Design Technology at St Mary’s Primary School é}

Design Technology Intent

The teaching of Design Technology at St Mary’s Primary School will help pupils to develop the skills and practical expertise
needed to participate in an ever-increasing technological world. At our school, design and technology should be fully inclusive
to every child. Our aims are to: fulfil the requirements of the National Curriculum for design and technology, provide a broad
and balanced curriculum, ensure the progressive development of knowledge and skills, and to participate successfully in an
increasingly technological world using the language of design and technology.
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WHat+ WOULD YOU DO?°

St Mary’s Primary School’s Design technology schemes of work will provide opportunities to:

Design and make products that solve both real and relevant problems within a variety of contexts.

Develop creative, technical and imaginative thinking in children and to develop confidence to participate successfully in
an increasingly technological world.

Enable children to talk about how things work and to develop their technical knowledge.

Encourage children to select appropriate tools and techniques when making a product, whilst following safe procedures.




Develop an understanding of technological processes and products, their manufacture and their contribution to our
society.

Foster enjoyment, satisfaction and purpose in designing and making things.

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

Understand and apply the principles of nutrition and to learn how to cook.

Understand how key events and individuals in DT have helped shape the world.

Design and make products for themselves or other users to design criteria.

Be able to clearly state the purpose of their products.

Draw on their own experiences and also their use of existing products which they have explored and evaluated.

Explore materials, components and construction kits. Pupils will have the opportunity to design and make prototypes
based on their own research through a variety of design and make assignments (DMAs). They will have the opportunity to
test and evaluate their own work and the work of others and modify their end products.

Select from a range of materials and equipment and be able to explain their choices. They will also experience a variety
of different ways to assemble, join and combine materials using a range of different techniques and also investigate how
to make structures stronger, stiffer and more stable.

Be able to clearly state how their products work using their developing technical language and drawing on their
knowledge and understanding of other subjects that link such as Science, Mathematics and Computing.

Be infroduced to a range of mechanisms that provide different types of movement such as axels and wheels, sliders,
levers and linkages, winding mechanisms and pulleys, to developing more sophisticated methods, such as cams and
electronics.

Be able to name and sort foods into the main five groups from ‘The Eatwell Plate’ and know that everyone should eat five
portions of fruit or vegetables a day.

Learn skills and techniques such as cutting, peeling and grating safely and have the opportunity to cook a range of dishes.
Explore the use of Information and Communication Technology.

Be inspired by inventors, designers, engineers, chefs and manufacturers who have developed ground breaking products.




Implementation

Children are introduced to a range of carefully selected exploration tasks to build up skills and knowledge and design and make
tasks as they progress through KS1 and KS2. These link to other curriculum areas such as Topic, Science, English and Art. Design
Technology lessons are usually formed into a short series of weekly lessons. Careful selection of tasks ensures progression in terms
of knowledge, skills, techniques and technical vocabulary development. The children have opportunities to apply these to design
and make tasks as they further progress up the school. There are many opportunities for recapping of knowledge and skills as links
to previously learning are incorporated into teaching. The progression ensures the curriculum is covered and the skills/knowledge
taught is progressive from year group to year group across key stages.

A variety of tfeaching approaches are used based on the teacher’s judgement. At St Mary’s C of E Primary School, we provide a
variety of opportunities for design and technology learning to take place inside and outside the classroom.

Children are encouraged to think about who the products they design and make are for. In KS1 this will be mainly for themselves
but as children progress up into KS2, the users will become less familiar for example, designing for people they meet in the local
community or visitors into school. They will also be provided with the opportunity to clearly state the purpose of their products. In
KS2, this will go beyond the simple statements they make in KS1 as children will be prompted by a range of questions. Deeper
thinking in KS2 is encouraged by asking children to think further about how their products will appeal to their infended users and
consider meeting the user’'s needs, wants and preferences. Gathering of information about the needs and wants of individuals will
start to form part of the design process in early KS2, this research becoming more extensive as children progress further up the
school.

Children will be asked in Key Stage 1 to explain how their product works progressing to more detailed explanations in KS2. They will
be encouraged to use their knowledge and understanding of Science where relevant.

In KS1, children are limited to a number of simple design criteria to help them to develop their ideas.

In KS2 children will progress onto generating their own design criteria after initial modelling by the teacher and/or whole class dis-
cussions. Towards the end of KS2, they will be confident in doing this independently.




Simple design sketches in KS1 are developed into more detailed, annotated sketches in KS2 including cross-sectional drawings
and exploded diagrams to help children to develop and communicate their ideas. As children progress further, they will be
encouraged to become independent in choosing which type of drawing best suits their product design. Children will be en-
couraged to consider how realistic their designs are and be encouraged to start to become increasingly innovative by intro-
ducing some unusual or new elements to their designs whilst still ensuring their final outcomes are fully functional and fit for pur-
pose.

In KS1, children will be infroduced to a range of materials and tools suitable for the task. As children progress, they will select with
more independence and make selections that are appropriately matched to the skills and techniques they will be using and be
given the opportunity to be able to explain their choices. Children will be taught skills of how to measure, mark out, cut, shape,
assemble, join, combine and apply finishing techniques with increasing accuracy.

In early KS2, children will be infroduced to using a computer to control products and their computing knowledge and skills will
focus on physically controlling output devices, in Year 4 this being a bulb whilst in Year 5/6 this progresses onto more complex
flowchart programmes involving LEDs and bulbs and motors when they are asked to design a fairground ride.

On occasion, topic headings may occur on a rotation depending of class sizes/organisation of year groups. This is carefully
tracked by Subject Leaders to ensure topic content is not repeated, the progression of key knowledge and skills in sfill main-

tained and also that content is differentiated for different age groups when necessary.




CURRICULUM MAP: Autumn 2021 - Summer 2023

Year
& Cycle

Autumn 1

Autumn 2

Spring 1

Spring 2

Summer 1

Summer 2

Additional
Coverag_je

Additional
Coverage

Creation Week
W/C 4th October
2021

Whole School
Self Portraits

Battle of Bosworth
History Arts Week
W/C éth June 2022

St. Mary’s Summer
Exhibition
W/C 20th June 2022

All About Me
Printing using
different media to
create an aufumn
free
Self - por-
fraits.

Creating
playdough
families

Explore materials
and tools freely.

Exploring our senses
through using paint
and other
materials.
Acrimboldo

Explore materials
and tools freely.
Join materials and
explore textures
Build models using
constfruction
equipment.

Make apple
crumble

People who Help
Us

Autumn patterns
and colours.
Drawing people
who help us using
pastels.
Learning about
Andy Warhol and
applying his
techniques to
children’s art.
Create colourful,
collages/colours
of different
festivals
Firework
pictures.
Christmas
decorations
and
cards.

Explore materials
and tools freely.
Join materials
together.

Build models using
construction
equipment.
Emergency
services 3D models
(Homework)

Heroes and
Princesses
Self - por-
fraits.
Develop colour-
mixing techniques.

Learning about Roy
Lichtenstein and
applying his
techniques to
children’s superhero
art.

Potato print

patterns based on
our book Supertato.
Designing
superhero capes
using different
playdough colours.
Add more detail to
pictures.

Join and combine
materials to make
castle models.
Making Chinese
decorations.

Split pin
superheroes

How Does Your

Garden Grow
Artist Focus ‘Orla
Kiely’, wall printing

Opportunities to use

pastels to draw
flowers, birds and
design insect hotels.
Transient art flowers
and beanstalks
Character drawing
from 'Jack and the
Beanstalk’.

Vincent Van Gogh -
Sunflowers.

Making different
sized beanstalks

inspired through our

work on Jack and
the Beanstalk
Construction
equipment to build
beanstalks
Making clay coil
plant pofts

Easter crafts- hats,
cards and Easter
eggs

3D flowers

Design and make

fairy gardens
(Homework)

Adventures Near
and Far
Observational

drawing and paint-
ing of natural
objects both on
Earth and in space.
Experiment with
colour, design,
texture, form and
function

Painting on a range
of media.

Create a Space
scene

Safely use a
selection of
materials, tools and
techniques safely.
Construct with a
range of materials.
Use junk modelling
to create different
modes of transport.

Mini Beasts and Mega
Beasts
Create different

textures patterns
colours of nature.
Explore Symmetry in
the natural world
Explore Camouflage
in nature and experi-
ment with colour and
pattern to create
camouflage
paintings.

3D Animal models-
using construction
kits, play dough/ clay.
Create a zoo with
enclosures, paths,
signs.

Make animal homes/
beds using recycled
materials

Creation Story

Whole School
Self Portraits

History Arts Week

Summer
Exhibition




YEAR 1/2
A

YEAR 3/4
A

Paper Art
Investigating paper
and using a variety

of collage and
printing techniques
to create artworks.

Stable Structures
Explore and
compare toy car
structures. To
examine the
different features.

Colour Creations
Colour mixing,
abstract and
figurative painting
Lubaima Himid
Sonya Delaney

Moving Mini beasts
To explore sliding,
lever and pivot
mechanisms. Design
and make moving
picture.

Super Sculptures
Children to work
collaboratively to
create large scale
sculptures.
Anthony Gormley

Puppets
Explore a range of
puppets and their

features. Use different
sewing techniques to
create a puppet.

Vehicles
Investigate different
vehicles. Design
and create a
vehicle using
appropriate
resources.

Self Portraits
To explore mark
making, colour
and clay fo create
a range of self
portraits.
Frida Kahlo
Modigliani

Eat more fruit and
veg
To explore different
fruits and veg and
think about
preparation. Design
arecipe fo then

make and evaluate.

African Art
Exploring colours
and patterns of

African landscapes
and native tribes to
create tribal
paftterns and water
jars.

Art in Nature
Experiment with and
arrange natural
materials to
construct collages
and 3D sculptures.
Andy Goldsworthy

Perfect Pizzas
Discuss different pizza
foppings and design

a healthy and

balanced pizza.

Creation Story
Collages,
paintings and
prints.

Whole School
Self Portraits

Battle of

Bosworth

Charcoal
drawings and
textile rose art.

Summer
Exhibition

At the Pantomime
To use a sketchbook
effectively and
learn about the
features of set
design to design a
pantfomime.

Seasonal
Stockings
Design and
compare existing
products. Use
sewing skills fo
make a Christmas
stocking.

Famous buildings
Exploring how
architectural styles
have changed over
time. To design a
building for a
particular purpose.

Making Mini
Greenhouses
Explore the purpose
of a greenhouse.
Design and make a
stable structure for a
greenhouse. Explore
with arange of
materials.

Seurat and
pointillism
To learn about
pointillism and to
paintin this style
with a focus on
colour mixing.
Seurat
Yayoi Kusama

Light Up signs
Experiment with
electrical circuit
components to
create LED signs.

Creation Story




YEAR 3/4
B

YEAR 5/6
B

Story Books
To examine a
variety of books with
moving mechanisms
and create their
own.

Can we change
places?
Learn about site
specific sculptures
and how they
influence an
environment.
Anthony Gormley

British Inventors
Learn about the
invention of;
telephones, World
wide web, rein-
forced concrete
and waterproof
fabric.

Art Journeys
Focusing on
Australian Aboriginal
artwork and its
symbols.

Seasonal Food
Compare different
fruits and
vegetables which
are grown all year
round. To learn
about nutritional
value of foods.

Warhol and the Pop
Art Movement
Learn about the Pop
Art Movement
and create
multimedia portraits.

Creation Story

Whole School
Self Portraits
Project

Battle of
Bosworth
Summer
Exhibition
Tudor Portraits

Seasonal
Stockings

Art lllusions
Exploring how Op
artists use
perspective to give
the illusion of depth
and space.
Escher

Birdhouse builders
To compare
different birdhouse
designs. Explore
the different
woodwork
equipment
needed to make a
birdhouse.

Cityscapes
Exploring line, shape
and textures to
create cityscapes.
Leonid Afremov

Chinese inventions
Explore the four
great inventions of
China and choose
materials to make
their own kite.

Famous Fashions
Learning about
famous fashion

designers, children
will design their own
garments.

Programming
Pioneers
Explore electrical
components and
learn to use different
software.

Viking Art
Exploring Viking Art
to create detailed

portrait drawings
and intricate
jewellery patterns.

Building Bridges
Investigate how
bridges are
constructed.
Design a bridge
which meefts the
criteria.

Leonardo Da Vinci
Learn about Renais-
sance and
Leonardo’s
accomplishments.

Fashion and Textiles
To investigate
different pattern
pieces and learn
how to hand sew.

Monet
Learn about Monet
and the
Impressionists.
To create land-
scapes and city-
scapes and learn
how light and colour
affect atmosphere.

Burgers
Discover the different
elements to a burger.

Calculate measure-
ments for each
ingredient. Design
and make.

Creation Story

Whole School
Self Portraits Pro-
ject

Battle of
Bosworth

Summer
Exhibition

Cooking skills
linked to food for
life




Impact

Within design and technology, we strive to prepare children to take part in the development of tomorrow's rapidly changing
world. We aim to encourage children to become creative problem-solvers, both as individuals and as part of a feam. We focus on
progression of knowledge and skills that form part of the units of work.

We measure the impact of our curriculum through the following methods:

Assessing children’s understanding of topic before and after the unit is taught
Regular knowledge check activities an evaluations of design and make assignments
Engagement in enrichment activities

Summative assessment of pupil discussions about their learning

Subject lead providing CPD when appropriate

Images and videos of the children’s practical learning

pupil voice e.g. questionnaires

Subject leader monitoring

Annual reporting of standards across the curriculum

Marking of work in books




