[image: ]Design Technology  At Carr Mill Primary School we combine practical skills with an        understanding of aesthetic, social and functional contexts, enabling children to design with a clear purpose.                   Children apply knowledge gained through research to construct, manipulate, adapt and refine their work, and                evaluate outcomes using a range of tools and materialSUBJECT ON A PAGE:
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Ensure children develop their capability to create high quality products through combining their designing and making skills with knowledge and understanding. 
Encourage children to take risks, become resourceful, innovative and enterprising.  Including making mock-ups/ testing and trials. 
Ensure children build skills progressively throughout the curriculum and build up in skills learned in each phase.  
Ensure, in sewing projects, children gain technical knowledge of materials and progressively learn stitches to enable them to design, embellish and construct textiles. 
Ensure, in cooking projects, the children understand where food comes from, different ways in can be prepared and be confident using a range of cooking techniques to prepare it. 
Ensure children develop the technical knowledge of structures, mechanisms, electrical systems and programming to enable them to meet a given success criteria with their product. 



 


	Our Design and Technology curriculum gives children opportunities to develop skills and knowledge across all areas—structures, mechanisms, electrical systems, components, food technology and textiles—through a clear, structured process. Learning is supported by the TASC Wheel and follows the stages of Design, Make, Evaluate.


[image: Implementation - Free business and finance icons]  Implementation- How will we achieve our aims? Design and Technology provides opportunities for children to develop practical skills, knowledge and understanding of designing and making functional products. Creativity and innovation are key elements of the curriculum, encouraging children to explore the designed world around them. Two important focuses are understanding how things work and learning how to design. Children learn to design, make and evaluate products for specific purposes and audiences while also having opportunities to be creative. Through these experiences, pupils develop important wider skills such as teamwork, problem solving, resilience, reasoning and resourcefulness.
Creativity and Product Design 
readread
Progressive Curriculum 
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[image: ][image: ]Our Design and Technology curriculum is carefully sequenced to ensure clear progression in both knowledge and skills across the National Curriculum strands: structures, mechanisms, electrical systems, textiles and food technology. Children revisit and build upon prior learning as they move through the school. For example, pupils begin with simple mechanisms such as levers and sliders in Key Stage 1 and progress to more complex systems such as pivots in Key Stage 2. In textiles, stitching skills become increasingly challenging as children develop their confidence and precision. Progression is also evident in the design process, with children producing more detailed and technical drawings and becoming increasingly reflective when evaluating their products and the skills they have used.
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Lesson Structure
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[image: ]Design and Technology lessons are taught in weekly or two-weekly blocks, allowing children to be fully immersed in each project from start to finish. Focused Practical Tasks (FPTs) are used in every unit to develop the essential skills children need before designing and making. Throughout each unit, children work through the stages of the TASC wheel: Gather, Organise, Identify, Generate, Decide, Implement, Evaluate, Communicate, and Learn. The focus of each unit is tailored to the outcome—for example, a food technology unit may emphasise the Implement stage, with children following or writing methods and measuring ingredients, while a structures unit may focus more on testing materials and planning designs before construction. Key vocabulary is carefully selected, displayed, modelled and consistently reinforced in every lesson.
To ensure high-quality teaching and learning in Design and Technology, the curriculum is delivered through a project-based approach. Each unit is carefully planned to develop the specific substantive and disciplinary knowledge required. Teachers use unit booklets to support planning and ensure all elements of the learning are taught. Some units link with other curriculum areas such as art, science, English, history and geography, while others are taught as stand-alone units based around a theme. All projects follow the TASC wheel process and conclude with a final outcome or finished product.
Project Based
readread
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