __________ (user) for _________ (purpose).
To be completed by teacher to make links to other learning where possible.
	Celebrating culture and seasonality

Design, make and evaluate ____________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	More complex switches and circuits
Design, make and evaluate a _____________ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.


	
	Children will learn how to write their own design criteria and design products with the user in mind thinking about aesthetics and functionality. Annotated designs will be used to communicate ideas as well as step by step plans. Children will learn how to make a paper template and how to sew a running stitch, backstitch, whip stitch and blanket stitch. Finally, when they have made their product, the children will learn how to write a detailed evaluation.
	Children will carry out relevant research into existing products to include personal/cultural preferences, ensuring a healthy diet, meeting dietary needs and the availability of locally sourced/seasonal/organic ingredients. They will carry out sensory evaluations of a variety of existing food products and ingredients relating to the project and explore which ingredients could be added to a basic recipe such as herbs, spices, vegetables or cheese. Children will also learn how to measure out, cut, shape and combine e.g. knead, beat, rub and mix ingredients use appropriate utensils and equipment that the children may use safely and hygienically. This knowledge will be used to develop and make a purposeful product.
	Children will understand and use electrical systems in their products linked to science coverage. They will apply their understanding of computing to program, monitor and control their products. Know and use technical vocabulary relevant to the project.

	Year 5&6 (B)
	Structures
	Food
	Mechanisms

	
	Frame structures
Design, make and evaluate a ________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Food from around the world
Design, make and evaluate __________ for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.
	Gears and pulleys
Design, make and evaluate a _______ (product) for __________ (user) for _________ (purpose). 
To be completed by teacher to make links to other learning where possible.

	
	Children will investigate a collection of different structures. Children will understand how to strengthen, stiffen and reinforce 3-D frameworks. Know and use technical vocabulary relevant to the project. Finally, children will evaluate throughout their final products against the intended purpose and with the intended user, where safe and practical, drawing on the design criteria previously agreed.
	Children will have the chance to discover the exciting and diverse choice of food available around the world. They will learn where in the world a variety of ingredients flourish and will then build on their understanding of the Eatwell plate, placing different ingredients into the correct food groups. This will develop a deeper understanding that although food can be extremely varied, it still comes under the same basic food groups. Children will then have the chance to learn some basic and advanced cooking techniques, they will apply these skills when making some traditional dishes from different countries.
	Children will understand that mechanical and electrical systems have an input, process and an output. Understand how gears and pulleys can be used to speed up, slow down or change the direction of movement. Know and use technical vocabulary relevant to the project

	Year 5 Sticky Knowledge
Come up with a range of ideas after collecting information from different sources.
Produce a detailed, step-by-step plan.
Explain how a product will appeal to a specific audience.
Design a product that requires pulleys or gears.
Use a range of tools and equipment competently.
Make a prototype before making a final version.
Make a product that relies on pulleys or gears.
Suggest alternative plans; outlining the positive features and draw backs.
Evaluate appearance and function against original criteria.
Link scientific knowledge to design by using pulleys or gears.
Use more complex IT program to help enhance the quality of the product produced.
Be both hygienic and safe in the kitchen.
Know how to prepare a meal by collecting the ingredients in the first place. Know which season various foods are available for harvesting.
	Year 6 Sticky Knowledge
Use market research to inform plans and ideas.
Follow and refine original plans.
Justify planning in a convincing way.
Show that culture and society is considered in plans and designs.
Know which tool to use for a specific practical task.
Know how to use any tool correctly and safely.
Know what each tool is used for.
Explain why a specific tool is best for a specific action.
Know how to test and evaluate designed products.
Explain how products should be stored and give reasons.
Evaluate product against clear criteria.
Use electrical systems correctly and accurately to enhance a given product. Know which IT product would further enhance a specific product.
Use knowledge to improve a made product by strengthening, stiffening or reinforcing.
Explain how food ingredients should be stored and give reasons.
Work within a budget to create a meal.
Understand the difference between a savoury and sweet dish.
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