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Subject Rationale: Design Technology 

 

At Harpfield Primary Academy, Design and Technology is 

part of a broad and balanced curriculum which involves 

applying knowledge and skills when designing and mak-

ing products. Activities in Design and Technology in our 

school provide opportunities to use a range of materials, 

processes, develop understanding of food and nutrition 

and to work independently or as part of a team. Using 

construction materials, pupils can create structures can 

learn how to control a robot by creating a computer pro-

gramme. At the beginning of a DT topic, previous learning 

is reviewed and as skills develop attainment is assessed 

throughout the topic. In EYFS, skills in construction and 

investigating materials are taught mainly through Under-

standing the World. In addition to this, there are many 

opportunities for skills in Design and Technology to be de-

veloped which are provided through a range of teacher 

lead and child initiated activities. 
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Pulleys and 

Gears 

 

To use research and develop design criteria to inform the design on innovative, functional appealing 

products aimed at particular individuals or groups. 

To understand and use mechanical systems in their products such as gears, pulleys, cams levers and 

linkages. 

Electrical sys-

tems and 

computing 

To understand and use electrical systems in their products, such as series circuits incorporating 

switches, bulbs, buzzers and motors. To apply understanding of computing to programme, monitor 

and control their products. 

Evaluation 

To evaluate their ideas and products against their own design criteria and consider the views of oth-

ers to improve their work 

To understand how key events and individuals in design and technology have helped shape the 

world  

 

Y
e
a
r
 
5
 
 

Textiles 

 

To use research and develop design criteria to inform the design on innovative, functional appealing 

products aimed at particular individuals or groups. 

To select from and use a wider range of materials including textiles to create their own design. 

 

Construction 

and computing 

To use construction materials to apply understanding of computing to programme, monitor and control 

their products. 

Evaluation 

To evaluate their ideas and products against their own design criteria and consider the views of oth-

ers to improve their work 

To understand how key events and individuals in design and technology have helped shape the 

world  
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Circuits and 

switches 

To generate, develop, model and communicate their ideas through discussion, annotated sketches, 

cross sectional and exploded diagrams, prototypes, pattern pieces and computer aided design. 

To understand and use electrical systems in their products, such as series circuits incorporating 

switches, bulbs, buzzers, motors. 

Food cultures 

To know how to prepare a surface so that it is hygienic and safe. To explore food from different 

cultures. 

To understand and apply the principles of a healthy and varied diet. 

Construction 

and computing 

To investigate and analyse a range of existing products. 

To apply understanding of computing to programme, monitor and control their products. 
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Structures 

To generate, develop, model and communicate their ideas through discussion, annotated sketches. 

To apply their understanding of how to strengthen , stiffen and reinforce more complex structures. 

Food 

(Staffordshire 

oatcakes) 

To prepare and cook a variety of savoury dishes using a range of cooking techniques. 

Construction 

and computing 

To construct a product and create a programme to control their product. 
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Textiles and 

construction 

To generate, develop, model and communicate their ideas through talking, drawing, templates, mock-

ups and where appropriate information and communication technology. 

To select from and use a wide range of materials and components including construction materials, 

textiles and ingredients according to their characteristics.  

Cooking and 

nutrition 

To understand where food comes from. 

Making and 

evaluation 

To use and select from a range of tools and equipment to perform practical tasks (fro example cutting, 

shaping, joining and finishing). 

To evaluate their ideas and products and design criteria. 
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Cooking and 

nutrition 

To use principles of a healthy and varied diet to prepare dishes. 

Mechanisms 

(toys) 

To design purposeful, functional, appealing products for themselves and other users based on a de-

sign criteria. 

To explore and use mechanisms (for example levers, sliders, wheels and axles) in their products.  

Structures 

(castles) 

To use and select from a range of tools and equipment to perform practical tasks (fro example cutting, 

shaping, joining and finishing). 

To build structures, exploring how they can be made stronger, stiffer and more stable. 
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Expressive 

arts and de-

signs: Creating 

with materials 

Return to and build on previous learning, refining ideas and developing their ability to repre-

sent them. 

Expressive 

arts and de-

signs: Creating 

with materials 

Create collaboratively sharing ideas, resources and skills.  

Expressive 

arts and de-

signs: Creating 

with materials 

Early learning goal: 

Safely use and explore a variety of materials, tools and techniques, experimenting with colour,    

 design, texture, form and function. 

N
u
r
s
e
r
y
 
 
 

Expressive 

arts and de-

signs: Creating 

with materials 

Birth to 3 years: 

Explore different materials, using all their senses to investigate them. Manipulate and play with 

different materials. 

Make simple models which express their ideas.  

Expressive 

arts and de-

signs: Creating 

with materials 

3-4 years: 

Explore different materials freely, in order to develop their ideas about how to use them and what 

to make.  

Expressive 

arts and de-

signs: Creating 

with materials 

3-4 years: 

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

Join different materials and explore different textures. 


