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Intent

Ouwr Design and Technology curriculum is driven by a commitment to creativity, innovation, and purposeful leaming; we aim to empower all children to hecome confident prohlem-solvers
and thoughtful designers who make a positive impact on the world around them.

Through an engaging, hands-on curriculum, pupils explore real-life challenges using a rich blend of skills from across the STEM subjects. They are encowraged to think critically, take
Sustainahility is a core theme, with children learning to consider the erwironmental impact of their designs and make responsible choices ahout materials and resources. Strong links with
By the end of primary school, our pupils are not only equipped with practical skills and technical knowledge but also a growing sense of agency—ready to shape their future with curiosity,
Ouwr curriculum is rooted in high expectations for all supported by high-quality adaptive practice. Diverse and high-quality texts underpin our curriculum, as well as rich opportunities for

oracy, vocahulary development and a growing mastery of knowledge, skills and concepts.

Implementation
Our pedagogy is built around three key concepts:
1. Command of the Content / Excellent Subject Knowledge

2. Consistent Erwironment, Relationships and Routines
3. Comerstones of Teaching & Learning (outlined heneath)

Core Knowledge Oracy Rich Opportunities Adaptive Practice
The core knowledge for each lesson is clear and explicit. Oracy elevates learning and offers the opportunity to Learning is adapted carefully to meet the needs of all
Oracy is a feature of every lesson and is the outcome of at
least one lesson per unit.
Diverse & High-Quality Texts Vocabulary Rewnision & Assessment
texts that allow themselves to see themselves and others. This huilds a hank of disciplinary vocahulary that is revised Each lesson hegins with a review of last week's learning.




regularly Each unit ends with a summative assessment.
Careers Modelling CPD
Real life opportunities are woven into the curriculum Mcdzllmgusonzofourtnwoofwstomvsoftzadungwd OnwthPDﬁo‘rwh&e@tl.wdus twdwswxdtwdurg
At our annual Careers’ Festival, the subject is represented by
professionals.
Cultwral Capital Parental |nvolvement Monitoring
Children leam ahout significant events, people and places Parents are inwited to share in the learning jowrney through Suhbjects are monitored routinely through hook looks,
This is supported through visitors, trips and visits, and Learning is shared routinely on Class Dojo.
Impact

The impact of owr Design and Technology curriculum is that children leave primary school with a strong foundation of practical skills, creative confidence, and a prohlem-solving mindset.
They are able to apply their knowledge of materials, structures, mechanisms, and electronics in thoughtful and innovative ways, drawing on their understanding of science, maths, and
ccrmpunm} PWWQWW@WWWMU@MWmmmM mdudmgthwwm—vwihmmghtandpurp.osz Thzgundmiandthz

Children are engaged and enthused ahout DT as shown in lesson visits, hook looks, governor visits and pupil voice.




D.T. Long-Term Plan

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6
Autumn Cooking & Nutrition: | Cooking & Nutrition: | Cooking & Nutrition: Digital: Wearahle Mechanisms: Cooking & Nutrition: Textiles: Bags
Vegetahle Soup Smoothies Healthy Wraps Technology - Slingshot Cars Deneloping a
Microhits Bolognaise Recipe
Spring Textiles: Book Marks Mechanisms: Mechanisms: Electrical Systems: | Cooking & Nutrition: Textiles: Stuffed Electrical Systems:
Wheels and Axels making a moving Museum Display Adapting Recipes Toys Steady Hand Game
monster

Suwmmer Structures: Boats Textiles: Puppets Structure: Bahy Cooking & Nutrition: | Structures: Pavilions Gears & Pulleys Cooking & Nutrition:
Bear's Chair Seasonal Food Tart Come Dine With Me

(3 cowrse meal)




FENDER PRIMARY SCHOOL

Long Term Plan - Design Technology

Autumn: Cooking & Nutrition
{vegetable soup) i
Spring: Textles - Book Marks 1

Summer: Structures - Boats

YEAR 1

Autumn: Cooking & Nutrition
{smoothies)

Spring: Mechanisms - Wheels and
Axels
Sumime

extiles - Puppets

YEAR 2
rition (healthy

#1q

Auturnn: Cooking & !
wraps)

Spring: Mechanisms - Moving Monsters
Summer: Structure - Baby Bear's Chair

YEAR 3

| - Autumn: Digital - Wearable
. Technology (Microhits)
4 “ Spring: Electrical Systems -
‘ Museum Display
¥ Summer: Cooking & Nutrition
(Scasonal Tart)
YEAR 4
Autumn: Mechanisms - Slingshot
Cars
Spring: Cooking & Nutrition
(Adapting Recipes)
Summer: Structures - Pavillions

c
YEAR 6

Autumn: Textiles - Bags
i Systems - Steady

TN
Autumn: Cooking & Nugrition
{developing a bolognalse recipe)
Spring: Textiles - Stuffed Toys
Summer: Gears & Pulleys

Hand Game
Summer; Cooking & Nutrition - Come
Dine With Me (Three-Course Meal)

Careers Oracy
Careers education is woven
through our DT curriculum as throughout the DT curriculum -
are life skills, Swdents le children are given opportuniti
about possible opportunities 1o evaluate, explore. buikd on and
that studying DT can open up analyse their creations and those
1o them. of others,

Oracy skills are embedded




Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6
Designing Explore ideas Generate simple Pl.anb,gdmmn% Research, plan, and Create detailed |ndzp,@nd1mtl% Produce innovative,
Ewl-dw. Laht%. .
Making Uses,wxplztao{/sand Choose and use Sel.ex;tf/rmnawid.u Use appropriate Use tools and Selz»otandwsz Work with high-leel
swp,pm‘c(uxtting, (spi/s/sm,g,luz,tap.e). rrwhmabs‘ﬁora to measure, mark, increasing accuracy precision work; independently adapt
sticking). PUROSE. outands}w.pz and skill (samws, glue comhine materials techniques and use
Evaluating Talk ahout what they | Talk ahout how their Evaluate agairst Evuluatzt}wir Evaluate their Critically evaluate Complete detailed
improvements. needs. effectiveness, user
feedhack, and
improvements.
Technical Knowledge ExplorehuwW Build simple Dewelop Understand and use Appigund.ustandmg Use mechanical and Apply advanced
pull, hinge). mechanisms (sliders, | simple mechanisms (levers, linkages) in (circuits, switches) mote complex electrical, and
levers, wheels). (axles, pulleys). products. and reinforce products (e.g., computing systems
structures. motors). confidently in design




Cooking and Explore food play Begin to understand Prepare simple Understand hasic Measure ingredients Research and Plan, prepare, and
Nutrition (taste, smell, simple where food comes healthy dishes Jood groups and accurately and prepare a range of cook a variety of
preparation). from and prepare safely (e.g., fruit healthy eating; prepare SONoWY dishes considering complex dishes
simple dishes salad). Jollow simple dishes safely. seasonality and using a range of
Structures Build simple models | Create freestanding Explore ways to Apply knowledge to Design and huild Explore structures in [ Master designing,
using construction structures using muake structures reinforce and more complex depth (e.g., bridges, huilding, and
techniques (e.g., stable (folding, frameworks and joins, hroces, and joining techniques. sophisticated
gluing, taping). rolling, layering). structures. triangulation. structures
Textiles Explore different Cut and join fabrics Use simple sewing Denelop stitching Use a range of Accuwrately measure Design, cut, sew,
textures and join using simple techniques (running skills (running, stitches and cut, and join textiles and decorate more
fahric with glue. techniques (stapling, stitch) to join backstitch); begin finishing techniques | using patterns and complex textile
gluing). materials. designing textile (e.g., h.um'rwugr templates. products with a
Mechanisms Play with toys that Create simple Explore wheels and Use linkages to Design and huild Incorporate motors Dewelop
have moving parts moving models axles in moving make movement more sophisticated | and control systems | automated/mechanis
(wheels, sliders). using sliders and products. (e.g., pop-up hooks). | mechanical systems into mechanical ed products
pulleys. mechanical and




Progression of Materials / Tools / Technigues

Cutting Tools Use child scissors to Cut along lines Cut fabric, card, and Use junior samws Accurately saw Use precision Master cutting a

(scissors, snips snip paper and card. | using scissors; hegin | thin materials with | (e.g., hacksaws) with wood and rigid uittuqto'o{/s(uuf/t range of materials

saws) to cut simple shapes. growing accurocy. suppott to cut wood. materials knives, junior tenon with high precision

Joining Materials Stick with glue and Uszg,lwztapz and | Join materials more Use a range of Join materials Select appropriate Combine joining

fasteners) (split pins, clips). stronger adhesives; (glue guns, nails, (hrackets, holts, techniques hased on andszcumh}‘f,or
stitching. seams).

Structures (paper, Build simple towers Use card and paper Strengthen Create strong Design structures Use woodworking Design, construct,
card, wood, and walls with to make simple paper/card models frameworks using with reinforcement tools to create and refine
construction kits) hlocks and kits. models. with folds and wood and card. (triangulation, complex structures large-scale or

loyers. cross- ing). (frames, bridges). load-hearing
structures
independently.
Tentiles (fabric, Explore fabric Cut and stick fabric | Learn hasic stitching | Use running stitch, Decorate textiles Measure, cut, join, Design and create
thread, sewing textures; stick fabric | shapes; wearve with (running stitch) to cross-stitch, and with emhroidery and and finish fabric functional and
techniques) pieces. paper and textiles. join fabric. hackstitch for embellishment; use | products neatly (e.g., decorative textile
techniques (e.g.,

seams, pleats).




Mechanisms PLa%wdhto-g/st}wt Cr\eo.tas,tmplz Build products with Use linkages to Construct |nte,gmtzrrw’cmsand Design automated
wheels, linkages, (sliders, levers). movement (e.g., with cams, pulleys, into projects. mechanical and
cams) moving storyhooks). and gears. electrical systems.
Electrical Systems Explore toys that Introduce simple Begin understanding Build simple series Incorporate switches Denelop complex Integrate
(simple circuits, light up or move. hattery-operated hasic circuits (hulhs, circuits into and motors into circuits with sophisticated
motors, switches) toys. hatteries) through products (e.g., a working products. multiple components electrical systems
exploration. light-up sign). and programmable | (e.g., programmahle
Crumhle or
Micro:hit).
Cooking and Handlef,ovd Prepare simple Use hasic tools Follow simple recipes Prepare and cook Apply more complex Plan, prepare, and
Nutrition (tools, (washing, mixing) uncooked dishes (spreader, peeler) to independently, sovoury dishes cooking skills cook complete dishes
ingredients, with support. (fruit salad, prepare foods safely. measuring using heat (haking, (kneading, with an emphasis on
techniques) sandmwich). ingredients. hoiling, frying). seasomning, nutrition, skill, and
Digital and Explore simple Begin to use simple Create hasic Use hasic Design and simulate | Use programmahble Design and control
Computing Tools cause-and-effect programmable toys instructions for Computer-Aided products digitally systems (e.g., complex products
(CAD, programming, toys or apps. (Bee-Bots). programmahble Design (CAD) tools (simple CAD Crumbhle, Micro:hit) using digital tools
control technotogy) denices. for 2D designs. software). to control products. and programming




Vocahulary

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6
chop, mix, cut, smoothie, fruit wrap, healthy, wearahle, microhit slingshot, car bolognaise, hag, textile, stitch,
taste, smell, peel, measure ingredient, choose code, light, chassis, wheel, simmer, season design, durahble,
vegetahle, soup, powr, design, mark, spread, fold, program, sensor, axle, friction, flavour, recipe, functional, steady,
cook, safe, pour, stitch, needle, monster, lever, sew, stitch, join, | pawilion, structure, | adapt, stuffed, toy, | hand, game, wire,
blend, healthy thread, felt linkage, design, decorute, pattern, s.uppart, jrame, stitch, seam circuit, buzzer,
axle, move, tumn, chair, structure, seasonal, local, ta/si.e, tewtwe, gear, pulley, dessert, serve,
push, pull halance, strong, grate, chop, healthy, savoury, mwotion, rotate, garnish
test, huild comhine evaluate Jorce, mechanism




National Cwrriculum - DT

Purpose of study

real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values. They acquire a broad range of subject
innovative, enterprising and capahble citizens. Through the evaluation of past and present design and technology, they develop a critical understanding
Aims

The national curriculum for design and technology aims to ensure that all pupils:

technological world

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

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

& understand and apply the principles of nutrition and learn how to cook. Attainment targets By the end of each key stage, pupils are expected to know,
Subject content

Key stage 1

Through a variety of creative and practical activities, pupils should he 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
MWMWWWW]WMWWW,WW@W&



- hrol
& selact from and use a range of tools and equipment to perform practical tasks [or exampl, cutting, shaing, joining and finishing
# select from and use a wide range of materials and components, including construction materials, textiles and ingredients, according to their
| .
# explore and evaluate a range of existing products
# huild structures, exploring how they can he made stronger, stiffer and more stahle
» explore and use mechanisms [for example, levers, sliders, wheels and axles], in their products.
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 erwironment]. When designing and making, pupils should he taught to:
individuals or groups
pattern pieces and computer-aided design
& selact from and use a wider range of toots 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
& inwestigate and analyss a range of existing products



& 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, lovers 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 produicts.

Cooking and nutrition

As part of their work with food, pupils should he taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking
in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enahles pupils to feed
themselves and others affordably and well, now and in later life.

Pupils should be taught to:

Key stage 1

» use the hasic principles of a healthy and varied diet to prepare dishes

& understand where food comes from.

Key stage 2

& understand and apply the principles of a healthy and varied diet

# prepare and covk 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.



D.T. Lesson Structure

Revision & Recap

Teacher rewisits learning from last week, last term and last year.

Vocahulary / Oracy

Explicit Teaching of New Knowledge

Teacher uses the roud map to place new learning in the context of the unit.
Teacher uses core principles of owr Fender Pedagogy to teach new core knowledge from that week.

Independence

Children practice and denvelop their knowledge, through application of a historical skill in their independent (or group) work.
This could he written or orally recorded, dependent on the knowledge, skill and task of that lesson.

Review...Revise...Reflect.. Where Next?

Teacher to make explicit the core knowledge from that lesson - three core facts!

Revise that lesson’s taught vocabulary
Use the road map to look ahead - where does this knowledge take us next?
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