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DT Curriculum Statement:

Design and technology is an inspiring, rigorous and practical subject. Using creativity and imagination, pupils design and make
products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and
values. They acquire a broad range of subject knowledge and draw on disciplines such as mathematics, science, engineering,
computing and art. Pupils learn how to take risks, becoming resourceful, innovative, enterprising and capable citizens. Through the
evaluation of past and present design and technology, they develop a critical understanding of its impact on daily life and the wider
world. High-quality design and technology education makes an essential contribution to the creativity, culture, wealth and well-being
of the nation.

At Hallsville we aim to ensure that all pupils:

● develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate
successfully in an increasingly technological world

● build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and
products for a wide range of users

● critique, evaluate and test their ideas and products and the work of others
● understand and apply the principles of nutrition and learn how to cook.

To support teachers’ planning at Hallsville, we use Projects on a Page, which is a scheme of work from the D&T Association. It is
based on the six essentials of good practice in D&T. Please see Non-Negotiables below.

DT Non Negotiables at Hallsville:

Projects on a Page is based on the six essentials of good practice in D&T. These need to be in place in teachers' planning to
ensure children’s learning is genuinely design and technological in nature. They are consistent with the National Curriculum
requirements and should be applied whenever children are designing and making products:



DT : Whole School Curriculum Map

User – children should have a clear idea of who they are designing and making products for, considering their needs, wants,
interests or preferences. The user could be themselves, an imaginary character, another person, client, consumer or a specific
target audience.
Purpose – children should know what the products they design and make are for. Each product should perform a clearly defined
task that can be evaluated in use.
Functionality – children should design and make products that function in some way to be successful. Products often combine
aesthetic qualities with functional characteristics. In D&T, it is insufficient for children to design and make products which are
purely aesthetic.
Design Decisions – when designing and making, children need opportunities to make informed decisions such as selecting
materials, components and techniques and deciding what form the products will take, how they will work, what task they will
perform and who they are for.
All DT units of work should follow a 4 part design process: Investigation, Design, Make and Evaluate.
Each of these 4 parts should be documented in the child’s DT book.

In DT at Hallsville, children should design, make and evaluate products that solve real and relevant problems. Every DT unit
should include an element of real-life problem solving. The end product produced by the children should be functional, able to be
tested and evaluated.

● At the investigative and evaluative stage, children explore a range of existing real-life products in order to ascertain what
makes them work and what makes them good designs. Children should derive success criteria through this exploration
stage and find out about DT in the wider world.

● At the design stage children should be given a brief and a problem to solve so that they are clear on who the product is
for and what the purpose of the product is. Each unit should involve explicit skills building at the design stage.

● At the making stage, children are taught specific technical knowledge and making skills. They should select from and use
a range of tools and equipment to create functional products with user  and purpose in mind.

● At the evaluation stage, children should evaluate their final product against their design criteria.

Each unit of DT should last for approximately 9 hours. Complete schemes of work for all units which include knowledge and skills
progression in DT, have been purchased from the DT Association and can be found on school’s Google Drive to support teacher’s
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subject knowledge and professional development.  DT consultant Martin Chandler can also be booked to support the planning and
delivery of any DT unit. https://www.data.org.uk/ DT association login: Scottwilkie19 Pword: Scottwilkie19

Hallsville DT curriculum overview

Autumn Term Spring Term Summer Term

Nursery

Reception

Year 1 Sliders and levers
Projects on a page
Mechanisms

Can you design a puppet with a
face and mouth that moves and
use it to tell a story?
Textiles - Templates and joining
techniques

Can you design and make a fruit
salad?
Cooking and Nutrition
Projects on a Page - Preparing
fruits and vegetables

Year 2 Can you design and make a bug
house?
Structures  
Projects on a page - free
standing structures units

Cooking and nutrition - Can you
design and make a healthy
sandwich?
Cooking and Nutrition
Projects on a page Unit

Can you make a vehicle that
can travel on land? 
(Linked to Geography)
Mechanisms - Wheels and
axles 
Projects on a page unit

Year 3 Moving Animal Toys Can you make a healthy pasta
dish?

Can you make a picture frame
that doesn’t collapse?

https://www.data.org.uk/
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Can you make a moving
toy/monster – link to dragons
Mechanical systems /
Pneumatics
Projects on a Page Learning
Journey and CPD

Cooking and Nutrition Structures  
Projects on a page

Year 4 Can you create a working torch
that is bright enough to use to
find your way around the
darkened classroom? 
Electrical Systems - Simple
planning and control **

Who can design and make the
most popular breakfast bar for
the teachers?
Cooking and Nutrition

Can you create a bag for life to
replace plastic bags?
Textiles 
Projects on a page 2D shapes
to 3D projects

Year 5 Can you design a moon buggy
with a motor and switch ? 
Electrical systems

Can you design, make and
evaluate your own bread?
Bread – KOKURA Workshops
Cooking and Nutrition
Projects on a page celebrating
culture and season unit

Can you design and make a
moving toy?
Cams
Mechanisms

Year 6 Who can make the tastiest
pizza?
Cooking and Nutrition

Can you design and make a
pencil case for secondary
school?
Textiles combining different
fabrics

Electricity Systems - Control
Technology
Lego WEDO taught through
Computing. See Lego WEDO
planning


