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DT curriculum intent

Our curriculum intent for DT is for children to learn the knowledge and skills 

required to solve real world problems in varied and exciting contexts, drawing on  

their own and others’ wants and needs to achieve this. We aspire pupils to draw 

on close cross curricular links with subjects such as mathematics, science, 

computing and art through their study of design and technology; becoming 

increasingly resourceful, innovative, enterprising and capable creators. Pupils 

will use analytical skills to draw conclusions, critiquing past and present 

products to determine impact upon consumers and the wider world, 

understanding the benefits design and technology brings to society. Pupils will 

use skills to enhance and improve their own designs and creations. 

Through our study of History, we aim to ensure that all pupils:

• develop the creative, technical and practical expertise needed to perform 

everyday tasks confidently and to participate successfully in an increasingly 

technological world,

• build and apply a repertoire of knowledge, understanding and skills in order to 

design and make high-quality prototypes and products for a wide range of 

users,

• critique, evaluate and test their ideas and products and the work of others,

• understand and apply the principles of nutrition and learn how to cook.

Implementation 

Curriculum structure & sequencing

We structure our DT curriculum by using the National Curriculum, as well as 
Projects on a Page. This allows all our children, in every year group, to have a full 
and in depth understanding of the designing, making, evaluating and cooking 
strands. In each year group, all children have the opportunity to complete a 
range of products that will focus on construction, textiles and cookery. 
Throughout KS2, pupils will develop their understanding of computer-aided 
design and use this to inform their designs.

Content & concepts 

Our aim is to ensure that our DT curriculum shapes children into being critical 

designers and makers. In each unit, children research existing designs already in 

circulation and critique them, understanding what may be effective for their 

products.

Enrichment and personal development

At Boughton Heath, children have a range of enrichment opportunities. Pupils 
from KS1 and KS2 have the opportunity to attend STEM club and learn further 
about science, technology, engineering and maths.

Assessment and next steps

We assess DT in a variety of ways, giving pupils the opportunity to explain their 
reasoning and metacognition of a topic as well as their accumulation 
of knowledge. This may be done through practical exercises, group tasks, 
quizzes or discussion. Children are assessed throughout the designing, planning, 
making and evaluation process through a mixture of formative and summative 
assessment.



Design & Technology in the Early Years 

Foundation Stage
Design & Technology in the Early Years Foundation Stage (EYFS) is an integral part 

of expressive arts and design, one of the seven key areas of learning outlined in the 

EYFS framework and supported by the non-statutory guidance provided by 

Development Matters. Design & Technology strands are set out in the early learning 

goal of ‘Creating with Materials’.

At Boughton Heath, we encourage young learners to begin to foster the development 

of children's artistic and cultural awareness while nurturing their imagination and 

creativity. It is imperative that young children are offered consistent opportunities to 

engage with the arts, encouraging them to explore and experiment with a diverse 

range of media and materials. By providing a rich and varied exposure to artistic 

experiences, including what they see, hear, and participate in, we enable children to 

deepen their understanding, enhance their self-expression, expand their vocabulary, 

and refine their ability to communicate through the arts. 

Development Matters guides educators to ensure the frequency, repetition, and 

depth of designing experiences are fundamental to children’s progress in 

interpreting, appreciating, and responding to the creative world around them. This 

ensures that children are well-prepared to embark on a lifelong journey of . 

design technology.

Expressive Arts and Design – Development Matters

1. Safely use and explore a variety of  materials, tools and techniques, 

experimenting with colour, design, texture, form and function; 

2. Share their creations, explaining the process they have used; 

3. Make use of  props and materials when role playing characters in 

narratives and stories. 

Expressive Arts and Design – Early Learning Goals

Children in Reception will be learning to: 

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

ideas and feelings. 

b) Return to and build on their previous learning, refining ideas and 

developing their ability to represent them. 

c) Create collaboratively, sharing ideas, resources and skills.

Junk Modelling
Joining Materials

Share and 

explain creations



Inclusion within Design & Technology

We are an inclusive school and as such, do not believe in narrowing the 

curriculum for any learner. Our curriculum is designed with inclusion of  all 

at heart, and our curriculum intent is therefore the same for all children. 

However we are mindful that there are an abundance of  factors which 

need to be considered in order for all learners to be able to access 

learning according to their individual needs; perhaps none more so than 

for those learners with Special Educational Needs and Disabilities (SEND). 

Therefore, whilst our curriculum intent is the same for all learners; our 

implementation of  the curriculum may well look different for different 

groups of  pupils. Teachers will plan, scaffold, challenge and embed 

learning through activities which are adapted to meet children’s needs – 

we call this adapted implementation. This is to ensure that our curriculum 

can be met by all within an inclusive environment, mindful and responsive 

to children’s needs.

We use guidance set out within the NASEN teacher handbook to assist us 

in amending our implementation within Design & Technology. Examples of  

this, though not an exhaustive list, can be seen to the right. Note, these are 

suggestions of  what may be implemented but all teachers will amend 

according to learner need.

Assistance using tools and measuring to ensure assessment focus 

considers design and idea as much as practical execution.

Use partnered and turn based learning support to provide modelled 

examples to children and provide collaborative learning opportunities. 

Use small group teaching opportunities to dedicate more time and 

support to provide additional learning opportunities to learners working 

towards a planned objective. 

Provide learners with targeted resources to support their learning and 

understanding such as visual aids.
Same intent,

adapted implementation

Worked examples provided to children to generate discussion around 

topics studied and the opportunity to ask questions of this. 



Boughton Heath Academy Curriculum Road Map – Design Technology

Year 

R

Year 

1

Year 

2

Year 

3
Year 

4

Year 

5

Year 

6

Slides & levers

Moving picture 

card

Levers & 

linkages

Pop up 

poster

Cookery

Balanced 

meal

Switches & 

circuits

Torches

Templates & 

joining 

Glove puppets

Cookery

Health meals

Wheels & axles

Transporting

vehicle

Freestanding 

structures

Bridges
Cookery

Gingerbread

2D shape to 3D 

product 

Waterproof 

bags

CAD shell 

structures

Gift boxes

Pneumatics

Dumper trucks
Frame 

Structures

Wildlife house

Cams – mechanisms

An orrery Cookery 

Pizza

Combining fabric

Advent 

calendar

Pulleys or gears

WW2 Tank

Electrical 

circuits

Alarms

Junk Modelling
Joining Materials

EAD

Share and 

explain creations



Design & Technology Endpoints

Reception Year 1 Year 2 Year 3 Year 4 Year 5 Year 6

To combine empty containers 

to make models to use within 

play.

To produce a themed moving 

picture card involving 

working sliders and levers. 

To design and make a 

vehicle consisting of wheels, 

axles and structure, which 

can be used to transport 

items.

To design and create a 

waterproof bag which can be 

used to shield and protect 

items from water.

To plan, digitally design and 

create a Christmas gift box 

using computer aided design. 

To plan, design and make a 

wildlife house which will be 

protected from the elements 

whilst safely housing an 

animal.

To plan, design and make a 

fabric advent calendar using 

computer aided design.

To  investigate and evaluate 

different ways of joining 

materials when designing.

Combine and use varied 

textiles to design and make a 

glove puppet to entertain 

others. 

Plan, design and make a 

bridge structure spanning 

between two surfaces and that 

can bear weight. 

To create a pop up tourist 

poster that involves levers and 

linkages to engage an 

audience.

To design and create a torch 

using simple circuitry 

components.

To plan and create an orary 

which mimics the orbits of 

each planet of the solar 

system in relation to each 

other and the sun.

To design and make a WW2 

style tank toy which uses 

pulleys and gears to engage 

and entertain a consumer. 

To share and describe my 

creations to others giving 

reasons for it’s design.

Plan, prepare and produce a 

healthy meal plate 

incorporating a variety of 

fruits and vegetables. 

Plan, prepare and produce 

decorated ginger bread 

biscuits for consumption by 

others. 

Plan, prepare and produce a 

balanced meal plate 

incorporating food from the 

main food groups. 

To create a dumper truck toy 

which lifts and drops load 

using simple pneumatics. 

To plan, design and create an 

alarm which monitors a particular 

condition and responds visually & 

audibly when this is met, broken 

and altered. 

To design and make a pizza for 

consumption by others, in the style 

of a Colorado pizza. 

To plan, design and create an 

alarm which monitors a particular 

condition and responds visually & 

audibly when this is met, broken 

and altered. 

Plan, prepare and produce a 

British themed three course meal, 

to be consumed by others and 

using locally / nationally sourced 

produce.

Junk Modelling

Joining 

Materials

Share and 

explain 

creations



Progression of  Skills







Assessment within Design & Technology

We place great emphasis on the importance of  assessing children’s 

knowledge, understanding and skillset within Design & Technology. 

When assessing Design & Technology, it is first essential to clearly 

articulate two important areas:

1. The specific endpoint for the unit being delivered,

2. The substantive and disciplinary knowledge to be taught to reach this 

endpoint.

At Boughton Heath Academy, we have clearly mapped out all endpoints for 

all the Design & Technology units to be delivered, before specifying what 

substantive and disciplinary knowledge is to be taught within each unit to 

reach this endpoint. It is this knowledge and understanding that we assess 

children upon, believing accurate assessment can only be a reflection of  

what is taught to children .

This is broken down for each unit on DT projects on a page as see in the 

examples below:

Making judgements – formative assessment 

When delivering lessons; teachers record 

notes, comments and reflections they feel 

pertinent to the formative assessment of 

their teaching and learning of Design & 

Technology, recording these in their 

feedback files (see right). Such feedback is 

then delivered at the start of the following 

lesson, in order for children to recap prior 

learning undertaken before building upon 

this; as well as to give them opportunities to 

address misconceptions develop greater 

understanding of concepts and what has 

been taught. 

Making judgements – summative assessment 

With the unit endpoint in mind, teachers will form a summative assessment for each child 

within a particular unit. This will be either, working towards / working at / working above 

the expected standard. 

We define what the expected standard is by listing the essential substantive and 

disciplinary knowledge children should know in order to achieve this, also articulating 

what would classify a pupil who may be working below / above this. Teachers record this 

on a single page at the end of each unit, creating this summative judgement through a 

culmination of their formative assessments and evidenced work within children’s books; 

against this framework of what is to be taught. 
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