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Design	Technology	at	Kenton	Primary	School 

 



 

Intent Statement 
 
“Design is a funny word. Some people think design means how it looks. But of course, if you dig deeper, it’s really how it works.” 
Steve Jobs 
At Kenton Primary School, we believe that Design and Technology (D&T) plays a vital role in our curriculum, providing our pupils with the skills, knowledge, 
and creativity they need to become confident and resourceful individuals. Our intent is to deliver an excellent D&T education that fosters a love for problem-
solving, innovation, and critical thinking amongst our learners. We aim to equip our pupils with the necessary skills to apply their theoretical knowledge to 
real-life situations, preparing them for life beyond the classroom. We want our children to draw on their knowledge from Maths and Science, Computing and 
Art and pull that knowledge together to create DT project briefs. We want them to be able to take risks and know that mistakes are part of a design and build 
process. We want children to be resourceful, innovative and enterprising and ultimately use those skills to become a capable citizen who problem solves and 
takes calculated risks, We have planned our units of work carefully from EYFS to Year 6 on a rolling, mixed Year curriculum to enable children to build on their 
skills and create end products which they evaluate and present what they’ve produced.  

 

Implementation Statement 
 
To ensure the successful implementation of our D&T curriculum, 
we use the Kapow scheme of work which is a carefully planned 
sequential and progressive curriculum that covers the breadth of 
skills and knowledge outlined in the National Curriculum. Our 
Design and Technology curriculum is taught by well-trained teachers 
who are supported by the DT coordinator and given appropriate CPD 
where necessary to ensure successful implementation of the curriculum. 
Links with secondary schools are made where possible to enable staff to 
confidently plan for progression to KS3. 
 
 
 

 

 



 

                                                                                                      This image has been sourced from the Kapow DT long term plan document. 
Our implementation of D&T is underpinned by the following key principles: 

1. Skills Development 
We deliver D&T experiences that enable our pupils to develop a wide range of practical skills. They learn to select and use appropriate tools and materials, as 
well as develop accuracy, resilience, and perseverance in their work. They are encouraged to take risks, learn from failure, and develop problem-solving 
abilities through hands-on activities. 

2. Design Process 
Our pupils are taught the design process, ensuring they understand the importance of research, planning, making, and evaluating their own projects. We 
encourage them to think critically and apply their knowledge to generate and refine ideas, keeping in mind the intended purpose and audience of their 
designs. 

3. Cross-Curricular Links 
We actively promote cross-curricular links between D&T and other subjects, enabling our pupils to transfer and apply skills from various disciplines. Through 
these connections, our pupils develop a broader understanding of the world, recognizing the importance of D&T in everyday life and different contexts. 

4. Creativity and Innovation 
We foster creativity, curiosity, and innovation in D&T by providing opportunities for open-ended design challenges. Our pupils are encouraged to think 
creatively and explore original solutions, using their imagination to develop products that are both functional and aesthetically appealing. 

 

Impact Statement 
Through the implementation of our D&T curriculum, we have witnessed significant impact on learners at our school. The impact can be seen through the 
following outcomes: 

1. Increased Engagement and Eagerness to Learn 
Our pupils have shown consistently high levels of engagement in D&T lessons, demonstrating enthusiasm, curiosity, and eagerness to learn. They actively 
participate in practical activities, share ideas, collaborate with peers, and confidently ask questions. Pupil voice and feedback indicate a genuine enjoyment 
and interest in D&T. 

2. Acquisition of Transferable Skills 
Pupils are acquiring and developing a wide range of transferable skills such as problem-solving, critical thinking, creativity, resilience, and communication. 
These skills are not only evident in D&T lessons but also in other areas of the curriculum, promoting holistic development and supporting lifelong learning. 



 

3. Progress and Attainment 
Our pupils consistently make strong progress and attain high levels of achievement in D&T. They can apply their theoretical understanding to real-life 
situations, demonstrating high levels of competence in designing, making, and evaluating functional products. Assessment data is carefully tracked to provide 
formative judgements, gaps in children’s knowledge and skills are identified early and targeted through adaptive teaching to ensure good progress for all.  

4. Increased Aspirations and Career Awareness 
Our D&T provision has contributed to pupils' awareness of a wide range of careers that utilize design and technological skills. Pupils are motivated to pursue 
further study or careers in STEM-related fields, showing increased aspirations and understanding of the real-world applications of D&T. 

5. Cultural Understanding and Appreciation 
Through cross-curricular links in D&T, our pupils develop an appreciation and understanding of cultural diversity. They explore the cultural significance of 
design and technology throughout history and across different societies, fostering respect and tolerance for diverse perspectives. 

Through our well-planned curriculum, strong teaching strategies, and focus on individual progression, we ensure that our pupils receive an outstanding 
education in D&T, preparing them for a future in a technologically advanced and design-conscious world. 

 
Meeting the needs of our disadvantaged children, including Children Looked After, those 

eligible for 2 Pupil Premium funding and those with SEND 

As with all subjects in the curriculum every child has the right to an ambitious and progressive curriculum. Any barriers that might arise need to be 
addressed in order for the child to achieve their full potential in Design and Technology. Due to the progressive nature of the Knowledge, Skills and 
Understanding from EYFS to Year 5/6 there is a clear framework in which to support the child by developing their learning to an appropriate level for their 
specific and individual needs. Design and Technology can provide a practical method of communication which also supports children in this field. We aim to 
provide essential knowledge, experiences, and opportunities to all children, particularly the most disadvantaged, as part of developing cultural capital to 
prepare them for future success. While teaching Design and Technology, teachers will prioritise familiar powerful strategies, like scaffolding and explicit 
instructions, to support pupils with SEND. This means understanding the needs of specific pupils and weaving specific approaches into every day, high 
quality classroom teaching- being inclusive by design not as an afterthought. 

 
Our D&T curriculum is designed to cater for the needs of all learners, regardless of their abilities. We provide a range of practical and theoretical experiences 
that are accessible to all, and we adapt teaching strategies to meet the diverse needs of our pupils. We ensure that pupils are appropriately challenged and 
supported, enabling them to make progress and reach their full potential. 

 



 

What Design Technology is taught at Kenton? 
 
This is an overview of what the year groups will cover in our 2-year rolling program. 
 

Cycle B 
 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Willow (Year R) 

Creating with materials 
Explore use and refine a variety of artistic 
effects to express their ideas and feelings. 
 
Return to and build on their previous learning, 
refining ideas and developing their ability to 
represent them. 
 
Makes some independent choices about the 
resources needed and talks about creations.  
 
Uses different textures in creations and will 
combine media.  
 
Cuts along curved lines with scissors and uses 
moulding tools with malleable materials.  
 
Uses a range of shapes and colours to 
represent observational drawings. 
Kapow unit: seasonal projects 

Create collaboratively, sharing ideas, 
resources, and skills. 
 
Uses different techniques and materials 
to achieve the desired effect and can talk 
about what has been created. 
 
Mixes colours to produce different shades 
and combines materials to create 
different textures.  
 
Is beginning to plan a design before 
starting. Uses a range of tools and 
equipment and selects the most 
appropriate tool or joining material for 
the job. 
 
Kapow unit: ] 
cooking a soup 
Junk modelling 
 
 

ELG Creating with Materials 
Safely use and explore a variety of materials, 
tools, and techniques, experimenting with 
colour, design, texture, form and function.  
 
ELG Creating with Materials 
Share their creations, explaining the process 
they have used.  
 
ELG Creating with Materials 
Make use of props and materials when role 
playing characters in narratives and stories. 
Kapow Unit:  
Bookmarks  
Boast 

Willow (Year 1/2) 

Mechanisms 
Make a moving 

monster 

Textiles 
 

Pouches 
Structures 

Baby Bear’s Chair 
Cooking and Nutrition 

 
Balanced Diet 

 

Mechanisms Make 
 

Can you design and make 
a moving 

minibeast? 



 

Oak (Year 3/4) 

Cooking and 
nutrition 

Adapting a recipe 
Digital world 

Mindful moments timer 

Mechanisms 
 

Make a sling shot car 

Electrical Systems 
Torches 

Structures 
 

Make an Egyptian 
pyramid. 

Kapow unit: pavilions 

 
 

Textiles 
fastenings 

 
 
 

Chestnut (Year 5/6) 
Digital world  

Navigating the world 
Textiles 

Waistcoats 
Structures 

playgrounds 
Mechanisms 

Automata toys 
Cooking and nutrition 

Come dine with me 
Electrical systems  
Steady hand game 

 
 

Cycle A 
 

 Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 

Willow (Year R) 

Creating with materials 
Explore use and refine a variety of artistic 
effects to express their ideas and feelings. 
 
Return to and build on their previous learning, 
refining ideas and developing their ability to 
represent them. 
 
Makes some independent choices about the 
resources needed and talks about creations.  
 
Uses different textures in creations and will 
combine media.  

 
Kapow unit: seasonal projects 

Create collaboratively, sharing ideas, 
resources, and skills. 
 
Uses different techniques and materials 
to achieve the desired effect and can talk 
about what has been created. 
 
Mixes colours to produce different shades 
and combines materials to create 
different textures.  
 

Is beginning to plan a design before 
starting. Uses a range of tools and 
equipment and selects the most 

appropriate tool or joining material for 
the job. 

Kapow unit: ] 
cooking a soup 

ELG Creating with Materials 
Safely use and explore a variety of materials, 
tools, and techniques, experimenting with 
colour, design, texture, form and function.  
 
ELG Creating with Materials 
Share their creations, explaining the process 
they have used.  
 
ELG Creating with Materials 
Make use of props and materials when role 
playing characters in narratives and stories. 
Kapow Unit:  
Bookmarks  
Boats (structure) 

 



 

Junk modelling (structures) 
 

Cherry (1/2)  

Cooking and nutrition 
 

Create healthy treats (dog 
treats) for the pets 

Smoothies 
 

Structures 
Constructing a windmill 

Textiles 
 

Puppets 
 

Mechanisms) 
Wheels and axles- design a 

vehicle to fight fires.  
 

Mechanisms  
Make a moving story 

book 

Oak (Year 3/4) 
Cooking and nutrition 

 
Eating Seasonally 

Textiles 
Cross stitch and applique 

 

Electrical systems 
Electric poster 

Digital world  
Wearable technology 

Mechanisms 
Pneumatic toys 

Structures 
Design and make a wind and 
waterproof roundhouse for 

iron age people. 
Kapow unit: constructing a 

castle. 

Chestnut (Year 5/6) 
Cooking and nutrition 

Developing a recipe 
. 

Electrical Systems 
Doodlers 

 

Textiles 
Stuffed toys 

Design and sew a South 
American animal bean 

bag 

Mechanisms 
Making a pop up book 

Structures  
Bridges 

Digital world 
Monitoring devices 

 
  



 

 

Formative Assessment.  
 
Our pupils consistently make strong progress and attain high levels of achievement in D&T. They can apply their theoretical understanding to real-life 
situations, demonstrating high levels of competence in designing, making, and evaluating functional products. Assessment data is carefully tracked to provide 
formative judgements, gaps in children’s knowledge and skills are identified early and targeted through adaptive teaching to ensure good progress for all. On-
going assessment is tracked on documents linked to the curriculum progression, through questioning, retrieval activities and carefully designed learning 
reflections, teachers identify children who are not on track and tailor teaching to fill key gaps in knowledge and skills.  

 

End Points And Expectations.      
 
By the end of Key Stage One Aged 7: By the end of key stage 2 
Design - developing planning and communicating ideas. 

● Using own designs and plans to bring products to fruition. 

✔ Select from and use a range of tools and equipment to 
perform practical tasks. 

✔ Select from and use a wide range of materials and 
components, including construction material, textiles and 
ingredients, according to their characteristics. 

✔ Build structures exploring how they can be made stronger, 
stiffer and more stable. 

✔ Explore and use mechanisms in their products. 

✔ Select from and use a wider range of tools and equipment to 
perform practical tasks. 

✔ Select from and use a wider range of materials and 
components, including construction material, textiles and 
ingredients, according to their functional properties and 
aesthetic qualities. 

✔ Apply their understanding of how to strengthen, stiffen 
and reinforce more complex structures. 

✔ Understand and use mechanical systems in their products. 
✔ Understand and use electrical systems in their products. 

 
By the end of Key Stage One Aged 7: By the end of key stage 2 
Make – Working with tools, equipment, materials and components to make quality products. 



 

● Using own designs and plans to bring products to fruition. 

✔ Select from and use a range of tools and equipment to 
perform practical tasks. 

✔ Select from and use a wide range of materials and 
components, including construction material, textiles and 
ingredients, according to their characteristics. 

✔ Build structures exploring how they can be made stronger, 
stiffer and more stable. 

✔ Explore and use mechanisms in their products. 

✔ Select from and use a wider range of tools and equipment to 
perform practical tasks. 

✔ Select from and use a wider range of materials and 
components, including construction material, textiles and 
ingredients, according to their functional properties and 
aesthetic qualities. 

✔ Apply their understanding of how to strengthen, stiffen 
and reinforce more complex structures. 

✔ Understand and use mechanical systems in their products. 
✔ Understand and use electrical systems in their products. 

 
By the end of Key Stage One Aged 7: By the end of key stage 2 
Evaluate – evaluating processes and products. 

● Critique, evaluate and test their ideas and products and the work of others 

✔ Explore and evaluate a range of existing products. 
✔ Evaluate their ideas and products against a design criteria. 

✔ Investigate and analyse a range of existing products. 
✔ Evaluate their ideas and products against a design criteria, 

considering the views of others to improve their work. 
✔ Understand how key events and individuals in design and technology 

have helped shape the world. 

 
 

  



 

Early Years Foundation Stage 
 
The main areas of learning that support the development of children’s Design and Technology knowledge and understanding are drawn from the following 
areas of the Early Years Foundation Stage; Personal Social and Emotional Development, Physical Development, Understanding the World and Expressive Arts 
and Design. There are also close links with the Characteristics of Effective Teaching and Learning (CoETL); Playing and Exploring, Active Learning and Creating 
and Thinking Critically. 
 
Knowledge Skills and Understanding Break Down for Expressive Arts and Design. 
Foundation Stage 

● Our Design and Technology curriculum enables all children to explore learning behaviors through the Characteristics of Effective Teaching and 
Learning. They will use these skills in meaningful contexts and be able to apply them in other areas of learning. 

 
● 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. 

 
● Children will have the confidence to take risks when tackling new challenges and be curious and creative to solve simple problems practically. They 

will know and identify similarities and differences in a range of materials. They will know that different technology and tools are used to make 
different products and can select these appropriately for tasks. They will experiment with colour, design, texture form and function. Children will 
begin to use simple equipment safely and effectively. 

 
● Children will participate in small group, class and one to one discussions, offering their own ideas, using recently introduced vocabulary. Children 

will share their creations, explaining the process they have used. 
 

● The individual needs, interests and development of each child are used to plan a challenging and rich curriculum. 

 
  



 

 
Key Concepts in Design and Technology - Design Make Evaluate Model 
 
 
 
 
 
 
 
 
 
 
 
 
At Kenton Primary School, we follow the continuous learning model of design, make and evaluate in Design and Technology. All of our teaching, learning 
and independent or group practice follows this model. 

 
At the beginning of every unit, children are given design criteria of the precise goals that a project must achieve to be successful. Children will begin 
exploring, assessing, testing and evaluating existing products before moving on to design a product of their own based on the design criteria and their 
intended user. It is in their designs where children will select what tools, materials and ingredients they intend to use. 

 
Once children are happy with their designs, they will begin to make their product . During the making process, children will begin to think critically and 
assess their product, the tools they have used and the materials they have selected. In addition, pupils will constantly evaluate whether their design is 
working or if their design and product needs to be adapted based on their evaluation of their product or dish. 

 
When children have finished making their final product they will make a final evaluation, assessing it against their design criteria, functionality, and aesthetic 
(KS2).  It is instilled in the pupils of Kenton Primary that we are constantly evaluating, adjusting our designs and products to improve them – this makes us 
successful chefs, inventors and designers. 

 
 
 
 



 

 
 
 



 

 

 



 
 



 
 



 

 

 



  



 

 



 

 



 

  



 

 

 



 

 
 
 



 

 
 



 

 
 



 

 
 

 
 



 

 
 
 



  



  



 

 
 

Key Concepts for Design Technology Explained 
 
Design  Design is developing, planning and communicating ideas about what you intend to make.  

 
Make Make is to work with tools, equipment, materials, ingredients, and components to make 

quality products and dishes. 

 

Evaluate Evaluate means to reflect on ideas and products against the design criteria. 

  
Design Criteria The specific and concise requirements that a product must meet in order to be successful. 

This is used to evaluate the final product.  

 

 

 
 
 


