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Design Technology at St Andrews 

1. Timetable: 

Design Technology is taught for three half terms across the school year.  For Years 3, 4 & 5 it is 

taught for a full week (DT week) and it is taught weekly in Year 6. It is evident that a DT week 

allows for a more consistent approach and has proved to achieve more in-depth learning.   (During 

the remaining three half terms, we teach Art & Design.)  

2. Content of Design Technology lessons: 

Design Technology at St Andrews is divided into three topics, one per half term.  Textiles, Cooking 

and Healthy Eating, and in the final term a topic linked with Science (pneumatics, electronics, cams 

and levers, an electric motor).  Due to SATs and other factors, the Year 6 timetable does not follow 

the same pattern as Years 3, 4 and 5 but does have the same coverage. 

The work completed is recorded in DT books in order to show a progression of skills.  Students 

complete a process of Design, Make and Evaluate using pro-forma design sheets in order to show 

consistency across the school.  Most topics start with students looking at products that are already 

available in order to create a design criteria that will be used to evaluate against.  They are 

encouraged to write a set of instructions and to develop their design through annotated design 

drawings.  During the learning journey, we focus on teaching a key skill and then give an opportunity 

to develop that skill.  Often there is a chance for more able students to develop their own ideas and 

pursue the skill in their own way.  Finished work will be photographed as a record. 

Students are introduced to the work of makers, engineers, designers and chefs in order to give 

inspiration and show examples of careers and products in the real world. 

Marking: 

We will not mark the DT books. 

Instead, verbal feedback should be given throughout the lesson. Children are to be given advice on 

how to improve.  Wherever possible, examples will be shown to give students ideas and inspiration. 

Students will be expected to self-evaluate and peer assess throughout the topics. 

Teachers will make a comment in the DT books at the end of the topic.  

Assessment: 

Each student will be assessed using the progression of skills document for the relevant year group.  

This sheet will be glued into the front of each sketchbook.  Learning intentions should be taken from 

this document. 

Assessment data will be added to Target Tracker termly. 
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Planning: 

Some lesson ideas have been developed from the QCA scheme of work.  

Suggested websites: 

The Design Technology Association  https://www.data.org.uk/for-education/primary/ 

STEM Learning https://www.stem.org.uk/resources/curated-collections/primary-0 

BBC Bitesize https://www.bbc.co.uk/bitesize/subjects/zyr9wmn 

Twinkl https://www.twinkl.co.uk/resources/keystage2-ks2/ks2-subjects/ks2-design-and-technology 

Cracking Ideas  https://crackingideas.com/teachingresources_hub 

Crafts Council https://www.craftscouncil.org.uk/articles/ 

Cooking and Healthy Eating 

School Food Matters  https://www.schoolfoodmatters.org/why-school-food-matters/why-cooking-

schools 

Warburtons https://www.warburtons.co.uk/# 

The Soil Association https://www.soilassociation.org/ 

Jamie Oliver https://www.jamieoliver.com/ 

NHS - The Eatwell Guide https://www.nhs.uk/live-well/eat-well/the-eatwell-guide/ 

BHF - The Eatwell Guide https://www.bhf.org.uk/informationsupport/support/healthy-

living/healthy-eating/healthy-eating-toolkit/eatwell-plate 

Resources: 

Phunky Foods https://www.phunkyfoods.co.uk/members-area/ 

Log in:  standrews    Password: phunky 
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Intent, Implementation and Impact 
 
Intent 

Design and Technology is an inspiring, rigorous and practical subject. It encourages children to 
learn to think and intervene creatively and to solve problems both as individuals and as members 
of a team. At St Andrews, we encourage our children to use their creativity and imagination, to 
design and make products that solve real and relevant problems within a variety of contexts, 
considering their own and others’ needs, wants and values.  

Through a spiral curriculum that focuses on three main areas: Textiles, Cooking and Nutrition, 
STEAM (Science, Technology, Engineering, Art and Maths) activities, children learn how to take 
risks, becoming resourceful, innovative, enterprising and capable citizens.  STEAM activities align 
with the way we work and problem solve in our daily lives. Making it an exceptional way of 
instructing and learning. We teach skills in the way that they are used in the real world. Rarely does 
a job require only one skill set.  

Implementation 

The teaching and implementation of Design Technology at St Andrews is a skills based curriculum 

designed to equip pupils with the knowledge and skills to experiment, invent and create their own 

products.  It is a structured whole school approach to this creative subject derived from the National 

Curriculum and some topics which have been developed from the old QCA scheme of work.  Lessons 

are planned following a structure of ‘Design, Make and Evaluate’.  Pro-forma worksheets are used 

across the school to ensure consistency of approach. 

Our whole school curriculum provides pupils with opportunities to develop their skills in Design 

Technology using a variety of tools and materials. Specific skills are built upon each year and tracked 

through our progression of skills document.  All pupils have the opportunity to explore and evaluate 

different creative ideas developing skills in topics such as, textiles, cooking and nutrition, growing 

vegetables and STEAM activities.  Work is completed in DT books to show both a progression of 

skills and a learning journey.   

In addition, we introduce all children to a wide range of designers, makers, chefs, architects and 
textile artists from different periods and cultures. Our children are introduced to classic and 
contemporary designers in order to understand and appreciate how their designs impact on daily 
life and the wider world. We ask children to consider how high-quality Design and Technology makes 
an essential contribution to the creativity, culture, wealth and well-being of the nation.  It also gives 
them an insight into a variety of careers and jobs that could be available to them in the future. 

Design Technology is taught as a discreet subject in an opposite term to Art & Design.  The terms 
when it is covered can differ throughout the year groups.  Design Technology is taught for three 
half terms and Art & Design for three half terms.  Design and Technology lessons are taught as a 
block so that children’s learning is focused throughout each unit of work. Progression grids are used 
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in order to ensure knowledge, skills and vocabulary build year on year. This ensures that by the end 
of year 6, pupils have a wealth of skills to prepare them for secondary school.  

 

 

Impact 

Our Design Technology Curriculum is planned to demonstrate progression and to stimulate 

creativity. Children are clear about what the intended outcomes are and have a means to measure 

their own work against this, as a means of expression or to explore the styles of other artists that 

inspire our own work. 

In Design Technology, children are reflective and evaluate their own and each other’s work, thinking 

about how they can make changes to keep improving. This is meaningful and continuous throughout 

the process, with evidence of age-related verbal and written reflection. 

The Design Technology lead checks the long term plans to ensure coverage of the National 

Curriculum content and the skills set out in our progression of skills document.  Lessons are planned 

to allow all children to access the Design Technology curriculum.  The document ‘What Greater 

Depth Looks Like at St Andrew’s’ allows teachers to plan lessons that will challenge the most able.  

SEND pupils are supported through differentiated learning activities. This may include differentiating 

through outcome, support or through simplifying the learning objective. However, the main 

objective is for children to investigate, experiment and overall have fun with their creativity.  The 

outcomes of pupils are monitored by the class teacher, subject lead and SLT through assessment 

and marking, tracking, book scrutiny and pupil interviews.  

The impact of our Design Technology Curriculum is that it equips our children to be risk takers, 
evaluators and reflective and engaged learners with the ability to make the right choices that will 
have a positive life-long impact. 
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St Andrew’s Policy for Design and Technology 

Rationale 

The National Curriculum for Design and Technology (2014) 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 

Aims 

 
Through a variety of creative and practical activities, pupils should be taught the knowledge, 
understanding and skills needed to engage in a 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 of 
others to improve their work 

 understand how key events and individuals in design and technology have helped shape the 
world 

Technical knowledge 
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 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 programme, 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. 

 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 

 

Approaches to the teaching of Design Technology  

Design and Technology will be taught over three specific weeks throughout the year (DT Weeks) in 

Years 3, 4 and 5.  Year 6 will be taught weekly. Children will be taught the relevant skills, how to 

design, make and evaluate through an activity.   Children will be encouraged to research their 

activity using a wide range of media and technology, such as ipads and the library.  Ideas and 

designs will be shared through a collaborative process before children start to make.  Each activity 

will be thoroughly evaluated and the children will be asked how they could improve their design.  

Teachers will allow for collaborative learning through peer support in mixed ability groups and 

matched to the needs of the children. 

Cooking lessons will cover the basic foods, such as: bread, rice, pasta and potatoes.  Children will 

be taught about healthy choices and a well-balanced plate, in addition to food hygiene, possible 

risks and health and safety.  As part of the cooking lessons, we will teach the children where food 

comes from.  In the future, this will be supported through the school garden.  The children will be 

able to choose the foods that they grow, tend to the crop, pick and finally cook.  Some classes will 

have the opportunity to visit a local supermarket in order to become familiar with the logistics of 

food supply and others may visit a community bakery. 

 

Assessment and Evaluation 
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We will keep examples of children’s work as a portfolio to show a progression in skills and the range 

of techniques taught.   

The progression of skills document (whole school and individual year groups) will ensure progression 

and coverage of skills across the whole school.  This will be reviewed each year. 

An assessment sheet will be put in each child’s DT book and work will be assessed to the objectives. 
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ART & DT - Long Term Overview 

 Aut 1 Aut 2 Spr 1 Spr 2 Sum 1 Sum 2 

 ART DT ART DT ART DT 
Y3 Drawing Skills Pencils 

 
Artist: Vincent Van Gogh 

Textiles Make a Puppet 
 
Maker:  :  Michael Curry 

Colour Theory & 
Painting Skills 
 
Artist: Jackson 
Pollock 

Cooking & Healthy 
Living 
 
Chef:   
Jack Monroe (food 
on a budget) 

Mark Making with 
Pastels & Charcoal 
 
Artist: Edvard 
Munch 

Moving Toy with 
Pneumatics 
 
Designer:  
Ole Kirk Christiansen 

Y4 Drawing Skills 
Pens & Pencils 
 
Artist: Bridget Riley 

Textiles Weaving 
 
Maker: Anni Albers 

Colour Theory & 
Painting Skills 
 
Artist: Emma Ball 

Cooking & Healthy 
Living 
 
Chef: Tom Kerridge  

Digital  & Computer 
Based Art  
 
Artist: Georges 
Seurat   
 

Electronic Games 
 
Designer: John 
Spinello  

Y5 Drawing Skills Pencils & 
Charcoal 
 
Artist: Alexander Cozens 
and Vincent Van Gogh (Link 
with Y3) 

Textiles Make Slippers 
 
Makers: Lynsey Walters & 
Ruth Waller 

Colour Theory & 
Painting Skills 
 
Artist: Picasso 
 

Cooking & Healthy 
Living 
 
Chef:  Jamie Oliver 

Print Making 
 
Artist: Jo Gorner 

Moving Toy Cams & 
Levers 
 
Illustrators: W 
Heath Robinson, 
Roland Emett, Rube 
Goldberg 
Maker:  Martin 
Smith 

Y6 Colour Theory & Painting 
Skills 
 
Artist: David McKeown and 
Paul Klee  

Textiles 
Dyeing Techniques  
 
Maker:  Janice Gunner, 
Kiyoe Masao, Judith Content 

Drawing Skills 
Pens, Pen &  Ink and 
Carbon Paper 
 
Artist: Op Art (Link 
with Y4) 

F1 Car 
To incorporate a 
motor 
 
Engineers: The top 
ten F1 engineers in 
history 

(SATS) Cooking & Healthy 
Living 
 
Chef:  Hugh 
Fearnley 
Whittingstall (River 
Cottage) 

 



 

11 
 

What does Greater Depth look like at St Andrews? 

In this document, there is a selection of criteria presented that staff need to aim to provide for 

children during Design Technology lessons. This will assist pupils in getting to greater depth or show 

that they are performing at greater depth. 

 

D&T gives children the opportunity to develop skills, knowledge and understanding of designing and 

making functional products. We feel it is vital to nurture creativity and innovation through design, 

and by exploring the designed and made world in which we all live and work. 

D&T Association 2020 

 

Creating the opportunity for greater depth in Design Technology involves allowing pupils the 

independence to apply their learning at a deeper level. They are the pupils who take an idea or a 

new skill and adapt it or develop it further independently.   

 

This means that pupils working at Greater Depth will be able to:  

 GD pupils will work independently 

 GD pupils will demonstrate a creative response to the problem  

 GD pupils will stick tightly to the brief and consider the end user’s needs and preferences 

throughout the process  

 GD pupils will think critically about and comment on other products and their own product  

 GD pupils will likely amend their product to improve its outcome  

 GD pupils will display high quality presentation and precision throughout the process of 

design and make 

 

 

Inspectors found that pupils made very good progress when the challenge in designing and making 

became increasingly sophisticated, requiring them to think as designers, to apply their technological 

knowledge, understanding of complex principles and construction techniques.         
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Ofsted’s subject professional development materials: Design and Technology. 

A training resource for teachers of Design and Technology in primary schools, 2012 

 

Good achievement and challenge are evident when pupils:   

 demonstrate a secure understanding of who they are designing and making for, the purpose 

of the product and how it would work, and the specific criteria their product must meet to 

be successful  

 communicate their innovative ideas and plans clearly and modify their designs and prototypes 

in light of their testing and evaluation  

 develop technical competence, applying measurement and using tools and components with 

increasing accuracy to safely make well-finished products  

 draw effectively upon their scientific understanding and their knowledge of mechanisms to 

create and explain how their products work  

 use an increasingly technical vocabulary when talking or writing about what they might 

change as their work develops. 

 

The UK is struggling with an annual shortfall of 59,000 engineers. So we need more young people 

to choose a future in engineering. We believe the solution is to engage young people at an early 

age with exciting, industry relevant Design and Technology lessons. 

The James Dyson Foundation, 2020 

 

This is the DT display that shows the progression of skills across the school. 
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DT Display 
 
The display shows the progression of skills across the 
school in Textiles.   The children were asked to evaluate 
their work by writing a comment in a speech bubble. 

 

 

A selection of examples of work taken from the books of children at St Andrew’s, which staff have 

declared as ‘Greater Depth’.  

Year 3 

   

 

 

 

Year 5 
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Textiles – make a pair of 
slippers to fit your own feet 
 
These Year 5 children have 
shown that they have 
looked at other products, 
learnt how to do the running 
stitch and they have 
evaluated their product 
based on the design 
criteria.   

  
 

  

Make a Moving Toy – focus 
on cams and levers (STEM) 
 
This child has persevered 
with the mechanism to 
make the hand wave.  They 
followed the instructions but 
soon realised that they 
needed to change the 
length of the lever in order 
to make the hand move.   
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What does good teaching in Design Technology look like? 

Good teaching in D&T features teachers who:  

 use existing products to inspire pupils and to support their investigations, testing and analysis  

 use focused tasks and demonstrations effectively to show pupils different methods of 

manufacture  

 use their own work to model ideas, and to explain the methods they used to identify the 

problem or to tackle a task  

 use resources effectively and adapt them well to overcome barriers to participation in 

practical work for pupils who are disabled or have special educational needs  

 use questioning to encourage classes to contribute to the development of success criteria for 

design briefs, to prompt pupils to think through the problems they might encounter and to 

share strategies to solve them  

 model and use technical language and subject-specific terms accurately  

 structure learning effectively to encourage the pooling of ideas and findings to support pupils 

critically evaluating and extending or improving the ideas  

 ensure D&T is relevant by linking activity to pupils’ interests, establishing real contexts for 

their work, and building upon their knowledge and skills in other subjects  

 manage discussions effectively to include all pupils’ views and challenge pupils’ thinking, 

particularly about the function of products and the needs of users  

 ensure that learning intentions are clear in plans, make good use of available time, offer 

suitable challenge to all groups of pupils – including the more able – and develop their 

learning. 
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STICKY KNOWLEDGE – DESIGN TECHNOLOGY - Whole school overview 

By the end 
of: 

Y3 Y4 Y5 Y6 

Textiles  Pupils will know how to use a 
simple straight stitch 

 Pupils will be able to write step 
by step instructions for what 
they have made using 
instructional language 

 Pupils will be aware of how to 
do an over-locking stitch 

 Pupils will know how to explain 
what they like and dislike about 
their finished product 

 Pupils will understand the 
principle of weaving (under and 
over) 

 Pupils will be aware of the link 
between hand weaving and 
machine weaving on an 
industrial scale 

 Pupils will be aware of how to 
develop and experiment with 
weaving, through changing 
materials or adding 
embellishment 

 Pupils will be confident with 
straight and over- locking 
stitches 

 Pupils will know how to take 
measurements to make their 
product fit 

 Pupils will know how to 
decorate and add 
embellishment 

 Pupils will evaluate their 
product against the design 
criteria and shop-bought 
products 

 Pupils will know how to use a 
variety of folding and tying 
techniques in order to create 
shibori designs 

 Pupils will accurately measure 
their fabric and cut pieces 
accordingly 

 Pupils will write instructions 
using instructional language 

 Pupils will evaluate their 
product against the design 
criteria 

Cooking and 
Healthy Eating 

 Pupils will cook a savoury dish 
 Pupils will be aware of healthy 

food choices 
 

 Pupils will cook a savoury dish 
 Pupils will be aware of how to 

make  healthy food choices 
 Pupils will begin to understand 

why we should eat healthily 

 Pupils will cook a savoury dish 
 Pupils will know how to make 

healthy meal choices 
 Pupils will be aware of the 

seasonality of fruit and 
vegetables 

 Pupils will know how to adapt a 
recipe for portion size 

 Pupils will cook a savoury dish 
 Pupils will know how and why 

they should eat healthily 
 Pupils will know how we can 

reduce food waste 

Link with 
Science Topics 
Y3 - 
pneumatics 
Y4 – electrical 
circuits 
Y5 – cams and 
levers 
Y6 – electric 
motors 

 

 Pupils will know about different 
products that are powered by 
air (pneumatics) 

 Pupils will design and make a 
toy that is powered by air 

 Pupils will be able to write step 
by step instructions of how to 
make their toy 

 Pupils will work in groups to 
build a game using an 
electronic circuit 

 Pupils will be able to measure, 
mark and cut out materials 

 Pupils will write step by step 
instructions of how to make 
their game 

 Pupils will evaluate their game 

 Pupils will know how a lever and 
a cam works 

 Pupils will create toys using a 
cam and a lever 

 Pupils will know how to develop 
a moving toy that will be 
powered by their mechanism 

 Pupils will evaluate their toy to 
the design criteria 

 Pupils will understand 
aerodynamics (how formula 1 
cars are designed) 

 Pupils will know how to 
construct a simple circuit using 
an electric motor 

 Pupils will create an annotated 
labelled design for their car 

 Pupils will evaluate their car to 
the design criteria 
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