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✓ Have your camera on. 

You can pick a background using 

the arrow, to make private any 

personal features in your location

✓ Keep yourself on mute to 

minimise background noise 

unless you want to talk.

✓ Open your chat to share any  

questions or participate in 

discussions

✓ Use the raise hand button if 

you have a question you 

would like to ask



Any questions/comments?

Please add comments in the chat window



Agenda
• Overview of support for DT Subject Leaders (2025-26)

• Curriculum Review Update

• Design Technology in the Early Years

• Lesson Types in Design Technology

• The Design Technology Curriculum
➢ The importance of Vocabulary

➢ Creative Process: Designing

➢ Designers and Designs in Design Technology

➢ Creating a Unit of Work in Design Technology

• Any other business



Support for Subject Leadership

Autumn Term
Wednesday 1st October
Online

• Overview of leading the subject – challenges & opportunities
• Curriculum overview
• Principles of Design Technology
• Schemes of Work & Sources of Support

Spring Term
Thursday 15th January
Online

• Design Technology in the Early Years
• Teaching & Learning: Lesson Types
• The importance of technical vocabulary 
• The Creative Process: Designing
• Tricky Bits: Designs and Designers

Summer Term
Tuesday 14th April
Online

• Ensuring children make progress in Design Technology
• Assessment in Design Technology
• The Creative Process: Evaluation
• Quality assuring provision for Design Technology

Subject Leader Network Meetings



Support for Subject Leadership

Autumn Term
Wednesday 19th November
Online

Curriculum Focus: Cooking and Nutrition
• Overview of Cooking and Nutrition in Design Technology
• Subject Knowledge: Healthy eating, seasonality and all that
• Progression of skills and techniques (making skills)
• Curriculum ideas

Spring Term
Tuesday 24th February
Online

Curriculum Focus: Textiles
• Overview of Textiles in Design Technology
• Subject Knowledge: Working with textiles
• Progression of skills and techniques (making skills)
• Curriculum ideas

Summer Term
Wednesday 10th June
Online

Curriculum Focus: Structures
• Overview of Structures in Design Technology
• Subject Knowledge: Stronger, stiffer and more stable structures
• Progression of skills and techniques (making skills)
• Working with wood
• Cardboard Engineering
• Curriculum ideas

Subject CPD



Support for Subject Leadership Subject Leader Development Day

Friday 6th March

Practical Workshops
• Photograph frame
• Apple Taste Testing
• Teddy Waistcoat
• RoboWars! (Program Systems using Crumble Kit)
Curriculum Content: Electrical & Program Systems



Support for Subject Leadership Subject Leader Development Day

Friday 6th March: Practical Workshops

Free Units of Work



Curriculum & Assessment Review

• Primary DT is broadly working well and that content is relevant and 
‘deliverable with guidance’ by non-specialist teachers.

• Most concern about KS3 – not building upon what has been taught in primary 
schools.

• More specificity over the content of what should be taught to support 
students to think like designers and engineers

• Greater focus on children working with a range of materials and making 
choice of materials based on their properties.

• When designing to consider social responsibilities and sustainability
• Realising designs remains integral to pupils’ experiences in DT



Curriculum & Assessment Review: Cooking & Nutrition 

Rename: food and nutrition

More details about what is taught in terms of core knowledge and skills
• Cooking skills
• Food hygiene
• Healthy eating
• Sustainability



DESIGN TECHNOLOGY IN
THE EARLY YEARS

Design Technology Subject Network Meeting – Spring 2026
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around them.
• Children making choices about which toys they like and those they discard.
• Beginning to make choices about food they will eat and food they will not.

• Children making choices about products – does it meet their needs? Do 
they want to engage with the product?

• As children progress through EYFS  they are provided with the 
knowledge to make more informed choices about these products.

As subject leaders it is important to know and understand what the 
subject looks like in the EYFS.
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lay the foundations for further learning in Key Stage 1 and beyond including:

• Imaginative play
• Designing and making junk models
• Practising key skills such as cutting, sticking
• Problem solving using construction kits
• Learning basic skills such as joining and folding
• Evaluating and improving what they have made

These are provided on a day-today basis (but sometimes the practitioners 
don’t realise that this is good Design Technology!) – subject knowledge

• Selecting and using appropriate tools
• Preparing food to eat
• Making and tasting simple foods and 

recipes
• Painting and finishing products
• Making choices about what they make
• Sewing and stitching things together
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in Early Years settings. There is no specific guidance for DT, instead there 
are three documents that are useful to plan for children’s experiences in 
EYFS that lay the foundations for further learning in KS1 and beyond:

• EYFS Early Years Framework
• Early Learning Goals
• Development Matters

Signpost

Documents



D
e

si
gn

 T
e

ch
n

o
lo

gy
 in

 E
ar

ly
 Y

e
ar

s

3 Prime Areas:
• Communication and language
• Physical development 
• Personal, social and emotional development

4 Specific Areas: 
• Literacy
• Mathematics
• Understanding the world
• Expressive arts and design 

EYFS Framework
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The ELGs define the level of development children should have reached by the end of EYFS. They are not a set of curriculum goals
Communication and Language
• Make comments about what they have heard and ask questions to clarify their understanding. 
• Hold conversation when engaged in back-and-forth exchanges with their teacher and peers. 
• Participate in small group, class and one-to-one discussions, offering their own ideas, using recently introduced vocabulary. 
• Express their ideas and feelings about their experiences using full sentences, including use of past, present and future tenses and making use of conjunctions, with 

modelling and support from their teacher.

Personal, Social and Emotional Development
• Set and work towards simple goals, being able to wait for what they want and control their immediate impulses when appropriate. 
• Give focused attention to what the teacher says, responding appropriately even when engaged in activity, and show an ability to follow instructions involving several 

ideas or actions.
• Be confident to try new activities and show independence, resilience and perseverance in the face of challenge. 
• Explain the reasons for rules, know right from wrong and try to behave accordingly. 
• Manage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the importance of healthy food choices.
• Work and play cooperatively and take turns with others. 

Physical Development
• Use a range of small tools, including scissors, paint brushes and cutlery. 
• Begin to show accuracy and care when drawing.

Expressive Arts and Design
• Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 
• Share their creations, explaining the process they have used. 

Early Learning Goals
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Three characteristics of effective teaching and 
learning are: 
• Playing and exploring – children investigate 

and experience things, and ‘have a go’ 
• Active learning – children concentrate and 

keep on trying if they encounter difficulties, 
and enjoy achievements

• Creating and thinking critically – children 
have and develop their own ideas, make 
links between ideas, and develop strategies 
for doing things

Development Matters 
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Subject Knowledge of EYFS practitioners about the nature and scope of design technology can lead to missed 
opportunities for learning related to design technology. Often needs just a ‘tweak’.
• When exploring movement (forwards, backwards, up and down) – linking that to mechanical systems – how do objects move in 

the classroom and surrounding areas. (KS1 sliders, levers, wheels and axles)
• Growing gardens – plants for eating  - food origins – where do we get our food?
• Small World – Healthy Café – Five a Day
• Outside environment – large structures – play equipment – strong, stiff and stable (doesn’t wobble)

Encourage children to take risks with their learning
• Building a ‘can do’ attitude
• Trying things out and not worrying if they didn’t work the first time.
• Gaining confidence and self-esteem when solutions are found.

Promoting design technology through:
• Displays or a collection of objects for children to investigate, ask questions about
• Areas for investigations (materials, mechanisms and structures), tinker tables

The Learning Environment
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What you might see children doing What you should see practitioners doing

• Being actively involved in creative projects linked to their interests. 
• Exploring/developing skills which have previously been taught by an adult. 
• Talking about what themselves and others have created. 
• Exploring a wide range of age-appropriate resources which they can select 

themselves. 
• Having opportunities to work alongside adults to learn new skills and consolidate 

learning. 
• Having time to return to unfinished projects.
• Developing independence in preparing and clearing away resources.
• Creating both permanent and temporary creations. 
• Requesting (or accepting) additional resources from an adult in order to develop 

their ideas. 
• Having opportunity to display their creations for others to see.
•  Making choices about which materials and techniques to use to achieve their 

end goal.
• Having frequent opportunities to explore various construction kits.

• Considering prior learning when planning opportunities.
• Thinking about a logical sequence of skills development (not expecting children to 

use a skill they haven’t been taught).
• Considering children’s interests.
• Supporting children to solve problems and think critically.
• Modelling different ways of being expressive through DT but not expecting children 

to ‘copy’ what they have produced. 
• Providing opportunities for children to be inspired by and to respond to the work 

of others. 
• Instigating opportunities to consolidate and develop skills. 
• Valuing the process rather than just the product and not focusing on a pre-

determined outcome. 
• Supporting children to develop their fine and gross motor skills to improve 

outcomes. Challenging children who show well-developed skills and interest. 
• Providing a wide range of high quality, well organised resources linked to children’s 

levels of development and prior learning.
• Providing space and time for children to experiment and create with self-chosen 

resources.
• Valuing all children’s creations and giving specific feedback.

The Learning Environment



D
e

si
gn

 T
e

ch
n

o
lo

gy
 in

 E
ar

ly
 Y

e
ar

s

What you might see children doing What you should see practitioners doing

• Dismantling things and learning about how everyday objects work.
• Exploring existing products.
• Having opportunities to use a range of tools.
• Children talking about planning and adapting their ideas.
• Being active outdoors, constructing with loose parts, crates, planks, cardboard 

boxes, large wooden blocks.
• Exploring, designing and making at the woodwork bench.
• Exploring different textures and fabrics.
• Exploring and engaging with cooking and baking activities.

• Modelling observational skills and the language to describe what they see. 
• Creating alongside children, following their lead and engaging in age-appropriate 

conversations about the creative process. 
• Enhancing provision and providing provocation to stimulate interest in creative 

opportunities. 
• Teaching children how to prepare, transport and clear away resources. 
• Providing opportunities to discuss safety e.g. about hygiene or teaching how to use 

tools safely. 
• Using the language of designing and making e.g. join, build, heavier, lighter.
• Looking for opportunities to notice and discuss materials around them – utensils in 

the kitchen, fabrics etc.

The Learning Environment

From: What does DT look like in Early Years? - 
Guidance for subject leaders (Cumberland Council)
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Communication and Language
• Asking and answering questions
• Discussion
• Vocabulary
• Offering ideas, listening to others
• Expressing feelings and viewpoints



LESSON TYPES IN
DESIGN TECHNOLOGY

Design Technology Subject Network Meeting – Spring 2026
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KNOWLEDGE
KNOWLEDGE DOMAINS

Teaching & Learning
• Acquiring knowledge
• Applying knowledge

Progression (Knowledge Building)
As children progress through the curriculum 
subject do they know more and can they 
remember more? (Ofsted Framework)

Assessment
Do children know the expected knowledge?
Do they remember it?
Are they applying it as they should?
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• Know about the products they are designing and making (subject 
knowledge) and how these products work (technical knowledge)

• Know about techniques and processes need to design these 
products (disciplinary knowledge)

• Know about the skills, techniques, tools and materials needed to 
make these products (practical knowledge)

• Know how to evaluate the products they have made and know how 
to identify ways to improve them (disciplinary knowledge)

Through all this knowledge acquisition they will have a better understanding of the subject and know how the 
subject works and the iterative nature of design technology. (Disciplinary Knowledge)
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Knowledge-based 
learning outcome

Children will know…
Children will know how to…

Planning activities / sessions 
/ lessons

- What knowledge do the 
children need in order to achieve 

the learning outcome?

Assessment for Learning

• What do they know already? 
• (how secure is this knowledge?)
• Do I need to consolidate this knowledge,
• What is new knowledge and how can I 

link this knowledge to existing knowledge 
to create better understanding?

• How will I know that they have secured 
this knowledge?

ASSESSMENT

CHALLENGE & SUPPORT
Strategies to ensure all children acquire and 

apply the knowledge and some develop a 
greater understanding
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UNIT OF WORK
• Consolidate existing knowledge
• Acquire new knowledge
• Apply knowledge
• Link new and existing knowledge 

to create better understanding

INVESTIGATE

FOCUS TASKS

DESIGN & MAKE

EVALUATE

• Investigating existing & similar products.
• Linking real-life products to subject knowledge.
• Finding out how things work  & how they are made
• Research about products and potential clients

• Teaching subject knowledge & disciplinary knowledge
• Teaching practical knowledge (skills & techniques).
• Linking practical knowledge with technical knowledge.

• Applying knowledge to meet a challenge or create a 
product.

• Consolidating disciplinary knowledge of design 
technology.

• Evaluating the product that has been designed and 
made.

• Evaluating the process.
• Reflecting (and evaluating) the project.
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• Effective first lesson in the unit of work, the ‘hook’, activate interest and spark 
curiosity.

• Teacher guides children through investigations / discussions to find out about a 
product, how much the children know about a product.

• Recall, activate, consolidate existing knowledge – how much previous learning can the 
children remember?

• Subject knowledge about the product they are going to design and make.
• Opportunity to make the subject real-life and relevant.
• Some investigations need to be taught as guided tasks if the children have not done 

them before (market research etc.)



Le
ss

o
n

 T
yp

e
s 

in
 D

e
si

gn
 T

e
ch

n
o

lo
gy Investigating Products

• Finding out about existing and similar products.
• Finding out how products work.
• Finding out about how products are made.
• Finding out what makes products successful.
• Finding out who uses and needs a product.
• Finding out what products people like and why.
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• Didactic, closed activities, teacher-led with identical outcomes
• Recall, activate, consolidate existing knowledge / practise learnt skills
• Teach specific knowledge that children will need to design and make their product:

• Subject knowledge
• Technical knowledge
• Practical knowledge (skills)
• Disciplinary knowledge (designing, making & evaluating)

• Focus tasks can be used to create a component part of the product that the children 
will be creating in the design and make activity.

AfL: Investigative and focus tasks are an opportunity to assess whether children have the necessary knowledge needed for the 
Design and Make activity and identify children who might need support and those who might need to be challenged to go deeper.
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Teacher-led activities that focus on consolidating/extending pupils’ 
knowledge:
• Knowledge of how a product is made
• Practising key skills needed to make a product
• Using tools and applying techniques properly
• Deepening understanding of the properties of materials / ingredients
• Providing technical knowledge 
• Designing skills (mood boards, brainstorming, drawing, CAD)
• Conducting research (questionnaires, surveys, desktop searches, taste tests)
• Evaluation skills (guided)
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Knowledge + Imagination = Creativity

• Applying the creative process of designing and making to create a product
• Applying their learnt knowledge (practical and technical mainly)
• Designing a product to meet the brief and specifications using a range of 

design techniques that they know and have been taught.
• Making a product by following a design (-ish) using a range of skills and 

techniques they know whilst keeping themselves safe and healthy.
• Applying the iterative nature of the subject.
• Consolidate knowledge and understanding of the disciplinary knowledge 

(how the subject works – designing and making)
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• Series of activities that allow children to evaluate and reflect upon:
• The product that they have made
• The processes (and skills) that they have used
• The overall project

• Consolidate knowledge and understanding of the disciplinary knowledge 
(how the subject works – evaluating)

Look in detail at Evaluation activities in Summer Term Subject Leader Network
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Lesson Type

1 Investigate Introductory session – the ‘hook’ – activate interest and any prior learning
Investigate existing products – what they do, how they work, how they are made.

2 Investigate/Focus Task
Set of learning activities for children to acquire all the knowledge that they need in order 
to successfully complete the design and make activity.3 Investigate/Focus Task

4 Designing Apply designing techniques – at end of session – children will have made design 
decisions and have a means of communicating their design ideas.

5 Making Extended session (one afternoon) – no finishing off time. (depends upon the product)
Have clear expectations / guidelines about what to achieve – flow charts / organised

6 Evaluation Separate session for meaningful evaluation activities – do not stick at the end of the 
making session as children will be exhausted/excited/cognitive overload
Exception if cooking.
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Biggest Barrier to Effective Teaching and Learning
• Outside of comfort zone
• Confidence and Capability

Strategies to support staff to improve their subject knowledge
• Detailed planning / scheme of work
• Professional development
• Knowledge organisers
• Create a learning community
• Make the product – do the project!



THE DESIGN TECHNOLOGY CURRICULUM

Design Technology Subject Network Meeting – Spring 2026

THE IMPORTANCE OF
VOCABULARY
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Words are the language of learning - they make you smarter

Knowing words:
• Allows access to lessons and learning
• Allows children to communicate their learning
• Allows children to articulate and discuss their learning
• Promotes an understanding of the subject
• Prepares for future learning
• Aids independent research – providing access to unlimited 

knowledge
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Words are the language of learning - they make you smarter

School-wide vocabulary list for design technology with 
agreed definitions that are used consistently across the 

school. Include on progression document

Vocabulary development is a key part of every lesson in 
design technology.



THE DESIGN TECHNOLOGY CURRICULUM

Design Technology Subject Network Meeting – Spring 2026

DESIGNING
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DISCIPLINARY KNOWLEDGE IS ABOUT KNOWING HOW THE SUBJECT WORKS. IT IS ABOUT 
UNDERSTANDING THE CREATIVE PROCESS OF DESIGNING, MAKING & EVALUATING A PRODUCT.

THE CREATIVE PROCESS (Designing, making and evaluating)
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Key Stage 1
• 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 

Key Stage 2
• 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.

DESIGNING

CREATIVE PROCESS OF DESIGNING
• Investigate existing products
• Generating and gathering ideas
• Firming up ideas / choosing a solution
• Creating a final design
• Communicating ideas and designs

Knowledge of these techniques are built as 
children progress through the curriculum

Teaching to provide 
children with the 

knowledge to design
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In becoming designers, children design and make products that are innovative and authentic to them

Children are not going to design something brand new – after all James Dyson hasn’t done that either!
It is likely that they will be adapting or modifying an existing product 

Children making meaningful decisions about their end product:
• What it will look like. (decorative ideas, theming)
• What it will do.
• Who it will be for.
• How it will be made.

In making these design decisions children will be:
• Applying their knowledge of existing products. (including designers and designs)
• Applying their knowledge of designing, making and evaluating.
• Applying their technical knowledge and practical skills.
• Applying their knowledge from other curriculum areas.
• Taking into account the needs or wants of the intended user.
• Developing their creativity. (Knowledge + Imagination)

DESIGN DECISIONS (Principle of Design Technology)
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DESIGNING FROM A POSITION OF KNOWLEDGE

• Investigating existing products - what they do, 
how they are made, what materials were used 
and how they work.

• Market Research – what do potential clients want 
or need?

• Desktop Research
• Visits 
• Explicit teaching about products and how they 

work
• Taste testing food



Choose some design techniques that 
will be introduced, revisited and 
built-upon as children progress 
through the curriculum:
• Drawing
• Computer-aided design
• Design briefs and specifications
• Mood Boards
• Brainstorming
• Models, Mock-ups, Prototypes



C
re

at
iv

e
 P

ro
ce

ss
 o

f 
D

e
si

gn
in

g

DESIGN BRIEFS & DESIGN SPECIFICATIONS

• The design brief tells you about the product you are going to create or the 
problem that you are going to solve.

• The design specifications are a list of successful features that tells you what 
should be in the product, how it should be made and how it should work.

Same Format: What product? Who is it for? Why are you making it?
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DRAWING

Drawing is an essential tool of the designer. As children progress through the 
curriculum they should learn about different types of drawing and how they 
are used in the design process.
• Drawing is used to help develop, reform and decide on design ideas.
• Drawing is used to communicate design ideas.

Progression of drawing skills & techniques
• Sketching
• Labelling and annotating
• 3D drawing techniques (isometric drawing, crating)
• Cross-sections
• Cut-aways
• Exploded diagrams
Drawing techniques need to be taught (through focused tasks) then allow 
children to apply these techniques. Choosing the correct project to teach the 
appropriate technique is key.
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COMPUTER-AIDED DESIGN

Computer-aided design (CAD) is the use of computer software to create 
product designs. It is really just another drawing technique.

• Used extensively by designers in the 21st century – using CAD 
provides an opportunity to make the subject real life and 
relevant.

• Children need to know the skills and techniques of design using 
software (KS1 paint program, KS2 specific software) 

• Also, children need to know how CAD:
➢ Enhances the iterative nature of designing/re-design
➢ Enhances the communication and sharing of ideas

• Some products can be used effectively to teach design using 
computer software.
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MODELS, MOCK-UPS & PROTOTYPES

When used as part of the design process:
• Models can be used to develop and 

communicate ideas
• Mock-ups can be used to try out designs to 

see if they work
• Models can help in understanding how a 

product is made or how it works
• Models, mock-ups and prototypes can also be 

the end-point of a project.
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MOOD BOARDS

A mood board is a physical collection of ideas that are used by 
designers to bring together their thoughts, ideas, initial drawings 
and designs in one place.

Progression:
• Ready-made mood board to design from
• Whole-class collaborative mood board (displayed)
• Children develop own mood boards

Mood Boards can be used as an outcome from a design activity 
such as discussion / brainstorming / online research
Mood Boards particularly useful when developing a product that 
has a theme or if creating a product linked to 
textiles/fashion/graphic design or needs to be decorated.
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BRAINSTORMING

Brainstorming is an activity used by designers to generate 
ideas, solve a problem or to answer a question. Like all 
other design techniques, brainstorming needs to be 
explicitly taught to the children.
• Discuss and generate ideas (quantity not quality)
• Refine and build on the ideas of others
• Prompt ideas and discussions through key questions
• Monitor and intervene to keep the session ‘buzzing along’ 

and keep children ‘on task’
• Strict time limit
• End point activity to finalise ideas and to make design 

decisions.
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WHY LEARN ABOUT DESIGNERS & THEIR DESIGNS?

Design Technology National Curriculum
When designing and making, pupils should be taught to understand how 
key events and individuals in design and technology have helped shape the 
world.

Ofsted ‘Cultural Capital’
The essential knowledge that pupils need to be educated citizens, 
introducing them to the best that has been thought and said and helping to 
engender an appreciation of human creativity and achievement.”
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• To solve a problem
• To find a solution
• To develop a product that fulfils a need
• To create a product that people can use

Why learn about designs and designers?
• Study people who are good at the subject.
• Puts the subject into context – real life and relevant.
• Helps children to understand what designers do.
• How design has affected the lives we live today.

 

WHY LEARN ABOUT DESIGNERS & THEIR DESIGNS?
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CREATING A UNIT OF WORK
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PHOTOGRAPH FRAME: PLANNING THE UNIT
• What product are the children going to design and make?
• Design Brief and Design Specifications
• What knowledge will the children need to know and apply?

• Subject knowledge
• Technical knowledge
• Practical knowledge
• Disciplinary knowledge

• What knowledge do they know already (reference scheme of work/progression 
chart)

• What new knowledge needs to be taught and secured?
• How is this knowledge to be delivered (investigate and focused tasks)
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PHOTOGRAPH FRAME: THE PRODUCT

Wooden rectangular frame 
- Strength and stability

Woodworking skills
Jinks method

Decorated Cardboard Frame
• Measuring and cutting
• Decorating – base colour
• Decorative techniques

Designing the frame
Design techniques to be used?
- Drawing / CAD
- Mood Board of a decorative theme
- How will the design for the frame 

be communicated?

Free-standing frame
• What does free-standing mean?
• Examine existing products
• Try out some ideas (models)

Purpose and function of a 
photograph frame

• Displays the photograph (Standing 
up or wall mounted)

• Change the photograph
• Protects the photograph
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PHOTOGRAPH FRAME: INVESTIGATE

Examine and Investigate Existing Products
• Who has photograph frames at home?
• What’s in the photograph frame?
• Why do people have photograph frames? - Purpose
• What should a photograph frame do? – Function
• How has the photograph frame been made?
• What materials have been used and why?
• How does the choice of material relate to its properties?
• How has the photograph frame been made stronger, 

stiffer and stable?
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PHOTOGRAPH FRAME: FOCUS TASKS

Opportunity to teach how models are used in DT to try 
out ideas, understand how things work and to 

communicate ideas.

• Technical Knowledge: Structures (stronger, stiffer, stable)
• Practical Knowledge: Working with Wood
• Technical Knowledge: Jinks method / triangulation
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PHOTOGRAPH FRAME: DESIGN & MAKE
Design Decisions

Design Drawing - Decoration

Making Session
Get organised / Flow chart

• Cardboard Frame – make it
• Frame – paint it
• Free-standing mechanism – 

make it
• Put it all together
• Decorate it
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PHOTOGRAPH FRAME: EVALUATE

Investigate 
Session
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CHALLENGE & SUPPORT IN DESIGN TECHNOLOGY

When working on design technology projects 
some children will demonstrate a higher level 
of understanding and ability in the learning 
activities, whilst others may struggle. Applying 
a range of challenge and support strategies 
ensures that all children achieve the 
designated learning outcomes for the project.
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CHALLENGE STRATEGIES
Challenge strategies provide opportunities for children to develop a greater understanding of the 
knowledge, skills and techniques being taught. Children should not be taught new curriculum content. 

• Deeper understanding and application of the iterative process of designing, making and evaluation.
• Challenge through higher expectations in terms of detail and sophistication in their designs.
• Challenge pupils to evaluate and adapt their designs when making the product.
• Encourage higher ability children to show leadership and delegation when working in group 

activities in design technology.

Teachers to consider challenge and support strategies that are specific to 
the unit of work they are teaching and to the cohort of children who are 
learning.
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SUPPORT STRATEGIES

Support strategies are designed to support children who may struggle in the subject to achieve the 
same learning outcomes as all other children in the class.

• Identify and support children who may not have secure knowledge of key skills and techniques.
• Small focused groups and one-to-one support for struggling children when undertaking focus tasks 

and practical activities.
• Pre-teach essential knowledge and skills for children not having the necessary pre-requisite 

knowledge.
• Strategies to aid children with technical vocabulary (prompt cards, vocab list)
• Provide children with ready-made questions to ask in discussion activities.
• Scaffolded support when designing (adult support, ready-made diagrams, labels and annotation).
• Informed choices when creating working groups or pairing-up children.
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Time allocation
• How much time is spent teaching design technology?
• Is enough time allocated for children to reach expected standard?

Method of delivery
How is the sequence of learning delivered?
• How many topics per year?
• Series of lessons over a term/half-term?
• Design Technology day
• Opportunities for children to revisit prior learning?

Curriculum Considerations
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Curriculum Considerations

Curriculum Content
• You cannot teach everything
• Select certain areas for children to ‘study in depth’ over several 

topics/projects
• Have a rationale for the curriculum choices that you make (include 

in the curriculum statement – Intent, Implementation and Impact).
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Curriculum Considerations

Resources
• Work with the resources that you already have.
• Establish a ‘tight’ scheme of work that identifies the product that 

the children will design and make in each project/unit of work.
• Shared resources across schools or the partnership.

Design Technology ‘Soft Skills’
• Getting ready to make, teamwork, cooperation, resilience, task 

boards, brainstorming.
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Curriculum Considerations

Cross-Curricular Links
• Do not try to make curriculum links where they do not exist.
• Link with maths, science, computing but be aware of curriculum 

coherence and transfer of knowledge and skills.

Health & Safety
• Reduce the jeopardy – ‘live’ risk assessments
• Agree and implement school wide routines and practices.



Design Technology Subject Network Meeting – Spring 2026

ANYTHING ELSE?



contact: support@primarydt.com

www.primarydt.com/havering



AOB/ Points for Discussion



Poster 1 – A list of events by subject and aspect 
HES - HSIS Courses Spring 2026 - by Subject and Aspect

Poster 2 – A list of events in date order 
HES - HSIS Courses Spring 2026 - In Date Order

HSIS School Improvement Courses, Networks and 
Programmes – Spring 2026

https://online.flippingbook.com/view/697556771/
https://online.flippingbook.com/view/697556771/
https://online.flippingbook.com/view/697556771/
https://online.flippingbook.com/view/697556771/
https://online.flippingbook.com/view/697556771/
https://online.flippingbook.com/view/697876964/
https://online.flippingbook.com/view/697876964/
https://online.flippingbook.com/view/697876964/
https://online.flippingbook.com/view/697876964/
https://online.flippingbook.com/view/697876964/


HES School Improvement Update – 
Spring Term 2026

• Please find a link below to Spring 2026 
issue of our ‘HES School Improvement 
Update,’ produced by the HSIS Team – a 
termly update to keep in touch with leaders 
and teachers in schools about all things 
regarding school improvement. You can 
view this as a flipping book or you can 
download a pdf version by clicking on the 
below link. 

• HSIS SIU Newsletter Spring 2026

https://online.flippingbook.com/view/850223423/
https://online.flippingbook.com/view/850223423/


Onsite and virtual consultancy and training

Please contact the HSIS support line

T: 01708-433813

E: HSIS@havering.gov.uk

                                            

mailto:HSIS@havering.gov.uk


Please complete the online evaluation 
following the course.

Thank you for your valuable time.
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