
Design and Technology Intent 
Philosophy  
Design and Technology prepares pupils to participate in tomorrow’s rapidly changing technologies. They learn to think and intervene creatively to 
improve quality of life. The subject calls for pupils to become autonomous and creative problem solvers, as individuals and members of a team. 
They must look for needs, wants and opportunities and respond to them by developing a range of ideas and making products and systems. They 
combine practical skills with an understanding of aesthetics, social and environmental issues, function and industrial practices. As they do so, 
they reflect on and evaluate present and past design and technology, its uses and effects. Through design and technology, all pupils can become 
discriminating and informed users of products, and become innovators. 

At Villiers Design and Technology is taught through a Creative Curriculum, alongside History, Geography and Art and Design, where possible. 
We believe this enriches and enhances all the lessons taught, inspiring and encouraging children to make connections. Design and Technology 
runs throughout all these areas, so children can see how Design and Technology runs throughout and impacts on their everyday lives and 
especially the world of work. To enhance the learning they undertake in lessons, children are encouraged to complete their own Design and 
Technology projects at home and compete in school, and national competitions (linked to the Environment and wider world issues). We want the 
children to see Design and Technology as something that touches and enriches every area of their lives. 

 

Rationale 

Technology Education is about children developing design and making skills to make products that are useful, both to themselves and other 
people. It is an opportunity for children to be creative; and, to develop an understanding of the appropriateness of technological actions. 

  

Aims and Objectives 

 The Design and Technology curriculum is planned to support the children to develop a love of creating and responding to art. Specifically the 
Curriculum is designed for the children to: 

● develop their designing and making skills; 
● develop knowledge and understanding; 
● develop their capability to create high quality products through combining their designing and making skills with knowledge and 

understanding; 
● nurture creativity and innovation through designing and making; 
● explore values about and attitudes to the made world and how we live and work within it; 
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● develop an understanding of technological processes, products, and their manufacture, and their contribution to our society. 

  

Basic Skills at Villiers Primary School 

Design and Technology at Villiers Primary School offers children opportunities to develop skills through participation in activities that relate to real 
life situations and experiences in a meaningful way.  

Reasoning skills enable children to: 

● communicate effectively and give opinions. 
● draw and make deductions. 
● use precise language to explain what they think. 
● make judgements and decisions informed by reasons and/or evidence. 

Enquiry skills enable children to: 

● investigate, research and ask relevant questions. 
● pose and define problems. 
● plan what to do and ways to research. 
● predict outcomes and anticipate consequences. 
● test conclusions and improve ideas. 

 Creative thinking skills enable the children to: 

● evaluate information. 
● judge the value of what they read, hear and do. 
● design and make, refining ideas as they go. 
● develop criteria for judging the value of their own and others work or ideas. 
● have confidence in their judgements. 

Children are encouraged to communicate their ideas with peers and recognise the potential market for their products.  Children are encouraged 
to evaluate their work and the work of others in order to improve on initial ideas. 
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Early Years Foundation Stage Curriculum 

The Early Years Foundation Stage (EYFS) is the statutory framework that sets the standards that all early years providers must meet to ensure 
that children learn and develop well and are kept healthy and safe. It promotes teaching and learning to ensure children are ready for school and 
gives children the broad range of knowledge and skills that provide the right foundation for good future progress through school and life.  

In the Early Years Design and Technology is taught through half termly topics, according to the children’s interests. Topics in Nursery have 
included Growing, Ourselves, People Who Help Us and The Farm. Topics in Reception have included Fairy Tales, The Zoo, Space and Winter 
Wonderland. Staff plan following the Development Matters document 2012, taking into account the needs and development of the children. 
Design and Technology skills link with other key areas of the Curriculum including Physical Development and understanding the World. 

 The key skills that children are expected to achieve by the end of EYFS are to: 

•Use various construction materials.  

•Begin to construct, stacking blocks vertically and horizontally, making enclosures and creating spaces.  

• Join construction pieces together to build and balance.  

•Realise tools can be used for a purpose. 

•Construct with a purpose in mind, using a variety of resources. 

 •Use simple tools and techniques competently and appropriately.  

•Select appropriate resources and adapts work where necessary.  

•Select tools and techniques needed to shape, assemble and join materials they are using. 

Curriculum Organisation KS1/2 

● Design Technology will be taught through Topic at for a minimum of two hours each half term from Years 1-6, in classrooms.  
● Preparation to be carried out by the teaching assistants, child monitors (with supervision) or class teacher. 
● All Design and Technology materials are stored in an Art store located in Year 4, with the exception of ICT equipment, which is stored in 

lockable containers  
● Materials to be collected and returned from the Art Store before the start and the end of the day. Staff are to take only what they need.  
● Child monitors to be trained to tidy away in time for the next lesson to begin. 
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● Display of work to be carried out by the class teacher or teaching assistant, with consultation with the children. Displays to be changed 
half termly. 

● Every child in Year 1 will be given a sketchbook, which will be passed up to the next year group to continue until completed. When 
complete the finished sketch book should be saved and continue to be passed up to show progression. 

● Villiers Primary School follows the detailed Medium Term Topic Plans giving lesson content, which is progressive and based on National 
Curriculum guidelines 2013. 

  

Programmes of Study KS1 and KS2 

National Curriculum in England: Design and Technology Programme of Study 

Purpose of Study  

Design and Technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make products that 
solve 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 knowledge and draw on disciplines such as mathematics, science, engineering, computing and art. Pupils learn how to take 
risks, becoming resourceful, innovative, enterprising and capable citizens. Through the evaluation of past and present design and technology, 
they develop a critical understanding of its impact on daily life and the wider world. High-quality design and technology education makes an 
essential contribution to the creativity, culture, wealth and well-being of the nation. 

 Aims  

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

• develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an 
increasingly 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, apply and understand the matters, skills and processes specified in the relevant 
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programme of study.  

  

 

Subject Content 

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  

· 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]  

· 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  
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· 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 
environment].  

  

When designing and making, pupils should be taught to: 

 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 
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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] • 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. 

Cooking and Nutrition  

As part of their work with food, pupils should be 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 enables 
pupils to feed themselves and others affordably and well, now and in later life.  

 Pupils should be taught to:  

Key stage 1  

· use the basic 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 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. 
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Topic Overview for Villiers Primary School 2019/2020 

 
 

Year 
Group 

Autumn Spring Summer 

1 All About Me 

(including Toys) 

School and the Local Area 

Island Life 

2 Fire 

(Great Fire of London/Bonfire Night) 

Heroes 

(Famous people) 

Africa (contrasting with local area) 

3 Stone Age to Iron Age Britain Roman Empire Study of a region in UK 

4 Britain’s Settlements – Anglo Saxons and Scots. 

The Vikings and Anglo-Saxons.  Edward the 
Confessor 

Egyptians 

(River Nile) 
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5 Maya – Rainforest/Water Cycle 

 

Local Study –  

Local History School 

Voyages of Discovery 

Explorers 

Columbus 

Drake, Mountains 
Tudors-Monarchs and their reigns 
–(Contrast to Roman Emperor and 

Egyptian Pharaohs) 

6 Children in World War 2 

Extended Period of Study 

Storms 

Latitude/Longitude 

Grid References 

Ancient Greeks 

 

 

 

DT Progression 

 Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Developing, 
planning and 
communicating 
ideas 

Begin to draw on their 
own experience to help 
generate ideas and 
research conducted on 
criteria.  
 
Begin to understand the 
development of existing 
products: What they are 
for, how they work, 
materials used. Start to 
suggest ideas and explain 
what they are going to 
do.  
 
Understand how to 
identify a target group 
for what they intend to 
design and make based 
on a design criteria.  
 

Start to generate ideas by 
drawing on their own and 
other people's experiences.  
 
Begin to develop their 
design ideas through 
discussion, observation, 
drawing and modelling. 
Identify a purpose for what 
they intend to design and 
make. 
 
Understand how to identify 
a target group for what 
they intend to design and 
make based on a design 
criteria.  
 
Develop their ideas through 
talk and drawings and label 
parts. Make templates and 

With growing confidence 
generate ideas for an item, 
considering its purpose 
and the user/s.  
 
Start to order the main 
stages of making a 
product. Identify a purpose 
and establish criteria for a 
successful product.  
 
Understand how well 
products have been 
designed, made, what 
materials have been used 
and the construction 
technique. Learn about 
inventors, designers, 
engineers, chefs and 
manufacturers who have 
developed 
ground-breaking products. 

Start to generate ideas, 
considering the purposes 
for which they are 
designing- link with 
Mathematics and Science. 
 
Confidently make labelled 
drawings from different 
views showing specific 
features.  
 
Develop a clear idea of 
what has to be done, 
planning how to use 
materials, equipment and 
processes, and suggesting 
alternative methods of 
making, if the first 
attempts fail. Identify the 
strengths and areas for 
development in their ideas 
and products. 

Start to generate, develop, 
model and communicate 
their ideas through 
discussion, annotated 
sketches, cross-sectional 
and exploded diagrams, 
prototypes, pattern pieces. 
 
Begin to use research and 
develop design criteria to 
inform the design of 
innovative, functional, 
appealing products that are 
fit for purpose.  
 
With growing confidence 
apply a range of finishing 
techniques, including those 
from art and design.  
 

Generate, develop, model 
and communicate their ideas 
through discussion, 
annotated sketches, 
cross-sectional and exploded 
diagrams, prototypes, and 
pattern pieces. 
 
 Use research and develop 
design criteria to inform the 
design of innovative, 
functional, appealing 
products that are fit for 
purpose.  
 
Accurately apply a range of 
finishing techniques, 
including those from art and 
design. Draw up a 
specification for their design- 
link with Mathematics and 
Science.  
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Begin to develop their 
ideas through talk and 
drawings. Make 
templates and mock ups 
of their ideas in card and 
paper or using ICT.  
 
 
 
 
  

mock ups of their ideas in 
card and paper or using ICT. 

 
 Start to understand 
whether products can be 
recycled or reused. Know 
to make drawings with 
labels when designing. 
When planning explain 
their choice of materials 
and components including 
function and aesthetics. 

 
When planning consider 
the views of others, 
including intended users, 
to improve their work. 
 
Learn about inventors, 
designers, engineers, chefs 
and manufacturers who 
have developed ground 
-breaking products. When 
planning explain their 
choice of materials and 
components according to 
function and aesthetic. 

Draw up a specification for 
their design- link with 
Mathematics and Science. 
 
Use results of investigations, 
information sources, 
including ICT when 
developing design ideas. 
With growing confidence 
select appropriate 
materials, tools and 
techniques. 
 
 Start to understand how 
much products cost to 
make, how sustainable and 
innovative they are and the 
impact products have 
beyond their intended 
purpose. 

 
Plan the order of their work, 
choosing appropriate 
materials, tools and 
techniques. 
 
Suggest alternative methods 
of making if the first attempts 
fail. Identify the strengths and 
areas for development in 
their ideas and products.  
 
Know how much products 
cost to make, how 
sustainable and innovative 
they are and the impact 
products have beyond their 
intended purpose. 

 

 

 Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Working with 
tools, equipment, 
materials and 
components to 
make quality 
products 

Begin to make their 
design using appropriate 
techniques.  
 
Begin to 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.  
 
With help measure, mark 
out, cut and shape a 
range of materials.  
Explore using tools e.g. 
scissors and a hole punch 
safely.  
 
Begin to assemble, join 
and combine materials 

Begin to select tools and 
materials; use correct 
vocabulary to name and 
describe them. 
 
Build structures, exploring 
how they can be made 
stronger, stiffer and more 
stable.  
 
With help measure, cut and 
score with some accuracy.  
Learn to use hand tools 
safely and appropriately. 
Start to assemble, join and 
combine materials in order 
to make a product.  
Demonstrate how to cut, 
shape and join fabric to 
make a simple product. Use 
basic sewing techniques. 
Start to choose and use 
appropriate finishing 

Select a wider range of 
tools and techniques for 
making their product i.e. 
construction materials and 
kits, textiles, food 
ingredients, mechanical 
components and electrical 
components.  
 
Explain their choice of 
tools and equipment in 
relation to the skills and 
techniques they will be 
using.  
 
Start to understand that 
mechanical and electrical 
systems have an input, 
process and output.  
 
Start to understand that 
mechanical systems such 
as levers and linkages or 
pneumatic systems create 

Select a wider range of 
tools and techniques for 
making their product 
safely.  
 
Know how to measure, 
mark out, cut and shape a 
range of materials, using 
appropriate tools, 
equipment and 
techniques.  
 
Start to join and combine 
materials and components 
accurately in temporary 
and permanent ways. 
Know how mechanical 
systems such as cams or 
pulleys or gears create 
movement.  
 
Understand how more 
complex electrical circuits 
and components can be 

Select appropriate 
materials, tools and 
techniques e.g. 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.  
 
Understand how mechanical 
systems such as cams or 
pulleys or gears create 
movement. 
 
 Know how more complex 
electrical circuits and 
components can be used to 
create functional products 

Confidently select 
appropriate tools, materials, 
components and techniques 
and use them.  
 
Use tools safely and 
accurately.  
 
Assemble components to 
make working models. Aim to 
make and to achieve a quality 
product.  
 
With confidence pin, sew and 
stitch materials together to 
create a product.  
 
Demonstrate when make 
modifications as they go 
along.  
 
Construct products using 
permanent joining 
techniques.  
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and components 
together using a variety 
of temporary methods 
e.g. glues or masking 
tape. 
 
 Begin to use simple 
finishing techniques to 
improve the appearance 
of their product. 

techniques based on own 
ideas. 

movement. Know how 
simple electrical circuits 
and components can be 
used to create functional 
products.  
 
Measure, mark out, cut, 
score and assemble 
components with more 
accuracy. Start to work 
safely and accurately with 
a range of simple tools. 
Start to think about their 
ideas as they make 
progress and be willing to 
change things if this helps 
them to improve their 
work.  
 
Start to measure, tape or 
pin, cut and join fabric 
with some accuracy. 

used to create functional 
products.  
 
Continue to learn how to 
program a computer to 
monitor changes in the 
environment and control 
their products.  
 
Understand how to 
reinforce and strengthen a 
3D framework. Now sew 
using a range of different 
stitches, to weave and 
knit.  
 
Demonstrate how to 
measure, tape or pin, cut 
and join fabric with some 
accuracy.  
 
Begin to use finishing 
techniques to strengthen 
and improve the 
appearance of their 
product using a range of 
equipment including ICT. 

and how to program a 
computer to monitor 
changes in the environment 
and control.  
 
Understand that mechanical 
and electrical systems have 
an input, process and 
output.  
 
Begin to measure and mark 
out more accurately.  
 
Demonstrate how to use 
skills in using different tools 
and equipment safely and 
accurately with growing 
confidence cut and join with 
accuracy to ensure a 
good-quality finish to the 
product.  
Weigh and measure 
accurately (time, dry 
ingredients, and liquids). 
Use finishing techniques to 
strengthen and improve the 
appearance of their product 
using a range of equipment 
including ICT.  

 
Understand how mechanical 
systems such as cams or 
pulleys or gears create 
movement. 
 
Know how more complex 
electrical circuits and 
components can be used to 
create functional products 
and how to program a 
computer to monitor changes 
in the environment and 
control their products.  
 
Know how to reinforce and 
strengthen a 3D framework.  
Understand that mechanical 
and electrical systems have 
an input, process and output.  
Use finishing techniques to 
strengthen and improve the 
appearance of their product 
using a range of equipment 
including ICT.  

 

 Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Evaluating 
processes and 
products 

Start to evaluate their 
product by discussing 
how well it works in 
relation to the purpose 
(design criteria).  
 
When looking at existing 
products explain what 
they like and dislike 
about products and why.  
 
Begin to evaluate their 
products as they are 
developed, identifying 
strengths and possible 
changes they might make 
 

Evaluate their work against 
their design criteria. Look at 
a range of existing products 
explain what they like and 
dislike about products and 
why.  
 
Start to evaluate their 
products as they are 
developed, identifying 
strengths and possible 
changes they might make.  
 
With confidence talk about 
their ideas, saying what 
they like and dislike about 
them. 

Start to evaluate their 
product against original 
design criteria e.g. how 
well it meets its intended 
purpose  
 
Begin to disassemble and 
evaluate familiar products 
and consider the views of 
others to improve them.  
 
Evaluate the key designs of 
individuals in design and 
technology has helped 
shape the world. 

Evaluate their products 
carrying out appropriate 
tests.  
 
Start to evaluate their 
work both during and at 
the end of the assignment. 
Be able to disassemble 
and evaluate familiar 
products and consider the 
views of others to improve 
them.  
 
Evaluate the key designs 
of individuals in design 
and technology has helped 
shape the world. 

Start to evaluate a product 
against the original design 
specification and by carrying 
out tests. 
 
 Evaluate their work both 
during and at the end of the 
assignment.  
 
Begin to evaluate it 
personally and seek 
evaluation from others.  
 
Evaluate the key designs of 
individuals in design and 
technology has helped 
shape the world. 

Evaluate their products, 
identifying strengths and 
areas for development, and 
carrying out appropriate 
tests.  
 
Evaluate their work both 
during and at the end of the 
assignment. 
 
 Record their evaluations 
using drawings with labels.  
 
Evaluate against their original 
criteria and suggest ways that 
their product could be 
improved.  
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Evaluate the key designs of 
individuals in design and 
technology has helped shape 
the world. 

 Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
Food and Nutrition Begin to understand that 

all food comes from 
plants or animals.  
 
Explore the 
understanding that food 
has to be farmed, grown 
elsewhere (e.g. home) or 
caught.  
 
Start to understand how 
to name and sort foods 
into the five groups in 
‘The Eat well plate’  
 
Begin to understand that 
everyone should eat at 
least five portions of fruit 

Understand that all food 
comes from plants or 
animals.  
 
Know that food has to be 
farmed, grown elsewhere 
(e.g. home) or caught.  
 
Understand how to name 
and sort foods into the 
five groups in ‘The Eat 
well plate’  
 
Know that everyone 
should eat at least five 
portions of fruit and 
vegetables every day.  
 

Start to know that food is 
grown (such as tomatoes, 
wheat and potatoes), reared 
(such as pigs, chickens and 
cattle) and caught (such as 
fish) in the UK, Europe and 
the wider world.  
 
Understand how to prepare 
and cook a variety of 
predominantly savoury 
dishes safely and 
hygienically including, where 
appropriate, the use of a 
heat source.  
 
Begin to understand how to 
use a range of techniques 
such as peeling, chopping, 

Understand that food is 
grown (such as tomatoes, 
wheat and potatoes), 
reared (such as pigs, 
chickens and cattle) and 
caught (such as fish) in the 
UK, Europe and the wider 
world.  
 
Understand how to 
prepare and cook a variety 
of predominantly savoury 
dishes safely and 
hygienically including, 
where appropriate, the 
use of a heat source.  
 
Know how to use a range 
of techniques such as 

Understand that food is 
grown (such as tomatoes, 
wheat and potatoes), reared 
(such as pigs, chickens and 
cattle) and caught (such as 
fish) in the UK, Europe and 
the wider world.  
 
Begin to understand that 
seasons may affect the food 
available.  
 
Understand how food is 
processed into ingredients 
that can be eaten or used in 
cooking.  
 
Know how to prepare and 
cook a variety of 

Know that food is grown 
(such as tomatoes, wheat and 
potatoes), reared (such as 
pigs, chickens and cattle) and 
caught (such as fish) in the 
UK, Europe and the wider 
world.  
 
Understand that seasons may 
affect the food available. 
Understand how food is 
processed into ingredients 
that can be eaten or used in 
cooking.  
 
Know how to prepare and 
cook a variety of 
predominantly savoury dishes 
safely and hygienically 
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and vegetables every 
day.  
 
Know how to prepare 
simple dishes safely and 
hygienically, without 
using a heat source.  
 
Know how to use 
techniques such as 
cutting, peeling and 
grating. 

Demonstrate how to 
prepare simple dishes 
safely and hygienically, 
without using a heat 
source.  
 
Demonstrate how to use 
techniques such as 
cutting, peeling and 
grating 

slicing, grating, mixing, 
spreading, kneading and 
baking.  
 
Start to understand that a 
healthy diet is made up from 
a variety and balance of 
different food and drink, as 
depicted in ‘The Eat well 
plate’  
 
Begin to know that to be 
active and healthy, food and 
drink are needed to provide 
energy for the body 

peeling, chopping, slicing, 
grating, mixing, spreading, 
kneading and baking.  
 
Know that a healthy diet is 
made up from a variety 
and balance of different 
food and drink, as 
depicted in ‘The Eat well 
plate’ 
 
 Know that to be active 
and healthy, food and 
drink are needed to 
provide energy for the 
body. 

predominantly savoury 
dishes safely and 
hygienically including, 
where appropriate, the use 
of a heat source.  
 
Start to understand how to 
use a range of techniques 
such as peeling, chopping, 
slicing, grating, mixing, 
spreading, kneading and 
baking. Begin to understand 
that different food and drink 
contain different substances 
– nutrients, water and fibre 
– that are needed for 
health. 

including, where appropriate, 
the use of a heat source.  
 
Understand how to use a 
range of techniques such as 
peeling, chopping, slicing, 
grating, mixing, spreading, 
kneading and baking.  
 
Know different food and 
drink contain different 
substances – nutrients, water 
and fibre – that are needed 
for health. 

 

 

 

 

 

Design and Technology Key Skills and Objectives — Years 1 and 2  

 
Design:  

I can tell someone about my design ideas. 

I can make a mock-up of my design and discuss it. 

I can create a drawing of my idea and template. 

I can use IT to explore design ideas. e.g. Use the internet to research design ideas or use a basic paint program to draw a design. 

Make: 

Through exploring and assembly I can find ways to make structures more stable so they are freestanding. e.g. The use of a base, overlapping 
joints. 
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I can join fabrics using staples and a running stitch  

I can decorate textiles, using buttons, beads, sequins, braids & ribbons. 

I can cut along straight lines, curved lines and shapes marked out by a template. 

I can use tape and glue to create temporary joins, fixed joins & moving joins. 

I can colour fabrics using paints to print and paint. 

I can use a simple circuit in a model. e.g. A closed circuit with a bulb. 

I can use simple mechanisms in products e.g. Hinges, levers, wheels etc. 

I can independently cut wood/dowelling using a hacksaw and bench hook 

I can roll, fold, tear and cut paper and card. 

Evaluate : 

I can say what they like and do not like about existing products. 

I can say how well designs and product met the given design criteria. 

Cooking and Nutrition: 

I can name foods from each section of the Eat Well plate and understands I should eat at least 5 portions of fruit and veg each day.  

I can use the right tools to peel, grate and chop. 

I can read a simple scale to measure and weigh out ingredients. 

I understand that food comes from plants and animals and has to be farmed, grown or caught. 

 

 
 

Design and Technology Key Skills and Objectives – Years 3 and 4 
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Design:  

I can generate and develop ideas through discussion. 

I can design products that are functional and designed for purpose. 

I can create a cross sectional drawing of my design. 

I can use given shapes on a computer program to create a design. e.g. Use a computer-aided design program to create a net for packaging. 

Make: 

I can create a shell or frame structure, strengthening with diagonal struts. 

I can join fabrics using a wider range of stitches. e.g. Back stitch, chain stitch. 

I can choose the most appropriate joining technique to add a decoration to a piece of fabric.  

I can cut slots. 

I can create simple joins with wood. e.g. Butt joint, dowel joint. 

I can use given sewing patterns or printing blocks to add detail to designs. 

I can include a simple electrical circuit in his/her product that produces one outcome e.g. Light or sound. 

I can use simple mechanical systems in his/her products e.g. Gears, levers and cams.  

I can measure and mark a square section & dowelling to the nearest cm 

I can use a bradawl to mark hole positions 

I can use a hand drill to make tight holes and loose holes.  

I can use a computer program to create a sequence to produce a repeating pattern. e.g. A light flashing on and off. 

Evaluate : 
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I can explain strengths and weaknesses of existing products. 

I can evaluate my work against my own design criteria. 

I can discuss and describe well known designers and inventors and their work. 

Cooking and Nutrition: 

I understand all sections of the Eat Well plate and why they differ in size. 

I can use the right tools to slice, mix, spread, bake and knead. 

I can weigh ingredients to an appropriate level of accuracy. 

I understand that different foods are produced in different areas of the world. 

I understand that food is processed into different ingredients e.g. Milk into butter. 

 

 

 

Design and Technology Key Skills and Objectives – Years 5 and 6 

 
Design:  

I can design products that are innovative and appeal to individuals or groups. 

I can create a prototype of my design. 

I can create an exploded diagram of my design. 

I can use a computer design program to communicate ideas. e.g. Use a computer-aided design program to create designs with text and 
graphics. 
Make: 

I can build frameworks using a range of materials: wood, card, corrugated plastic. 
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I can use a glue gun with close supervision. 

I can use appliqué to decorate by gluing and stitching. 

I can cut internal shapes. 

I can select the most appropriate joint for my design. 

I can create a own simple sewing pattern or printing block to use in design. 

I can include an electrical circuit that produces more than one outcome e.g. Light and sound. 

I can use more complex mechanical systems in his/her products e.g. Pulleys and linkages. 

I can cut accurately to1mm: strip wood dowel &square section. 

I can use a screwdriver to secure materials with accuracy. 

I can select the most appropriate way to join or secure materials within a design. 

I can use a computer program to control products. e.g. Using a program which would allow them to program a delay or use of a sensor. 

  
Evaluate : 

I can evaluate existing products in relation to the purpose and audience. 

I can collect feedback from others to find out how to improve a product. 

I can explore the impact of well-known designers and inventors and how their products helped to shape the world. 

Cooking and Nutrition: 

I understands the different affects food types have on the body. e.g. The impact of eating too much sugar.  

I understand that food is processed into different ingredients e.g. Milk into butter. 

I can select the appropriate tools to follow a given recipe to make a savoury dish. 

I understand how different foods are produced in different areas of the world. 
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I understand that some foods are seasonal and can give some examples. 

  
 
 

PSHE and British values 

At Villiers we encourage children to work with others through collaboration and group projects. To think about Spiritual development through 
exploring ideas and feelings, Moral development through how artists have explored ideas through their work, Social development through 
respecting the ideas of others and Cultural development through the study of artists from differing cultures and the discussion of the pupil’s 
beliefs and ideas. 

The Design and Technology curriculum is designed to support the Villiers attitudes to learning, which represent the core British values as well as 
the needs to of the Villiers community. We develop drive and ambition by teaching the children the processes of their favourite designers and 
giving them the opportunities and skills to carry them out. We set frequent competitions to encourage children to see themselves as part of a 
global community, where design has an important role of not only passing on information, but also as a source for discussion and change. We 
develop resilience and reflectiveness by setting challenging work and maintaining high expectations of each child as an individual. Through 
Design and Technology children can challenge themselves to improve, reflecting on their own work and that of others in a respectful and kind 
environment. The children work collaboratively to make larger scale projects and learn to share their ideas confidently whilst benefiting from the 
views, experiences and opinions of others. Through studying designers from different countries, race, religion and time period our children learn 
about different cultures and people and experience examples of great moral courage and strength in the face of adversity. Through discussion 
about their own and other works of art, pupils are given the opportunity to embody different people and points-of-view, which helps them to 
develop high levels of respect and tolerance. 

Our School Context 

Our Villiers community is a very diverse one and we celebrate that through studying artists from different cultures. We are an inclusive school 
that draws on the children’s experiences to inspire their own art. Discussion, honesty and openness are encouraged in lessons, so children learn 
to understand that differences between us are to be respected and make us all the unique individuals we are. We have high expectations for all, 
so every child can do the best they can and aspire to do better.  

Staff Development 

At Villiers we believe in personal development for all members of the school community. The Design and Technology leader liaises on a regular 
basis with teachers planning Design and Technology and is always available for advice and support with planning and delivering lessons. Staff 
meetings are held to introduce new initiative. Books, displays and planning are scrutinised on a regular basis and feedback given orally and in 
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written form with pointers to improve. The Design and Technology leader is open to suggestions from staff on how to develop the subject further, 
developing resources to support staff in teaching, delivering and assessing. 

Overcoming Barriers to Learning. 

All children need a meaningful context, a clear purpose and concrete sensory experience in order to learn and progress in Design and 
Technology.  Design and Technology is multi-sensory and should use the viewer’s sense of touch, hearing and movement through space, as well 
as sight.  By extending teaching and learning in Design and Technology to include all the senses, teachers can provide for the variety of thinking 
skills and learning styles that will include all learners. 

To overcome any potential barriers to learning in design and technology, some pupils may require: 

● alternative tasks to overcome any difficulties arising from specific religious beliefs relating to ideas or experiences that they are expected 
to represent 

● alternative or adapted activities to overcome difficulties with manipulating tools, equipment or materials; for example, the use of 
computer-aided design and manufacture to produce quality products, or the assistance of others to carry out activities according to the 
pupil’s instructions 

● specific support to enable them to engage in certain practical activities; for example, technological aids such as talking weighing scales, 
jigs to aid cutting, kettle-tipping devices, or specialist ICT software to help with sequencing and following instructions 

● opportunities to communicate through means other than writing or drawing, and help to record or translate their design ideas into a 
drawing 

● opportunities to work in ways that avoid contact with materials to which they may be allergic 
● time and opportunity to use non-visual means to gain understanding about, and to evaluate, different products and use this information to 

generate ideas 
● more time than others to complete the range of work indicated in the programme of study; for example, by doing shorter assignments, or 

by combining experience with more than one material in an assignment. 
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