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Welcome and Introductions

ÅTo understand how the National Curriculum / EYFS Framework can 
be developed into a cohesive unit of work.
ÅTo provide you with some principles of an effective DT curriculum 

that informs curriculum design and teaching and learning in DT
ÅTo provide you with a bank of knowledge about key areas of design 

technology, including technical knowledge.
ÅSignpost resources to support you in your role as subject leader.
ÅTo provide an opportunity for you to carry out a review of the 

curriculum provision for design technology in your school.
ÅSome ideas for delivering focused CPD for staff in your own school.



Welcome and Introductions

3 sessions over the Academic Year 2024-25

Session1: Thursday 14th November 
Session 2: Thursday 6th February
Session 3: Thursday 26th June

On-going self-evaluation of design technology provision 
with your school + action planning

Subject knowledge session focusing on strands of learning 
in design technology.



Autumn Term 2024: Thursday 14th November         Focus: Curriculum
Self-Evaluation & Action Planning
Schools to bring curriculum documents/long-term planning. Audit will cover:
Å National Curriculum Requirements
Å Design Technology strands of learning
Å Fundamentals and Principles of DT
Å Long term planning to ensure progression and knowledge-building
Å Key Document ς Progression of knowledge and skills
Å Key Document ς Progression and teaching vocabulary

Subject Knowledge Session: Cooking and Nutrition
Å The curriculum in Cooking and Nutrition
Å Essential knowledge (disciplinary and substantive knowledge)
Å Additional learning opportunities (food origins, seasonality, different diets)
Å Progression of cooking skills
Å Enterprise activities when cooking.
Å Resources for cooking and nutrition.

Welcome and Introductions



Spring Term 2025: Thursday 6th February        Focus: Teaching
Self-Evaluation & Action Planning

What constitutes an effective unit of work in Design Technology (based on principles of effective DT which underpins 
the National Curriculum)

Principles of teaching for effective learning in design technology
3 types of lessons in design technology

Supporting Teachers and teaching in Design Technology
Developing a confidence questionnaire for staff in DT ς areas of strength and weakness
Staff subject knowledge

Planning a Unit of Work in Design Technology ς working backwards
Resources for Design Technology - information

Subject Knowledge Session: Structures & Textiles
Framework and shell structures
Properties of materials / sheet materials
Textiles ς curriculum content and key skills and techniques

Welcome and Introductions



Summer Term 2025: Thursday 26th June      Focus: Assessment & Monitoring
Self-Evaluation & Action Planning
Assessment in Design Technology (linked to progression document) and keeping pupils on track to reach curriculum end 
points.
wŜŎƻǊŘƛƴƎ ŎƘƛƭŘǊŜƴΩǎ ƭŜŀǊƴƛƴƎ ƛƴ 5ŜǎƛƎƴ ¢ŜŎƘƴƻƭƻƎȅ

Making the Most of a Lesson Visit
Å Book looks
Å Lesson observation
Å Talking to children
Å Talking to teachers
Other evidence that can support monitoring of teaching and learning?

Celebration: Invite schools to reflect and present on the impact of sessions 1 & 2.

Subject Knowledge Session: Systems (Mechanical, Electrical and Program Systems)
Mechanical systems in design technology (technical knowledge and using them in products that children have designed 
and made)
Program systems ς building confidence in using Crumble Kits and Microbits

Welcome and Introductions
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Welcome and Introductions

Are we teaching design technology 
because we must teach it or 
because we want to teach it?



Delegate Resources
Å Copy of the presentation slides
Å Design Technology in the Early Years (Cumberland Council)
Å Design Technology Vocabulary List
Å Design Technology Progression Document
Å Generic Intent, Implementation and Impact Statement

If you see anything else that would help ς email 
me. support@primarydt.com

Welcome and Introductions

PRESENTATION SLIDES



Section 1: The Curriculum in Design Technology
National Curriculum Strands of Learning



The national curriculum for design and technology 
aims to ensure that all pupils:
ÅDevelop the creative, technical and practical 

expertise needed to perform everyday tasks 
confidently and to participate successfully in an 
increasingly technological world. 

ÅBuild 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.

ÅCritique, evaluate and test their ideas and products 
and the work of others.

ÅUnderstand and apply the principles of nutrition and 
learn how to cook.

Overall Aims
Creative
Technical 
Practical
Everyday tasks
Technological world

Knowledge
Understanding
Skills

Design and make

Prototypes
Products
Range of users

Critique
Evaluate
Test their ideas



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.

When designing and making, pupils should be taught to: 

Design
ÅDesign purposeful, functional, appealing products for 

themselves and other users based on design criteria
ÅGenerate, develop, model and communicate their ideas 

through talking, drawing, templates, mock-ups and, 
where appropriate, information and communication 
technology 

Key Stage 1
Pupils should be taught
Å Knowledge
Å Understanding
Å Skills

Iterative process

Relevant contexts



When designing and making, pupils should be taught to: 

Make
ÅSelect from and use a range of tools and equipment to 

perform practical tasks. 
ÅSelect from and use a wide range of materials and 

components, including construction materials, textiles 
and ingredients, according to their characteristics.

Evaluate 
ÅExplore and evaluate a range of existing products.
ÅEvaluate their ideas and products against design criteria. 

Technical knowledge
ÅBuild structures, exploring how they can be made 

stronger, stiffer and more stable. 
ÅExplore and use mechanisms in their products. 

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.

When designing and making, pupils should be taught to: 

Design
ÅUse 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 

ÅGenerate, develop, model and communicate their ideas 
through discussion, annotated sketches, cross-sectional 
and exploded diagrams, prototypes, pattern pieces and 
computer-aided design.

Key Stage 2
Pupils should be taught
Å Knowledge
Å Understanding
Å Skills

Iterative process

Relevant contexts



Make
ÅSelect from and use a wider range of tools and 

equipment to perform practical tasks accurately 
ÅSelect 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
Å Investigate and analyse a range of existing products
ÅEvaluate their ideas and products against their own 

design criteria and consider the views of others to 
improve their work 

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

Key Stage 2



Technical knowledge
ÅApply their understanding of how to strengthen, stiffen 

and reinforce more complex structures
ÅUnderstand and use mechanical systems in their 

products 
ÅUnderstand and use electrical systems in their products 
ÅApply their understanding of computing to program, 

monitor and control their products

Key Stage 2



Key Stage 1
Pupils should be taught to: 
ÅUse the basic principles of a healthy and varied diet to 

prepare dishes 
ÅUnderstand where food comes from.

Key Stage 2
Pupils should be taught to: 
ÅUnderstand and apply the principles of a healthy and 

varied diet 
ÅPrepare and cook a variety of predominantly savoury 

dishes using a range of cooking techniques
ÅUnderstand seasonality and know where and how a 

variety of ingredients are grown, reared, caught and 
processed.

Cooking &
Nutrition

Healthy Diet
Varied Diet
Prepare dishes
Where food comes from
Cooking techniques
Seasonality
Savoury dishes
Cooking techniques

Grown, reared caught 
and processed



The Curriculum in Design Technology: National Curriculum Strands of Learning

Design 
Technology

Design

Make

Technical 
Knowledge

Evaluate Design 
Technology

Electrical 
Systems

Program 
Systems

Cooking & 
Nutrition

Materials

Structures

Mechanical 
Systems

VocabularyDesigners

The National Curriculum: Programme of Study

Disciplinary Knowledge                                         Technical Knowledge
How the subject works



The Curriculum in Design Technology: National Curriculum Strands of Learning
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The Curriculum in Design Technology: National Curriculum Strands of Learning

Long Term Planning (Implementation)

Cooking and Nutrition

Cooking and Nutrition

Cooking and Nutrition

Cooking and Nutrition

Cooking and Nutrition

Cooking and Nutrition

Materials/Textiles

Structures

Materials/Textiles

Structures

Materials/Textiles

Structures

Mechanical Systems

Mechanical Systems

Mechanical Systems

Electrical Systems

Program Systems

Program Systems

Y1

Y2

Y3

Y4

Y5

Y6
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The Curriculum in Design Technology: Curriculum Audit

SECTION 1: National Curriculum Strands of Learning 
Key Questions: 
иШ?ŸĲƚШƣőĲШĦƨƖƖĲŰƣШĦƨƖƖŔĦƨũƨůШƓƖŸƻŔƚŔŸŰШůĲĲƣШƣőĲШƖĲƕƨŔƖĲůĲŰƣƚШŸŉШƣőĲШ ċƣŔŸŰċũШ9ƨƖƖŔĦƨũƨůШŔŰШĬĲƚŔŊŰШ
technology? 
иШfƚШƣőĲƖĲШċШũŸŰŊ-term plan / curriculum overview for design technology? 
иШfƚШƓƖŸƻŔƚŔŸŰШŉŸƖШĬĲƚŔŊŰШƣĲĦőŰŸũŸŊǃШĦũĲċƖũǃШŔĬĲŰƣŔŉŔĲĬШƽŔƣőŔŰШċШĦƖŸƚƚ-curricular approach? 
иШfƚШƣőĲƖĲШċШƖċƣŔŸŰċũĲШŉŸƖШƣőĲШĦƨƖƖŔĦƨũƨůШŔŰШĬĲƚŔŊŰШƣĲĦőŰŸũŸŊǃеШ
иШ?ŸШƣőĲШťĲǃШƚƣċŊĲШĲŰĬШƓŸŔŰƣƚШůċƣĦőШƣőĲШċůĤŔƣŔŸŰШŸŉШƣőĲШ ċƣŔŸŰċũШ9ƨƖƖŔĦƨũƨůеШ
иШ ƖĲШƣőĲШƚŔǂШƚƣƖċŰĬƚШŸŉШũĲċƖŰŔŰŊШĦŸƻĲƖĲĬШŔŰШƚƨŉŉŔĦŔĲŰƣШĬĲƓƣőШƣŸШĲŰƚƨƖĲШĦŸƻĲƖċŊĲШůċƣĦőĲƚШƣőĲШċůĤŔƣŔŸŰШŸŉШƣőĲШ
National Curriculum? 
иШIs there evidence that any scheme of work has been adapted to meet the context of the school and reflect 
the school community? 
 
 
 



The Curriculum in Design Technology: Design Technology in the Early Years

DESIGN TECHNOLOGY AND THE EARLY YEARS

From birth children are involved in making choices and decisions, using their senses to explore the world around 
them.
Å Children making choices about which toys they like and those they discard.
Å Beginning to make choices about food they will eat and food they will not.

Children making choices about products ς does it meet their needs? Do they want to engage with the product?
As children progress through EYFS are they provided with the knowledge to make more informed choices?

As subject leaders it is important to know and understand what the subject looks like in the EYFS

Over the past ten years Ofsted have recognised the importance of a continuity curriculum from EYFS into the 
Primary Years.
Å Create the foundations of design technology in EYFS that is built on in KS1 and KS2.
Å Do EYFS practitioners know the experiences and expectations of the primary curriculum in design technology (do 

they provide the learning experiences and have the subject knowledge to prepare children for their next stage?)
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The Curriculum in Design Technology: Design Technology in the Early Years

DESIGN TECHNOLOGY AND THE EARLY YEARS
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Teaching separate subjects, such as design technology, is not advocated in the EYFS framework
Å Learning in design technology straddles the Understanding the World and Expressive Arts and Design strands in the 

EYFS framework.
Å/ƻƳƳǳƴƛŎŀǘƛƻƴ ŀƴŘ [ŀƴƎǳŀƎŜ ŘŜǾŜƭƻǇƳŜƴǘ ƛǎ ƪŜȅ ŀƴŘ ƛǎ ŀ ΨƎƻƭŘŜƴ ǘƘǊŜŀŘΩ ǿƘƛŎƘ Ǌǳƴǎ ǘƘǊƻǳƎƘ ŀƴŘ ǳƴŘŜǊǇƛƴǎ ŀƭƭ 

other areas of learning, as does Personal, Social and Emotional Development.
Å Making sense of the ΨƳŀŘŜΩ world in which they live ς the world around them is full of objects that have been 

designed and made (Buildings, clothes, toys, the food we eat)
Å Through Expressive Arts and Design children will explore and use a range of tools, techniques and materials to 

make things and explain the processes that they have used.

An effective EYFS provision will be delivering a range of activities and experiences that lay the foundations for 
further learning in Key Stage 1 and beyond including:
Å Imaginative play
Å Designing and making junk models
Å Practising key skills such as cutting, sticking
Å Problem solving using construction kits
Å Learning basic skills such as joining and folding
Å Evaluating and improving what they have made

These are provided on a day-ǘƻŘŀȅ ōŀǎƛǎ όōǳǘ ǎƻƳŜǘƛƳŜǎ ǘƘŜ ǇǊŀŎǘƛǘƛƻƴŜǊǎ ŘƻƴΩǘ ǊŜŀƭƛǎŜ ǘƘŀǘ ǘƘƛǎ ƛǎ ƎƻƻŘ 5¢Ηύ

Å Selecting and using appropriate tools
Å Preparing food to eat
Å Making and tasting simple foods and recipes
Å Painting and finishing products
Å Making choices about what they make
Å Sewing and stitching things together



The Curriculum in Design Technology: Design Technology in the Early Years
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Make a bridge for the Three Billy 
Goats Gruff

Investigating wheeled vehicles, 
identifying the wheels and 

knowing they go round

Investigating different types of 
fruit and making a fruit picnic dish

Having tried on hats in the 
ΨǎƳŀƭƭ ǿƻǊƭŘ Ƙŀǘ ǎƘƻǇΩ 

children make newspaper 
hats

Designing and making a cape for 
Little Red Riding Hood

Creating a structure to keep teddy 
dry when it is raining in the 

playground

Learning Environment 
encourages exploration and 
investigation:
ÅResources and materials available 

for independent and adult-guided 
learning.

ÅDiscussion ς asking the right 
questions and developing 
vocabulary (what they like, how 
would they improve..)

EYFS topics and themes include elements of design technology
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The Curriculum in Design Technology: Design Technology in the Early Years

Exploration & Investigation
Å Dismantling things
Å Finding out how things work
Å Tinker tables
Å Experiencing materials and their properties
Å Small World ς Café, Garage

Construction
Å Building blocks / Construction Kits
Å Junk modelling
Å Play-dough and plasticene
Å Making things for a purpose (simple products)
Å Modifying, adapting and starting again
Å Joining materials together using different tools 

and techniques

Range of Tools
Å Using a range of tools (scissors, staplers, 

Sellotape)
Å Knowing their names

Cooking
Å Exploring food
Å Tasting food, beginning to use simple taste and 

texture words.
Å Using cooking utensils
Å Simple skills (stirring, mixing, pouring)
Å Hygiene

Communication and Language
Å Asking and answering questions
Å Discussion
Å Vocabulary
Å Offering ideas, listening to others
Å Expressing feelings and viewpoints



The Curriculum in Design Technology: Design Technology in the Early Years

THE LEARNING ENVIRONMENT
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Subject Knowledge of EYFS practitioners about the nature and 
scope of design technology can lead to missed opportunities for 
ƭŜŀǊƴƛƴƎ ǊŜƭŀǘŜŘ ǘƻ ŘŜǎƛƎƴ ǘŜŎƘƴƻƭƻƎȅΦ hŦǘŜƴ ƴŜŜŘǎ Ƨǳǎǘ ŀ ΨǘǿŜŀƪΩ
Å When exploring movement (forwards, backwards, up and own) ς 

linking that to mechanical systems ς how do objects move in the 
classroom and surrounding areas. (KS1 sliders, levers, wheels and axles)

Å Growing gardens ς plants for eating  - food origins ς where do we get 
our food?

Å Small World ς Healthy Café ς Five a Day
Å Outside environment ς large structures ς play equipment ς strong, stiff 
ŀƴŘ ǎǘŀōƭŜ όŘƻŜǎƴΩǘ ǿƻōōƭŜύ

Encourage children to take risks with the learning
Å .ǳƛƭŘƛƴƎ ŀ ΨŎŀƴ ŘƻΩ ŀǘǘƛǘǳŘŜ
Å ¢ǊȅƛƴƎ ǘƘƛƴƎǎ ƻǳǘ ŀƴŘ ƴƻǘ ǿƻǊǊȅƛƴƎ ƛŦ ǘƘŜȅ ŘƛŘƴΩǘ ǿƻǊƪ ǘƘŜ ŦƛǊǎǘ ǘƛƳŜΦ
Å Gaining confidence and self-esteem when solutions are found.

Promoting design technology through:
Å Displays or a collection of objects for children to investigate, ask 

questions about
Å Areas for investigations (materials, mechanisms and structures), tinker 

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

Å Being actively involved in creative projects linked to their 
interests. 

Å Exploring/developing skills which have previously been 
taught by an adult. 

Å Talking about what themselves and others have created. 
Å Exploring a wide range of age-appropriate resources which 

they can select themselves. 
Å Having opportunities to work alongside adults to learn new 

skills and consolidate learning. 
Å Having time to return to unfinished projects.
Å Developing independence in preparing and clearing away 

resources.
Å Creating both permanent and temporary creations. 
Å Requesting (or accepting) additional resources from an adult 

in order to develop their ideas. 
Å Having opportunity to display their creations for others to 

see.
Å  Making choices about which materials and techniques to 

use to achieve their end goal.
Å Having frequent opportunities to explore various 

construction kits.

ÅConsidering prior learning when planning opportunities.
ÅThinking about a logical sequence of skills development (not 
ŜȄǇŜŎǘƛƴƎ ŎƘƛƭŘǊŜƴ ǘƻ ǳǎŜ ŀ ǎƪƛƭƭ ǘƘŜȅ ƘŀǾŜƴΩǘ ōŜŜƴ ǘŀǳƎƘǘύΦ
Å/ƻƴǎƛŘŜǊƛƴƎ ŎƘƛƭŘǊŜƴΩǎ ƛƴǘŜǊŜǎǘǎΦ
ÅSupporting children to solve problems and think critically.
ÅModelling different ways of being expressive through DT, but 
ƴƻǘ ŜȄǇŜŎǘƛƴƎ ŎƘƛƭŘǊŜƴ ǘƻ ΨŎƻǇȅΩ ǿƘŀǘ ǘƘŜȅ ƘŀǾŜ ǇǊƻŘǳŎŜŘΦ 
ÅProviding opportunities for children to be inspired by and to 

respond to the work of others. 
ÅInstigating opportunities to consolidate and develop skills. 
ÅValuing the process rather than just the product and not 

focusing on a pre-determined outcome. 
ÅSupporting children to develop their fine and gross motor 

skills to improve outcomes. Challenging children who show 
well-developed skills and interest. 
ÅProviding a wide range of high quality, well organised 
ǊŜǎƻǳǊŎŜǎ ƭƛƴƪŜŘ ǘƻ ŎƘƛƭŘǊŜƴΩǎ ƭŜǾŜƭǎ ƻŦ ŘŜǾŜƭƻǇƳŜƴǘ ŀƴŘ ǇǊƛƻǊ 
learning.
ÅProviding space and time for children to experiment and 

create with self-chosen resources.
Å±ŀƭǳƛƴƎ ŀƭƭ ŎƘƛƭŘǊŜƴΩǎ ŎǊŜŀǘƛƻƴǎ ŀƴŘ ƎƛǾƛƴƎ ǎǇŜŎƛŦƛŎ ŦŜŜŘōŀŎƪΦ
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What you might see children doing What you should see practitioners doing

Å Dismantling things and learning about how everyday objects 
work.

Å Exploring existing products.
Å Having opportunities to use a range of tools.
Å Children talking about planning and adapting their ideas.
Å Being active outdoors, constructing with loose parts, crates, 

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

ÅModelling observational skills and the language to describe 
what they see. 
ÅCreating alongside children, following their lead and engaging 

in age-appropriate conversations about the creative process. 
ÅEnhancing provision and providing provocation to stimulate 

interest in creative opportunities. 
ÅTeaching children how to prepare, transport and clear away 

resources. 
ÅProviding opportunities to discuss safety e.g. about hygiene or 

teaching how to use tools safely. 
ÅUsing the language of designing and making e.g. join, build, 

heavier, lighter.
ÅLooking for opportunities to notice and discuss materials 

around them ς utensils in the kitchen, fabrics etc.

From: What does DT look like in Early Years? - Guidance for subject leaders (Cumberland Council)



The Curriculum in Design Technology: Design Technology in the Early Years

DESIGN TECHNOLOGY AND THE EARLY LEARNING GOALS
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
ÅMake comments about what they have heard and ask questions to clarify their understanding. 
ÅHold conversation when engaged in back-and-forth exchanges with their teacher and peers. 
ÅParticipate in small group, class and one-to-one discussions, offering their own ideas, using recently introduced vocabulary. 
ÅExpress 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
ÅSet and work towards simple goals, being able to wait for what they want and control their immediate impulses when appropriate. 
ÅGive 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.
ÅBe confident to try new activities and show independence, resilience and perseverance in the face of challenge. 
ÅExplain the reasons for rules, know right from wrong and try to behave accordingly. 
ÅManage their own basic hygiene and personal needs, including dressing, going to the toilet and understanding the importance of healthy food 

choices.
ÅWork and play cooperatively and take turns with others. 

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

Expressive Arts and Design
ÅSafely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function. 
ÅShare their creations, explaining the process they have used. 
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The Curriculum in Design Technology: Curriculum Audit

SECTION 2: Design Technology in EYFS 
Key Questions: 
иШ?ŸĲƚШƣőĲШuĲǃШÉƣċŊĲШΝШĦƨƖƖŔĦƨũƨůШŔŰШĬĲƚŔŊŰШƣĲĦőŰŸũŸŊǃШĤƨŔũĬШƨƓŸŰШĦőŔũĬƖĲŰќƚШĲǂƓĲƖŔĲŰĦĲƚШŔŰШEò[ÉеШ
иШ?ŸĲƚШƣőĲШĦőŔũĬƖĲŰќƚШĲǂƓĲƖŔĲŰĦĲƚШŔŰШEò[ÉШƓƖĲƓċƖĲШƣőĲůШŉŸƖШŉƨƣƨƖĲШũĲċƖŰŔŰŊШŔŰШĬĲƚŔŊŰШƣĲĦőŰŸũŸŊǃеШ

Are there opportunities for children in EYFS to: 
иШEǂƓũŸƖĲШċŰĬШŔŰƻĲƚƣŔŊċƣĲШŸĤŢĲĦƣƚШċŰĬШƓƖŸĬƨĦƣƚеШ
иШ9ŸŰƚƣƖƨĦƣШċŰĬШůċťĲШƨƚŔŰŊШċШƖċŰŊĲШŸŉШůċƣĲƖŔċũƚШċŰĬШƖĲƚŸƨƖĦĲƚШеШ
иШEǂƓĲƖŔĲŰĦĲШċŰĬШƨƚĲШċШƖċŰŊĲШŸŉШƣŸŸũƚШƣŸШĦċƖƖǃШŸƨƣШƓƖċĦƣŔĦċũШƣċƚťƚеШ
иШ9ŸŸťШƽŔƣőШŉŸŸĬШƨƚŔŰŊШƨƣĲŰƚŔũƚШċŰĬШĬĲůŸŰƚƣƖċƣĲШƚŔůƓũĲШƚťŔũũƚеШ
иШÑċũťЯШĬŔƚĦƨƚƚШċŰĬШĲǂƣĲŰĬШƣőĲŔƖШƻŸĦċĤƨũċƖǃШƖĲũċƣĲĬШƣŸШĬĲƚŔŊŰШƣĲĦőŰŸũŸŊǃеШ
 
 
 



Section 2: The Curriculum in Design Technology
Principles of Effective Design Technology



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY

The principles of effective design technology are:
ÅDesigning and making a product
ÅUnderstanding the iterative process
ÅKnowledge building
ÅChildren making design decisions
ÅWorking in relevant contexts



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
DESIGNING & MAKING A PRODUCT

When thinking about a product for the children to 
design and make, ask yourself these questions:
Å Does the product have a purpose or a function?
Å Does it fulfil a need? 
Å Is it meaningful?
Å Does it have an intended user? (client)
Å Is it real life and relevant?
Å Can it be easily tested? ς Function as it should?

Moon Buggy Tudor House Mayan Headdress

At the end of the unit of work, children should have created a product.



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
THE ITERATIVE PROCESS
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.

The iterative process is an approach to continuously improving a concept, design, or product. Creators 
produce a prototype, test it, tweak it, and repeat the cycle with the goal of getting closer to the solution.
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The Curriculum in Design Technology: Curriculum Audit

SECTION 3a: Principles of Effective Design Technology т Designing and Making 
a Product 

Key Questions: 
In each unit of work, do children design and make a product ? 
Å Does the product have a purpose or a function? 

Å Does it fulfil a need? 

Å Is it meaningful? 

Å Does it have an intended user? (client) 

Å Is it real life and relevant? 

Å Can it be easily tested? 

Å In each unit of work, are there opportunities for children to design, make and evaluate products (the iterative 
process)? 
иШfƚШƣőĲƖĲШĲƻŔĬĲŰĦĲШŔŰШĦőŔũĬƖĲŰќƚШũĲċƖŰŔŰŊШŔŰШ?ÑШŸŉШƣőĲůШĲƻċũƨċƣŔŰŊШĬƨƖŔŰŊШƣőĲШĦƖĲċƣŔƻĲШƓƖŸĦĲƚƚШċŰĬШƣőĲШƖĲ-
designing or changing their product whilst making it? 
иШcŸƽШůƨĦőШũĲċƖŰŔŰŊШƣŔůĲШŔŰШ?ÑШŔƚШĬĲƻŸƣĲĬШƣŸШƣőĲШĦőŔũĬƖĲŰШƣċťŔŰŊШƓċƖƣШŔŰШĦƖĲċƣŔƻĲШċŰĬШƓƖċĦƣŔĦċũШċĦƣŔƻŔƣŔĲƚеШ
 



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
KNOWLEDGE BUILDING

Å5ŜǾŜƭƻǇ ǘƘŜ ŎǊŜŀǘƛǾŜΣ ǘŜŎƘƴƛŎŀƭ ŀƴŘ ǇǊŀŎǘƛŎŀƭ ŜȄǇŜǊǘƛǎŜΧ
Å Through a variety of creative and practical activities, pupils 
ǎƘƻǳƭŘ ōŜ ǘŀǳƎƘǘ ǘƘŜ ƪƴƻǿƭŜŘƎŜΣ ǳƴŘŜǊǎǘŀƴŘƛƴƎ ŀƴŘ ǎƪƛƭƭǎΧ 

NC

Disciplinary Knowledge

Substantive Knowledge

Technical Knowledge

Practical Knowledge

Knowledge building is about children getting better at the subject ς What does that actually mean?
Å Children knowing more (and remembering more) ς sticky knowledge 
Å Children linking knowledge to create Schema of Understanding
ÅGetting better at performing a range of skills

Å Accuracy 
Å Independence 
Å Quicker



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
KNOWLEDGE BUILDING & CURRICULUM DESIGN

Developing a Design Technology Curriculum that:
Å Identifies key knowledge that children must know at each stage of their learning.
Å Teaches this key knowledge, ensuring that it is remembered and retained (learning).
Å Builds in opportunities to revisits key knowledge.
Å Knowledge is built up in small chunks of learning that are carefully sequenced.
Å Builds upon existing knowledge linking it to new knowledge to create a better 

understanding.

PROGRESSION DOCUMENT
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The Curriculum in Design Technology: Curriculum Audit

SECTION 3b: Principles of Effective Design Technology т Knowledge Building 

Key Questions: 
иШcċƚШƣőĲШĦƨƖƖŔĦƨũƨůШŔĬĲŰƣŔŉŔĲĬШƣőĲШťĲǃШťŰŸƽũĲĬŊĲШƣőċƣШĦőŔũĬƖĲŰШƚőŸƨũĬШũĲċƖŰШċƣШĲċĦőШƚƣċŊĲШŸŉШƣőĲŔƖШũĲċƖŰŔŰŊеШ
иШcŸƽШĬŸШƣĲċĦőĲƖƚШċŰĬШĦőŔũĬƖĲŰШťŰŸƽШƣőĲШťĲǃШťŰŸƽũĲĬŊĲШċŰĬШƚťŔũũƚШƣőĲǃШƚőŸƨũĬШťŰŸƽШċŰĬШƖĲůĲůĤĲƖеШ
иШfƚШťŰŸƽũĲĬŊĲШĦċƖĲŉƨũũǃШƚĲƕƨĲŰĦĲĬШċŰĬШĦŸőĲƖĲŰƣШыůċťĲƚШƚĲŰƚĲШт no gaps in knowledge)? 
иШ ƖĲШŸƓƓŸƖƣƨŰŔƣŔĲƚШĤƨŔũƣШŔŰƣŸШƣőĲШĦƨƖƖŔĦƨũƨůШŉŸƖШĦőŔũĬƖĲŰШƣŸШƖĲƻŔƚŔƣШċŰĬШĦŸŰƚŸũŔĬċƣĲШũĲċƖŰŔŰŊеШ
иШAre opportunities built into the curriculum for children to link existing knowledge with new knowledge to 
create better understanding in the subject? 
 



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
DESIGN DECISIONS

CREATIVITY = KNOWLEDGE + IMAGINATION

Designing is about being creative (within certain parameters) 
The difference between art and design and design technology

Design is about being creative to:
ÅSolve a problem or find a solution.
ÅDevelop a product that fulfils a need.
ÅCreate a product that people can use.

Children as designers:
ÅNeed knowledge to combine with their 

imagination to be creative.
ÅAre not experts ς they need to be taught 

the disciplines of design
ÅNeed to make decisions that affect the 

design of the product they are creating to 
be authentic.



The Curriculum in Design Technology: Principles of Effective Design Technology

PRINCIPLES OF EFFECTIVE DESIGN TECHNOLOGY
RELEVANT CONTEXTS
National Curriculum Key Stage 1
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].
National Curriculum Key Stage 2
They should work in a range of relevant contexts 
[for example, the home, school, leisure, culture, enterprise, industry and the wider environment].
National Curriculum Key Stage 3
They should work in a range of domestic and local contexts [for example, the home, health, leisure and culture], and 
industrial contexts [for example, engineering, manufacturing, construction, food, energy, agriculture (including 
horticulture) and fashion].

School can develop a design technology curriculum that is local and reflects the school 
context and community making the subject culturally relevant for the children. 

Opportunity to engage stakeholders
Å Parents (help, support and resources)
Å Community and local businesses
Å Enrichment opportunities

Include in your rationale for 
curriculum choices
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The Curriculum in Design Technology: Principles of Effective Design Technology
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The Curriculum in Design Technology: Principles of Effective Design Technology

RELEVANT CONTEXTS

Cooking & Nutrition
ÅDesign and make a biscuit for a family celebration (Home)
ÅDesign and make a bread for sharing (Home, School, Local Community)
ÅDesign and make an airline meal for an Eco-Friendly Airline (Industry)
ÅDesign and make Indian Streetfood (Local Community)

Textiles
ÅDesign and make a puppet for class puppet show (School)
ÅDesign and make a decorative cushion for the British Museum Gift Shop (Culture)
ÅDesign and make a charity soft toy (Wider Environment, Culture)
ÅDesign and make a fashion waistcoat (Industry)
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The Curriculum in Design Technology: Principles of Effective Design Technology

RELEVANT CONTEXTS

Structures
ÅDesign and make a model of a new piece of play equipment for the local playground. 

(Playgrounds)
ÅDesign and make an animal home prototype for the school garden / local park 

(Wider Environment)
ÅDesign and make a Marble Run toy for the Magic Toy Company (Industry)

Mechanical Systems
ÅDesign and Make a Celebration Card (School, Community, Cultural)
ÅDesign and Make a Buggy for the Class Teddy Race (School)
ÅDesign and make an Automaton Toy for the local toy museum (Culture)

Electrical and Program Systems
ÅDesign and make a Nightlight for someone who is afraid of the dark (School, Home)
ÅDesign and make a Digital Decoration for the school Christmas Tree (School)
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SECTION 3c: Principles of Effective Design Technology т Design Decisions  

Key Question: 
иШfƚШƣőĲШĦƨƖƖŔĦƨũƨůШĤċƚĲĬШŸŰШƓƖŸƻŔĬŔŰŊШĦőŔũĬƖĲŰШƽŔƣőШƣőĲШƣĲĦőŰŔĦċũШťŰŸƽũĲĬŊĲШƣőĲǃШŰĲĲĬШƣŸШůċťĲШĬĲƚŔŊŰШ
decisions when creating a product? 
иШ ƖĲШĦőŔũĬƖĲŰШĦőċũũĲŰŊĲĬШƣŸШĦƖĲċƣĲШƓƖŸĬƨĦƣƚШŔŰШƽőŔĦőШƣőĲǃШůċťĲШĬĲĦŔƚŔŸŰƚШċĤŸƨƣШƣőĲШĬĲƚŔŊŰШƣőċƣШƖĲƚƨũƣƚШŔŰШċШ
product that is authentic and innovative? 

SECTION 3d: Principles of Effective Design Technology т Real Life and Relevant 
Key Question: 
Do units of work in the design technology curriculum allow children to work and learn with relevant and real-
life contexts? Highlight the boxes that apply: 

 
 



Section 3: The Curriculum in Design Technology
Disciplinary Knowledge in Design Technology



DESIGNING

Designing is not just drawing but is 
also about thinking creatively. 
Design is about:
ÅTinkering with ideas
ÅTrying things out
ÅTrying a different approach
ÅSharing and comparing ideas and 

thoughts
ÅCommunicating ideas
ÅEvaluation and evolution of ideas

Vague and 
woolly 
ideas

Satisfactory
Creative  
Solution
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Sometimes designing is not the first 
step ς children might make things first:
Å To experience working with a materials
Å To understand more about a product
Å Make a product and then use this as the 

basis for the design ς does it work?



The Curriculum in Design Technology: Disciplinary Knowledge in Design Technology

Disciplinary Knowledge in Design Technology: Designing

Brainstorming Techniques
- Individual
- Group Brainstorm
- Recording ideas Mood Boards

Drawing
Å Sketching initial ideas
Å 2D Drawing
Å 3D Drawing techniques 

(crating)
Å Labelling
Å Annotating
Å Cut-Away Drawings
Å Cross-Sectional Drawing
Å Exploded DiagramsModels

Mock-Ups
Prototypes

Making Design Decisions
Adapting Designs

Research
Å Desktop research
Å Market research
Å Investigating existing products
Å Testing things out

Designing (Key Stage 1)
Å Design purposeful, functional, appealing 

products for themselves and other users 
based on design criteria

Å Generate, develop, model and 
communicate their ideas through 
talking, drawing, templates, mock-ups 
and, where appropriate, information 
and communication technology 

Designing (Key Stage 2)
Å 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 

Å Generate, develop, model and 
communicate their ideas through 
discussion, annotated sketches, cross-
sectional and exploded diagrams, 
prototypes, pattern pieces and 
computer-aided design.

Designer-Product-Client

Design Brief/Specifications



Disciplinary Knowledge in Design Technology: Designing
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Children design and make products that are innovative and authentic to them
Children are not going to design something brand new ς ŀŦǘŜǊ ŀƭƭ WŀƳŜǎ 5ȅǎƻƴ ƘŀǎƴΩǘ ŘƻƴŜ ǘƘŀǘ ŜƛǘƘŜǊΗ

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

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



Disciplinary Knowledge in Design Technology: Designing
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A successful designer designs a product 
that the client will use or buy..

When thinking about a product for the 
children to design and make ask yourself 
these questions:
Å Does the product have a purpose or 

a function?
Å Does it fulfil a need?
Å Does it have an intended user? 

(client)
Å Is it real life and relevant?
Å Can it be easily tested?

THE PRODUCT

THE CLIENT

What are their needs and wants 
and how do you know this?



Disciplinary Knowledge in Design Technology: Designing
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A design brief is the statement that a 
client gives to a designer outlining 
the product that they want/need.

Design specifications are a list of 
features that must be included in the 
product:
Å Key features / components / ingredients
Å Functions
Å Specifications
Å Measurements

Design Briefs and Specifications are invaluable in Evaluation Activities
ÅHave you created the product that the intended user/client wanted?
ÅDoes the product fulfil the design specifications?



D
E

S
IG

N
 B

R
IE

F
+             = DESIGN DECISIONS

Design and Make 
(Evaluate) a PRODUCT 
for INTENDED USER 

for PURPOSE

Template for a Design Brief Å Is it real life
Å Is it relevant

ÅWho is the product for?
ÅWho is the intended user/client?

ÅWhat is the purpose of the product?
ÅWhat or how is its function?

Design Briefs and Specifications should be the driving force for the scheme of work and each unit 
of work. Include on long-term planning and medium-term planning.

Disciplinary Knowledge in Design Technology: Designing
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Design and Make a Fruit Smoothie for your Best 
Friend to drink on a Hot Summer Day.

Design and Make a Tote Bag for the Victoria and 
Albert Museum based on the artwork of William 
Morris to sell in the museum shop

Design and Make a Wheeled Vehicle for your 
Teddy Bear so that they can cross the classroom 
floor with one push.

Disciplinary Knowledge in Design Technology: Designing



Disciplinary Knowledge in Design Technology: Designing
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YEAR 1 PUPPETS PROJECT

Children begin this project by examining and 
investigating existing products ς hand puppet

Understanding what a puppet is and what it must 
do.

Identifying what they like about the puppet before 
ŘŜŎƛŘƛƴƎ ƻƴ ǎƻƳŜ ŦŜŀǘǳǊŜǎ ǘƘŀǘ ƳŀƪŜ ŀ ΨƎƻƻŘ 
ǇǳǇǇŜǘΩ ς these are the design specifications.

Children design and make their puppet using the 
design brief and specifications.

As part of their evaluation activities:
Å Have they made a hand puppet?
Å Does it fit on their hand?
Å Does it look like the book character?



Disciplinary Knowledge in Design Technology: Designing
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Disciplinary Knowledge in Design Technology: Designing
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Collecting Images Whole Class Mood Board Individual Mood Board
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Provide ready-made mood board

Children create a design for a 
peacock-inspired waistcoat

Develop a Mood Board
Å Images of existing products
Å Design Brief & Design Specifications
Å Sketches

Initial Ideas & Sketches

Final Design

Make the Product
Evaluate & Modify when making

Make-Evaluate-Design

Disciplinary Knowledge in Design Technology: Designing


