Design and Technology

at Malin Bridge

‘Design and Technology is exploring, designing and making products
to solve problems using a range of materials, tools and technology.’
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For pupils to develop the skills and knowledge to be able to design and make high
quality products for a purpose.

To develop technical and practical expertise to succeed in the technological world
and life beyond Malin Bridge.

To develop skills to investigate, research and evaluate technological products.
Develop essential practical life skills to learn how to cook.

Know about great designers, makers, architects, engineers and chefs, and the
impact they had on the world.




Design and Technology Concepts

The Design and Technology curriculum focusses around these six key concepts.

These concepts have been carefully selected to ensure pupils not only retain essential facts but
are able to understand and develop the practical skills needed to engage in the process of
designing and making through building, refining and improving their work. These concepts also
provide pupils with opportunities to discuss, critique and evaluate their own others’ work .

Quality &
Knowledge Value

Technical Diversity

Pupils develop their understanding of these concepts through
meaningful examples and repeated exposure in a range of
contexts from EYFS to Y6, including the integrated resource. The
3D approach of the curriculum design ensures these concepts are
revisited and built upon across other subjects areas in particular
through Science, Computing, Art and Design and Mathematics.
Over time pupils schemata will grow to develop a complex and
rich understanding of these concepts.

See the Curriculum Booklet for more information about the 3D
curriculum.
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Knowledge in Design and Technology

Knowledge in DT is separated into two knowledge types: substantive knowledge and disciplinary
knowledge. Within the DT curriculum, both, substantive and disciplinary knowledge are
intentionally deployed in combination with each other to ensure pupils not only know the what
but also know the how and why. Disciplinary knowledge addresses the fundamental nature of DT
as a discipline as well as exploring, investigating and evaluating the quality and value of existing
products. Substantive knowledge is further divided into two categories: theoretical and
practical. Substantive knowledge details the precise theoretical information (about the design,
make and evaluate process) pupils need in order for them to apply their knowledge practically to
make something for someone for a purpose.

Design and Technology Curriculum

Substantive Knowledge

Disciplinary Knowledge

Knowledge about Design and Technology as a discipline which
addresses the fundamental nature of Design and Technology.

The purpose and role of the development of technologies. Why people
develop technologies? The worth and impact of technologies within the
wider world. Exploring, researching and evaluating the quality and
value of existing technologies including notable technologists,
analysing functionality , purpose and techniques.

Theoretical knowledge of the Design, Make and Evaluate
process including technical knowledge.

Technical knowledge of properties of materials and Practical knowledge and skills application of the Design,

technological designs. The purpose and role of the design, Make and Evaluate process.
aesthetics; the needs and wants of a consumer and design

briefs. How to make something and how it is constructed,

Design: exploded diagrams, prototypes, annotated
sketches, design criteria Make: joining, cutting, finishing,
Evaluate: analyse and feedback successfulness considering
functionality, purpose, techniques and skills application.

assembled and finished. The process of evaluation to reflect
and improve products.




The breadth, depth and progression of Design and Technology at Malin Bridge has been captured
within the DT Subject Story. This document details how the chosen DT units of study, ensure all
pupils develop a comprehensive understanding of the concepts of DT to be able to explain the

made world around them, how things work and design and make functional products for

a purpose.
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By the end of studying Design Technology at Malin Bridge, children will be able fo answer questions such as 5 HITHO GEATRES BERILINGOE R e
o Using a diverse range of invet ers, engineers, chefs, architects and manufacturers, what is the significance — T — T

of their work? B

o What do you need he design stage of a project?
o What do you need the make stage of a project?
o Why is the evaluate stage of a project important? Using examples, what impact does evaluation have on the

final outcome?
o What do you need fo consider when cooking?
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Key Concepts Associated vocabulary
[} i invenfor, engineer, chef, manufacfurers, maker, archifect, designer, effnicity, religion, sexuality, age, gender, class, able-bodied. disabled, local,
TOHI, nafonal nferaationa, cufure

creativify, confexts, users, purpose, generafing, modelling, communicafing, resourceful, innovaive, iferafive process, functionality, decisions, risk-

Desrgn faking, artginal, change and confinuidy, past, present
Make aesfhefic, plan, order, consfruct, attach, combine, assemble, join, embelsh, refine
Fvaluate impact, crifigue, fest, scrufinise, perspective, improvements, changes, analysing, fif for purpose

uing, pesing grafing, chopping, slcng, mixing spreading, kneading baking, seasonal praduce, food e, pracessed, mgredients, confaminafi

(ooking and Nutrition i i

Breadth and Depth

All units across the curriculum ensure pupils explore DT through the repeated exposure of the
key concepts: Diversity; Design; Make; Evaluate; Technical Knowledge; and Quality and Value

through 6 areas of study:

Mechanism; Structures; Cooking and Nutrition; Textiles; Digital World and Electrical systems.
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Not all of these areas of study are exclusively taught within a Design and Technology lessons.
DT has strong links with other curriculum subjects and where appropriate and beneficial to the
learning , aspects of these units are taught and consolidated through other subjects areas

such as Science and Computing. (Please see curriculum cycle for more information.)

The careful selection of which DT units will be taught where and when develops pupils
generative knowledge enabling them to learn more, do more and remember more. Each unit
acts as a building block to ensure the knowledge and concepts learned directly build on
previous units and lay the foundations for what pupils will go on to learn both within Malin
Bridge and KS3. All DT units are aligned with the National Curriculum and therefore enable
children to meet the end of key stage attainment targets.




Skills Sheets

There are skills sheets for each foundation subject, for each phase, detailing the key disciplinary
knowledge and practical knowledge. These include what a child who is attaining typically, should

be able to do by the end of their phase. They also include the key vocabulary which children

should be able to use.

BY THE END OF KS1, A CHILP ATTAINING TYPICALLY WILL BE ABLE TO

Besign - Design preducts for {hemselves and other users bused o design criferia

Generate, develop, model ond communicate fheir idees hraugh faking, drowing, femplnfes,
mackups ond, where oppropriate, software design

Make - Select from and use o range of ool and equipment fo perform practical fusks, for example, cuting,
shaping, jining an fiishing

Select from and use: 0 wide range: o materials and companents, icluding construchion materials, fexfies and
ingredients, according fo their chorecieristics

Buld structures, exploring haw they can be made: stronger, stiffer ond mare sioble.

Evaluate : Explore and evaluate haw existing products have been created, expressing awn views. Evoluate fheir
ideas and producls aguinst design criferia

Cosking and Mutrian - Use fhe basic principles of o healthy and varied dit fo prepare dishes
Understand whers food cemes fram

BY THE END OF KS1, A CHILD ATTAINING TYPICALLY WILL BE ABLE TO
UNDERSTAND AND USE THE FOLLOWING VOCABULARY

DESIGN EVALUATE TEMPLATE TNGREDIENTS EXPLORE MATERIALS

% LKS2 TECHNOLOGIST
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Over LKSZ, children’s learning in design technology should include the following
7 Resear ching
prising and capal

 Applying of nufrition am

BY THE END OF LKS2, A CHILD ATTAINING TYPICALLY WILL BE ABLE TO-

besign e rescarch to develsp design crifera fhat leats fo a praduct fhat s fit for

purpase and aimed af porfculr vl or groups
Generate, develop, madel and commnicate Heir deos fhaugh iscussion, annofaed skelches, use of software,
srofatypes and potfern peces
Mok Seloct appropriats forls and squipment o cut, shape, Jain and fiish
Seect oppropricte: muferias ond companents, ncuding fextdes and ingredients based on ther cesthetic und
funcloral groperties
Traluale - Hake refinements o o product and fake i fhroegh stages of pratolgpes
Coaking and Nutrition - Understand und apply fhe principles of @ healfhy and varied dict

Usig o range of casking fechniques, prepare und conk a varidy of savaury distes

Cnaw where ond how g variety of igredients are arawn, reared, cought and proceseed

BY THE END OF LKS2, A CHILD ATTAINING TYPICALLY WILL BE ABLE TO

ﬁ UKS2 TECHNOLOGIST
=

Over UKS2, children’s learning in design technology should include the following
7 impi esigns through f
Taking risks, b 0 i
 Applying the

BY THE END OF UKS?, A CHILD ATTAINING TYPICALLY WILL BE ABLE TO
Design Use research ta develop design criferia fhet leads fo o product that s fit for purpose and aimed af
perficular indaviduals or groups
Generafe, develop, mode! und communicate their idzas through discussion, amatafed skefches, use of software
crass-sectional and exploded diagrams, profotypes ond pattern pieces
Make : Select appropriate foals and equipment fo accurately cut, shape, join and finish
Select opprapricte maferials and comparents, incuding textiles and ingredients based un fheir cesthetic and
unconal properties
Evaluate : Hake refinements fo o product ond fake it through stages of profafgpes
Cooking and Nutrilion - Understand and apply the principles of o heolfhy ond varied diet
Using a range of cootmg techniques, prepare: and cosk o variety of savoury dishes
Xnow where und how o variedy of igredients ore grown, reared, cought and pracessed consicering seasenality

BY THE END OF UKS2, A CHILD ATTAINING TYPICALLY WILL BE ABLE TO
UNDERSTAND AND USE THE FOLLOWING VOCABULARY:

UNPERSTAND AND USE THE FOLLOWING VOCABULARY: -

SKETCHES TEXTILES DIAGRAM PROTOTYPE EVALUATION INNOVATION

AESTHETIC EMBELLISH TAPESTRY EMBROIDERY APPLIOUE DESIGN RITERTA

Knowledge Sheets

Each unit taught has a corresponding knowledge
sheet which details the precise theoretical
knowledge that pupils will be taught. This
provides consistency across all classes, so all
children are exposed to the same knowledge.
The knowledge listed is not all for memorisation;
rather, it provides a context to support children
in developing skills and practical knowledge.

These documents also detail the prior
knowledge children need to have in order to
assimilate new knowledge into existing schema.
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Knowledge

AS PART OF THE HUMANITIES ASPECTS, CHILIREN WILL KNOW

14h October 1046

mandy and Eing Harald (Bedwinsan]

i s Willa fhe Congaeror
jom of Kermandy thoaght be wes the righiful King of Engond
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Quality and Value

Through research and exploration of past and present technologies, including key events and

individuals in Design and Technology, pupils will develop a critical understanding of the purpose

of technologies; their worth and their impact within the wider world and on daily life.

Within the evaluation process, pupils will use the following questions to critically analyse

and form judgments and opinions about products, technologists including their own

AESTHETICS

FUNCTION

MATERIALS

USER

ENVIRONMENT

product designs.

What does the product look like? (colour, texture, patterns, decoration)
What do you like or dislike about the product?

What is the function of the product?

How well does it work? How innovative is it?

What materials and compaonents have been used to make it?

Why have these materials and components been used?
How well does the product meet the needs and wants of the user?

Is the product sustainable or environmentally friendly? ®

(an it be recycled or easily repaired? {




Design and Technology in the Early Years

Pupils in FS1 (Nursery) and FS2 (Reception) participate in Design and Technology through a
combination of teacher-led activities as well as activities and experiences provided through
continuous provision . The continuous provision provides opportunities to reinforce their
knowledge through exploration and meaningful play to support the Early Learning Goals;
Physical Development, Knowledge and Understanding of the World and Expressive Art and
Design. Early Years children will develop fine motor skills using a range of small tools and
equipment; describe and observe the technological world around them and explore a range of
materials, tools and techniques sharing their ideas and creations. The Design and Technology
aspects and knowledge to be taught within each topic is outlined with the knowledge sheets and
continuous provision documentation.

Adaptations for SEND

We are deeply committed to providing an inclusive education that caters to the diverse needs of
all our students, including those with Special Educational Needs and Disabilities (SEND). Our
Design and Technology curriculum is thoughtfully adapted to ensure that SEND pupils receive
the support and accommodations necessary to thrive academically and personally. Teachers

know that technical terms and language in Design and Technology lessons can create barriers for
pupils. Vocabulary is therefore taught explicitly at the start of new topics and pre-teaching of

new vocabulary happens where needed. Teachers use knowledge organisers and glossaries for
support with new vocabulary. Dual coding, communication in print, visual prompts and
diagrams are incorporated within lessons to scaffolding design and making processes. Teachers
provide pictorial and verbal opportunities to support evaluation of work and practical skills so
pupils are clear. Teachers also ensure that all pupils, and especially those with SEND, have
appropriate thinking time in order to respond in class discussions and debates. This approach is
particularly helpful in increasing participation and build self-confidence.

R

' See the SEND booklet for more information.



Diversity & Anti-racism
Education

The diversity school driver, along with the latest
research in anti-racism education, underpins the
Design and Technology curriculum from FS1 to Y6. The
DT curriculum ensures that units delivered to pupils
include a diverse range of voices and perspectives.
Resources and texts represent a wide range of
cultures, races, and backgrounds.

All staff working with pupils have attended anti-racism
training to reflect on their own biases and foster an
inclusive and equitable learning environment, ensuring
that all pupils feel respected, represented,
valued, and supported.

To build solid knowledge of diversity in
design and technology, all phases have
a continent assigned, which they use
as an ‘anchor point’ across the whole
curriculum. Phases use this to develop
pupils” understanding of a diverse
range of inventors, designers
engineers, chefs, architects and
manufacturers, from a range of time
periods. By the time pupils leave Malin
Bridge, they should have a solid
understanding of a wider range of
technology from people of different
ethnicities, ages, religions, sexualities,
genders and abilities.

See the overview document for more detail.




Assessment: The Impact

To help staff make a summative assessment of pupils achievement at key points during the
academic year, there are clear skills and knowledge outlined that a child is expected to achieve
by the end of each school phase. Children will only be assessed against what they have covered

and teachers use their professional judgement to give a PITA (Point in Time Assessment) score;

these range from 1-6. Please see the Curriculum booklet for more information. Teachers

use class questioning, outcomes in books, discussions and the results of tests or quizzes to

make this decision.

Y4 Design Technology Assessment Guidance

Attainment Targets
Quality and Valug
Children achiewing typicoily will be able to:
Evalsate historical and existng products and well as their own work.

Desoribe the assthetics of a product.
Describe the funciion of the product.

Describee the materials used in the product and wiy they have been usedl
Explain hiow well the product meets the needs of 3 user.
Descrine the envircnmental impact of the product.

Sewing Bee
[ Htory A Gudoncs for B Hiilorcs’ auperchi of
dbn wrvey

Expdainthe importance of a design oriteria.
Describe how they hase used annotated sketches
and diagrams in thie testile design process.
Describe how the mock up has helped thesr design.
Select appropriate siitches and tools and expdain
that reasons for their chakoes. Desorbe their
analysis of the Bayewux Tapestny and how this has
infarmed thesr textile product.

Technical Knoadedpe: Explain the diffprent stitch
types and theeir function in terms of strength or
aesthetics and end result for both the Bayeux
Tapestry and thelr ovwn testile product.
Motabde Technodogists: Name a notable fashion

dnslmr:r.l'tallnr ar seamstress and descr ibe their
achievements and Impact on the textile indusiry.

Master Chef
Children ochieving hypically wil be obie fo:

Describe how the design oriteria can be mindified
and hows it informs the design ideas. Explain what a
pornitype & and how i support the design process.

Explain how they have used annotated sketches

and exploded dlagrame io communicate their
design ideas. Explain why some foods nesed o be
prepared inadvance. Sehect the cosmect equl prent
and preparation and cutting techabques to make
theeir food product. Desori b how they have
evluated their product and the importance of
product taste testng by intended user to ensane it
MEEts COnsuEmEr nesds.

Technical Knowledge: Explain the importance of
food hyglene and how to avoid oross
rontamination. Describe some cooking and food
jpregaration techniques and when these would be
best utilised.

Notable Techmologists: Name a notable chef and
desor b their achievemssnts and imgact on the
world of food technalogy.

¥4 Design Technology Assessment Guidance

Year 4 Attainment Target

Children achiewing typirally wall be able bo wse researol and develop a design criteia o design funcbional
praducts bt are fit for perpose and meet b needs of individuals or groups. They wall be afie to
communcate thes designs through discussions, drawangs, onmaboted shetches ond use of probobypes.
Pupils will be abile bo setects @ range of tools and equimment to proctically perform tasks iecluding utting,
Jedmdg and Findshing with accoracy. They will be abde ba sedect and use matanisls and companents imcluding
constrvchion matenals, textiles andingredients besed on b mateniols functional propenthes and aesthetic
quatiies. Children wal b able svaluabe botf existing products and Ehek oum work Sgainst Che design
cribevia ond wse Feedback bo seggest Further improvements. Thay will be obde o entify indvidual i design
and technology that have contribubed to the wanld of hechnalogy. Chidinen wil have developed the
technical kncwiedge of how to stremgthen more complex strechures. Pupils will understand ond use
efectrical systems iy thedr products iecluding chrowes, suwstohes, bulbs, burres and modors.

Key Vocabulary

Children warking of ARE showld be able to use the following vocabulary
confidently and consistentiye
RESEARCH, INNOWATIOHN, FURCTION, DESIGH, EVALUATE, CRITERIA, STRULCTURE, REINFORCE,

ELECTRICAL, PRODUCT, TECHMOLOGY, PROPERTIES, AESTHETICS, INDUSTRY, PROTOTYFE

Children working ak a FITA 3 will be able ta do the majority of the abowe stabements with suppart.

Far children working abowe PITA 4, please see the ¥5 attainment targets.

For children working below a FITA 3, please see the ¥3 attainment targets.

Foundation subject assessment guidance
sheets are available for Y1-Y6. These
outline the Design and Technology units
that have been covered for each year
group and include appropriate attainment
targets. These support teachers in
assessing how well pupils can explain their
substantive knowledge in the context the
Design and Technology concepts. The
assessment sheet contains an attainment
descriptor of what a typical attaining child
should be able to achieve by the end of
the year. These, along with the knowledge
sheets and skills sheets, help teachers to
make their judgement.

A range of formative assessment
strategies are used to help teachers to
reshape the learning to meet the needs of
all pupils in their class and ensure the
pitch of the lesson is appropriate.

See the Responsive Teaching section and the Impact section
of the Curriculum booklet for more information.



Appendices

(available on request)

Design and Technology Subject Story
Knowledge Sheets and Skills Sheets
Assessment Guidance Sheets
Curriculum Booklet

Curriculum Overview
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