
  

Design 
Technology 
Curriculum 

 
 
 
 
 

Stretton St Matthew’s 
C.E. Primary School 



  

Curriculum Intent  

 
 

Work Together 
Concepts 

Outcomes 

User 
Children should have a clear idea of who they are designing and making products for, 
considering their needs, wants, interests or preferences. The user could be 
themselves, an imaginary character, another person, client, consumer or a specific 
target audience. 

Purpose Children should know what the products they design and make are for. Each 
product should perform a clearly defined task that can be evaluated in use. 

Functionality Children should design and make products that function in some way to be 
successful. Products often combine aesthetic qualities with functional 
characteristics. In D&T, it is insufficient for children to design and make products 
which are purely aesthetic 

Design decisions When designing and making, children need opportunities to make informed decisions 
such as selecting materials, components and techniques and deciding what form the 
products will take, how they will work, what task they will perform and who they are 
for 

Innovation When designing and making, children need some scope to be original with their 
thinking. Projects that encourage innovation lead to a range of design ideas and 
products being developed, characterised by engaging, open-ended starting points 
for children's learning. 

Authenticity Children should design and make products that are believable, real and meaningful 
to themselves i.e. not replicas or reproductions or models which do not provide 
opportunities for children to make design decisions with clear users and purposes in 
mind. 

 
 
 
 

At Stretton St Matthew’s, we are very aware of the priority that primary schools attach to children’s achievement in 
English and mathematics. The Cambridge Primary Review indicated that primary schools with a broad, balanced 
and well-managed curriculum often achieve the highest standards in these subjects at the end of Key Stage 2. The 
Review attributes this to the role of the broader curriculum in providing meaningful contexts for children to 
develop and apply their learning in these subjects.  
 
However, genuine breadth and balance requires depth and quality in the teaching and learning of each subject in 
the curriculum. Our Projects on a Page curriculum ensures that D&T makes a high quality contribution to a broad 
and balanced primary curriculum, helping to raise standards in English and mathematics. Research suggests D&T is 
one of primary-aged children’s favourite subjects. Our curriculum maximises their enjoyment by providing scope for 
teachers to meet children’s needs and interests through creative and motivating projects within a range of 
contexts.  Our curriculum is based on the six concepts of good practice in D&T. These need to be in place in 
teachers' planning to ensure children’s learning is genuinely design and technological in nature. 
 



Enrichment  
 

We enrich our Design Technology curriculum with many opportunities for children to explore the “work together concepts” in a 
fun, creative and immersive way.  Our enrichments enables the children to take their learning beyond the national curriculum 
expectations and learn from experts in the field. 
Our after school cooking club equips the children with the knowledge and skills needed to excel in food technology.  The 
children learn about the Eatwell plate and how meals and foods can be made. These meals are shared with parents and carers.   
  

Whole School Summary 
Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Reception  

Design and make a snowman 
Christmas decoration using socks, 
rice to fill and buttons and ribbons to 
decorate for their family. 

 
Design and make a junk model 
house using various junk 
materials for a character from a 
story.   
 

 
Design and make a fruit kebab 
using fruit the children have 
tasted and evaluated. 

 
  

Year 1  

 

Design, make and evaluate a fruit 
smoothie to serve at a children’s party. 

Design, make and evaluate a 
celebration card with a sliding 
mechanism to give to a family 
member/members. 

Design, make and evaluate a framed 
textile free standing picture for your 
bedroom taking inspiration from 

graphic designers, April Greiman 
and Rob Janoff 

Year 2  

Design, make and evaluate a glove 
puppet for myself to use for imaginary 
role-play. 

 
Design, make and evaluate a two -
wheeled toy which will have a 
mechanism for making it move. The 
moving toy will have working wheels 
and axles and be suitable for a child 
to play with. 

 

Design, make and evaluate a healthy 
wrap/sandwich for my family and I to 
share at a picnic together. 

 

Year 3 

Design, make and evaluate a container 
to keep your snack money secure. 
 

 
Design, make and evaluate a musical 
instrument (shell structure) that can 
be used as part of a class 
performance. 
 

Design, make and evaluate a pizza 
for myself to eat as a healthy snack. 
 

Year 4 

Design, make and evaluate a woven 
fabric wall hanging, inspired by Annie 
Albers to give as a gift to a friend. 

The 3D product will be created from a 
2D design. 

  

Design, make and evaluate a 
healthy muffin for myself and my 
family for breakfast. Consider how 
the muffin recipe could be modified 
to suit a range of dietary needs. 
 

Design, make and evaluate a torch 
for my family to use on a camping 
trip. 
 
 

Year 5 



Design, make and evaluate some biscuits 

which contain a seasonal ingredient. The 

biscuits are to be sold to children at a 

charity fund raiser. 
 

Design, make and evaluate a 3D 
soft toy with component parts, 
which will be safe to give to a 
child over the age of 3. 
 

 
Design, make and evaluate a gazebo 
model suitable to use (scaled up) at a 
school fair for adults and children. 
Consider ways a pulley system could 
be used to provide shade. 

 

Year 6 

Design, make and evaluate a fabric gift 
bag for a person of your choice. The bag 
should be embellished using a variety of 
ways. 

 

 

Design, make and evaluate a 
fairground ride to demonstrate how 
a mechanism can be powered by an 
electrical system. The ride should be 
suitable for a named age range. 
 

 

Design, make and evaluate a bread 
product suitable for a family to share 
at a cultural or religious celebration. 
Consider any possible special dietary 
needs. 

 

                    
 
EYFS Skill Development 

Expressive Arts and Design 

•Manipulates materials to achieve a planned effect. 

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

•Uses simple tools and techniques competently and appropriately. 

•Selects appropriate resources and adapts work where necessary. 

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

Early Learning Goal 

Children sing songs, make music and dance, and experiment with ways of changing them. 
They safely use and explore a variety of materials, tools and techniques, experimenting 
with colour, design, texture, form and function 

Early Learning Goal 

Children use what they have learnt about media and materials in original ways, thinking 
about uses and purposes. They represent their own ideas, thoughts and feelings through 
design and technology, art, music, dance, role play and stories. 

 
 
 
 
 
 
 
 
 
 



 
 

SMSC in Writing at  
St Matthew’s 

 
   

 
 
Design 
Technology 

We promote spiritual development by...  

 

Allowing students to be innovative, creative and reflective.  
Encouraging students to express their thoughts through their designing and their abilities 
through the making process.  
Investigating existing products and design aspects so that they can develop an 
understanding of what successful design is and how it can enhance our world.  
Facilitating the process of creative thinking and innovation which inspires students to use 
their talents and develop their self-confidence. 
 Challenging students to seek solutions and adapt their thinking to consider the needs of 
others. 
 

We promote moral development by...  

 
Encouraging students to develop a sense of ‘moral conscience’ through focusing upon the 
moral dilemmas raised in designing and making new products.  
Focussing on issues such as Fair-Trade products, animal welfare and differing dietary needs. 
This allows students to have a voice and consider their own beliefs whilst listening 
respectfully to the beliefs of others. 
Considering the wider impact of design on the environment and encouraging students to 
consider carefully the materials & components they will use.  
Helping students to think about sustainability and how recycled and reusable materials can 
be used.  
Developing students’ sense of responsibility as designers and consumers.  
 

We promote social development by...  

 

Providing students with opportunities to work as a team and interact socially.  
Allowing students to share ideas and equipment and develop an understanding of how to 
work safely and with consideration of the needs of others.  
Promoting equality across the subject area and providing all students opportunities to 
develop a range of social skills such as respect and tolerance for the ideas of others.  
 
 

We promote cultural development by...  

 

Seeking to expand students’ knowledge of other cultures and their influences on design.  
Setting challenges to explore and understand different cultures through research, practical 
experience and sensory analysis.  
Encouraging students to reflect on their products and existing products and the possible 
impact those products might have on individuals within our diverse society.  
 



 

 

Skills Progression 



 

 



 

 



 

 
 
 
 
 
 
 
 
 



 

 
 
 
 
 
 
 
 
 
 
 
 
 



 

Reception   Expressive Arts 
and Design 

• Explore different materials to construct with 

• Develop their own ideas and then decide which materials to use to express them 

• Children to use different techniques for joining materials, such as how to use adhesive tape and different sorts 
of glue 

• Create collaboratively, sharing ideas, resources and skills 

• Explore, use and refine a variety of artistic effects to express their ideas 
 

Design Technology: Crucial Knowledge   



 

Year 1 
 
Year 2  

Food 
• Preparing 
fruit and 
vegetables 
 
 
 
 
 
 
Mechanisms 
• Sliders and 
levers 
• Wheels and 
axles 
 
 
 
 
 
 
Structures 
• Freestanding 
structures 
 
 
Textiles 
• Templates 
and joining 

Food 

• explain where in the world different foods originate from; 

• understand that all food comes from plants or animals; 

•  understand that food has to be farmed, grown elsewhere (e.g. home) or caught; 

• name and sort foods into the five groups in the Eatwell Guide; 

•  understand that everyone should eat at least five portions of fruit and vegetables every day and start to explain 
why; 

•  use what they know about the Eatwell Guide to design and prepare dishes 
 

Mechanisms 

• Explore and use sliders and levers. 

• Understand that different mechanisms produce different types of movement. 

• Know and use technical vocabulary relevant to the project 

• Explore and use wheels, axles and axle holders. 

• Distinguish between fixed and freely moving axles. 

• Know and use technical vocabulary relevant to the project. 
 

 
Structures 

• Know how to make freestanding structures stronger, stiffer and more stable. 

•  Know and use technical vocabulary relevant to the project 
 

 
 

• Textiles 

• Understand how simple 3-D textile products are made, using a template to create two identical shapes. 

• Understand how to join fabrics using different techniques e.g. running stitch, glue, over stitch, stapling. 

• Explore different finishing techniques e.g. using painting, fabric crayons, stitching, sequins, buttons and ribbons. 

• Know and use technical vocabulary relevant to the project. 



 

Year 3  
 
Year 4  

Food 
• Healthy and 
varied diet 
 
 
 
 
Electrical 
systems 
• Simple 
circuits and 
switches 
 
 
 
Mechanisms 
• Levers and 
linkages 
 
 
 
Structures 
• Shell 
structures 
 
 
 
 
Textiles 
• 2D shape to 
3D product 

Food 
 

• Know how to use appropriate equipment and utensils to prepare and combine food. 

• Know about a range of fresh and processed ingredients appropriate for their product, and whether they are 
grown, reared or caught. 

• Know and use relevant technical and sensory vocabulary appropriately. 

 
Electrical Systems 

• Understand and use electrical systems in their products, such as series circuits incorporating switches, bulbs and 
buzzers. 

• Apply their understanding of computing to program and control their products. 

• Know and use technical vocabulary relevant to the project. 

 

Mechanisms 

• Understand and use lever and linkage mechanisms. 

• Distinguish between fixed and loose pivots. 

• Know and use technical vocabulary relevant to the project. 

 

Structures 

• Develop and use knowledge of how to construct strong, stiff shell structures. 

• Develop and use knowledge of nets of cubes and cuboids and, where appropriate, more complex 3D shapes. 

• Know and use technical vocabulary relevant to the project. 

 

Textiles 

• Know how to strengthen, stiffen and reinforce existing fabrics. 

• Understand how to securely join two pieces of fabric together. 

• Understand the need for patterns and seam allowances. 

• Know and use technical vocabulary relevant to the project 



 

 
 
 
 

Year 5  
 
Year 6  

Electrical 
systems 
• More 
complex 
switches 
 
 
Food 
• Celebrating 
culture and 
seasonality 
 
 
Mechanisms 
• Pulleys or 
gears 
 
 
Structures 
• Frame 
structures 
 
 
 
Textiles 
• Combining 
different fabric 
shapes 

Electrical systems 

• Understand and use electrical systems in their products. 

•  Apply their understanding of computing to program, monitor and control their products. 

•  Know and use technical vocabulary relevant to the project. 
 

Food 

• Know how to use utensils and equipment including heat sources to prepare and cook food. 

• Understand about seasonality in relation to food products and the source of different food products. 

• Know and use relevant technical and sensory vocabulary. 

 

Mechanisms 

• 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. 
 

Structures  
• Understand how to strengthen, stiffen and reinforce 3-D frameworks. 
• Know and use technical vocabulary relevant to the project. 

 
Textiles 

• A 3-D textile product can be made from a combination of accurately made pattern pieces, fabric shapes and 
different fabrics. 

• Fabrics can be strengthened, stiffened and reinforced where appropriate. 

 

 
 
 
 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Medium Term Plans and Knowledge Organisers 
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Year 5 



 

 
 

 
 
 
 



 

 
 

 
 
 
 



 

 

 
 
 
 
 



 

 
 

 
 
 
 



 

 

 
 
 
 
 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Year 6 



 

 
 

 
 
 



 

 
 

 
 
 



 

 
 

 



 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 

 

 


