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Intent, Implementation  
and Impact 

 



 

Our Vision 

 
Rooted in God’s love, we will grow and learn together through the delivery of an enriched and creative curriculum. We are passionately committed to developing 
happy, well-rounded children who can reach their full potential with the skills, knowledge, and experiences to achieve their dreams. Our Curriculum drivers help to 
drive and shape our curriculum and are incorporated across all subjects and themes. Our Drivers are: 

 
 

Intent 

 
At Barrow URC Primary School, Design and Technology prepares children to take part in the development of tomorrow’s rapidly changing world. The subject 
encourages children to become autonomous and creative problem solvers both as individuals and as part of a team. It enables them to identify needs and 
opportunities and to respond by developing ideas and eventually making products and systems. Through the study of Design and Technology they combine 
practical skills with an understanding of aesthetic, social and environmental issues, as well as functions and industrial practices. This allows them to reflect on and 
evaluate present and past design and technology, its uses and its impacts. Design and Technology helps all children to become discriminating and informed 
consumers and potential innovators.  
 
 
 



Implementation 

 
We will use the following approaches in our teaching of Design and Technology:  

• We teach three units of D&T per academic year.  
• A minimum of 9 hours teaching over the half term. This can be done as either a block of lessons or weekly lessons; whichever best suits the learners and the 

unit of work; 
• We teach specific key vocabulary for pupils to use, modelled by the staff;  
• Lessons are closely linked to the D&T Skills & Knowledge Progression, ensuring progression and depth of knowledge and skills;  
• Cross-curricular learning and activities to support subject knowledge e.g. Science when producing a product with an electric circuit. 
• Questioning to support learner’s knowledge; and to encourage pupils to apply their learning in an open manner that creates discussion and debate within 

class;  
• Trips and opportunities such as experts who enhance the learning experience for the pupils. 

 In ensuring high standards of teaching and learning in D&T, we implement a bespoke D&T Curriculum which uses the D&T Association’s ‘Projects on a Page’ 
as a basis.  

• We fulfil the requirements of the National Curriculum for D&T; providing a broad, balanced and differentiated curriculum that has the six principles of good 
practise in D&T at its heart: user, purpose, functionality, design decisions, innovation and authenticity.   

 
 
 
 

Impact 

 
We will assess the impact of the curriculum by:  

• Reflection on standards achieved against the Investigative and Evaluative Activities, Focused Tasks and the Design, Make and Evaluate Assignment, 
• Discussions about their learning, 
• Marking and feedback to further inform planning, 
• Sticky knowledge will be assessed by revisiting topics taught during Pupil Voice sessions, 
• Pupil will have an increased subject specific vocabulary, 
• Learning will be assessed through the implementation of a subject specific consolidation task, 
• Children will be inspired to follow future careers related to this, e.g.  We are Chefs, We are Engineers. 

 
 
 



 

 
 
 
 
 
 
 

 
 
 
 

Whole School Programme of Study: 
Design Technology 



Design Technology – Whole School Programme of Study (2025/26) 
 
 

Design Technology – Whole School Programme of Study (2025/26) 
 

DT Autumn 1 Autumn 2 Spring 1 Spring 2 Summer 1 Summer 2 
EYFS  Christmas craft: Salt dough 

decorations 
Sculpture and 3D: Creation 
station  
 
Winter craft: Threaded 
snowflakes 

 Easter craft: Egg threading  

Year 1 Design Technology:  
Food – Preparing fruits and 

vegetables 
 Design Technology: 

Structures - Free Standing 
structures  Design Technology: 

Mechanisms - Sliders and 
Levers  

Year 2 Design Technology: 
 Food – Preparing fruits and 

vegetables (including 
cooking and nutrition 

requirements) 
 Design Technology: 

Mechanisms - Wheels and 
Axel 

 Design Technology: Textiles 
– templates and joining 

techniques  

Year 3 Design Technology:  
Healthy and varied diet 
(including cooking and 

nutrition requirements for 
KS2) 

 Design Technology:  
Shell structures (including 
computer aided design)  Design Technology:  

Textiles - 2-D shape to 3-D 
product  

Year 4 Design Technology: 
Mechanisms - 

Levers and Linkages 

 

  Design Technology: 
Food - Healthy and varied 

diet (including cooking and 
nutrition requirements for 

KS2) 

Design Technology: 
Electrical Systems - Simple 

circuits and switches 
(including programming and 

control) 

 

Year 5 Design Technology:  
Food - Celebrating culture 
and seasonality (including 

cooking and nutrition 
requirements for KS2) 

 Design Technology: 
Structures - Frame 

structures 

 Design Technology: 
Electrical Systems – Lego 

Robotics (including 
programming, monitoring 

and control) 

 

Year 6 Design Technology: 
 Textiles - Combining 

different fabric shapes 
(including computer-aided 

design) 
 Design Technology: 

Mechanical Systems: 
Pulleys or gears   Design Technology:  

Food - Celebrating culture 
and seasonality (including 

cooking and nutrition 
requirements for KS2) 

 
 



 

Design Technology in EYFS 

 
Children’s experience of D&T in the EYFS will included some or all of the following elements:  
• Designing by talking about what they intend to do, are doing and have done.  
• Saying who and what their products are for.  
• Drawing what they have made, with some children drawing their ideas before they make.  
• Opportunities to make their own choices and to discuss the reasons for these.  
• Learning procedures for safety and hygiene.  
• Developing practical skills and techniques using a range of materials including food, textiles and construction materials.  
• Developing their knowledge and understanding in relation to mechanisms, structures, food and textiles.  
• Exploring and using a range of construction kits.  
• Asking questions about a range of existing products.  
• Exploring the designed and made world through the indoor and outdoor environment, and through roleplay.  
• Learning and using appropriate technical vocabulary. 
 

 
Design Technology and SEND Provision 

 
 
The Design and Technology curriculum is planned and delivered to accommodate and challenge pupils of all abilities and address a range of learning needs. 
Teachers of Design and Technology will consider any additional needs of SEND pupils and will implement any relevant targets and support strategies as outlined on 
pupils’ Individual Education Plans. Where necessary, we will provide specialist equipment, adapt room layouts, utilise adult support and allow additional time for 
tasks, according to the needs of our pupils. 
 

 



Design Technology and identifying the more able learner 

 
 
The more able pupil in DT will come up with original solutions to design challenges, excel in the design process (consider user needs, functionality and aesthetics), 
grasp new skills quickly and effectively explain their design ideas to others. 
 
In DT, we use this criteria to identify the characteristic of the More Able Learner; 

 Be fascinated by, or passionate about DT,  enjoys learning new knowledge and wants to be a successful learner, 
 Achieves , or shows potential in a wide range of contexts across DT, 
 Works flexibly, processes unfamiliar information and applies their knowledge of DT, experiences and insight to unfamiliar situations, 
 Communicates their thoughts and ideas well in DT, 
 Have flashes of inspiration and highly original or innovative ideas, 
 Display high quality making and precise practical skills (relative to their age), 
 Be prepared to try out different ideas and modify designs to improve outcomes and solve problems. 

 

Classroom Provision for the More Able Learner; 

 Encourage a more iterative process where pupils recognise the importance of continuously checking the effectiveness of their model/ prototype and 
adapt/alter to take account of problems with the design, 

 Use deeper questioning at the evaluation stage of the process to prompt pupils to think further e.g. using Bloom’s Taxonomy, 

 Wherever possible, provide real users and clients whose needs and wants can then be explored by the pupils, 

 Encourage selection of appropriate tools from a wider range. 

 
 

 



 

 
 
 
 
 

 
 
 
 

Knowledge and Skills Progression 
Design and Technology 

 



 



 

 
 
 
 
 
 
 
 
 

 
 
 
 

Planning Examples  
Design Technology 

 



 
 
 

 
 
 
 
 
 



 


