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Our inclusive design and technology curriculum has been designed around 
the following school curriculum aims:
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	Inspiring joy for learning
	Knowledge rich
	Reading at the heart
	Challenge for all
	Holistic approach



· The Design and technology national curriculum outline the three main stages of the design process: design, make and evaluate. 
· Each stage of the design process is underpinned by technical knowledge which encompasses the contextual, historical and technical understanding, required for each strand.

	Design
	Make
	Evaluate

	- Research

- Design criteria (e.g. tailoring to an audience/user).

- Idea generation (e.g. annotated sketches).

- Idea development (e.g. templates, pattern pieces.).

- Models and prototypes (both virtual and physical).

- Cross-sectional and exploded diagrams.

- Innovative, fit-for-purpose and functional product solutions to design problems.

	- Select and use appropriate tools and equipment.

- Understand and select materials and components (including ingredients) based on their aesthetic and functional properties.

- Carry out practical tasks with increasing accuracy and precision.

- Understand the importance of and follow the health and safety rules.

	- Explore existing products.

- Evaluate against a list of design criteria.

- Evaluate, investigate and analyse existing products.

- Evaluate their own and others’ ideas.

- Understand how key events and individuals have helped to shape the world of D&T.

- Consider feedback to make improvements.






During the course of our design and technology curriculum, our children will also develop the following disciplinary knowledge:
	Cooking and nutrition

	Mechanisms/
Mechanical systems
	Structures

	Textiles

	Electrical systems

	Digital world
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	Where food comes from,
balanced diet, preparation
and cooking skills. Kitchen hygiene and safety. Following recipes.
	Mimic natural movements
using mechanisms such as cams, followers, levers and sliders.
	Material functional and
aesthetic properties, strength and stability,
stiffen and reinforce
structures.
	Fastening, sewing, decorative
and functional fabric techniques including cross stitch, blanket
stitch and appliqué.
	Operational series circuits, circuit components, circuit
diagrams and symbols,
combined to create various
electrical products.
	Program products to monitor and control, develop designs and virtual models using 2D
and 3D CAD software.





	
	Autumn
1
	Autumn
2
	Spring
1
	Spring
2
	Summer
1
	Summer
2

	Rec 
	Magical Me
	Once upon a time a celebration
Soup
	Zoom to the Moon
Junk modelling
	Visitors from Outer Space
	Jungle Jingles
	Land ahoy!
Designing a boat/floating and sinking.

	Year 1

	Unit of work
	
	Textiles: Puppets

Mechanisms: Making a moving story book
	
	Structures: Constructing Windmills
	
	Food: Fruit and vegetables

Mechanisms: Making a moving story book

	Key concepts
	
	Join fabrics 
Design, make and decorate


Explore, design and construct moving picture
	
	Design and testing of a structure
	
	Identifying and
understanding parts of plants that we eat

Design and build vehicle

	Year 2

	Unit of work
	
	Structures: Baby bear’s chair

Food: A balanced diet
	Mechanisms: fairground wheel
	
	
	Mechanisms: moving monster

Textiles: Pouches

	Key concepts
	
	Exploring stability
Evaluating strength

Understanding balanced diet
	Design, plan and build a structure
Evaluating
	
	
	Looking at pivots, levers, and linkages

Sewing stitches
Joining fabrics




	
	Autumn
1
	Autumn
2
	Spring
1
	Spring
2
	Summer
1
	Summer
2

	Year 3

	Unit of work

	Food: Eating seasonally

Mechanical systems: pneumatic toys
	
	
	Digital world: electronic charm

	
	Structures: Constructing a castle

Electrical systems: Electric posters

	Key concepts

	Looking at seasonal food
How varying climate affects food

Exploring, designing and making pneumatic systems
	
	
	Design software
	
	Features, design and building of a castle

Research, develop and assemble simple circuit

	Year 4

	Unit of work

	Electrical systems: Torches

Digital world: Mindful moments timer
	
	
	Structures: Pavilions


	
	Mechanical systems: Making a slingshot car 

Food: Adapting a recipe

	Key concepts

	Evaluate and design a torch

Create and design a logo
	
	
	Design and build frame structures

Build, design and test a chassis
	
	Build, design and test a chassis 

Follow, design and make recipes




	
	Autumn
1
	Autumn
2
	Spring
1
	Spring
2
	Summer
1
	Summer
2

	Year 5

	Unit of work

	Food: What could be healthier?

Structures: Bridges
	
	
	Mechanical systems: Making a pop-up book
	
	Electrical systems: Doodlers

Textiles: Stuffed toys

	Key concepts

	Understanding where food comes from, and what ‘healthy’ means

Design, improve and build playgrounds
	
	
	Follow a design brief
	
	How systems work
Research and develop product

Design and assemble toy
Sew blanket stitch

	Year 6

	Unit of work

	
	Structures: Playgrounds
	
	Digital World: Navigating the World
	Textiles: Waistcoats
	

	Key concepts

	
	Design, build and create structures for a purpose
	
	Write a design brief
Present a pitch to sell product
	Design, assemble and decorate a waistcoat
	



image5.png




image6.png




image7.png




image8.png




image9.png
=0
=




image10.png




image11.png




image12.png




image1.png
MERTON ABBEY

PRIMARY SCHOOL




image2.png




image3.png




image4.png




