
 

Wembdon St George’s Church School                                                                   
Our Learning in Design and Technology 
 
Wembdon St George’s Church School Curriculum Intent: 
We encourage our children to be creative thinkers and have the skills and knowledge to undertake purposeful design projects. Design and Technology is an 

enjoyable, inspiring, rigorous and practical subject. It encourages children to learn to think and to solve problems creatively both as individuals and as members 

of a team.  

At Wembdon St George’s, we encourage children to use their creativity and imagination, to design and make products that solve real and relevant problems 

within a variety of contexts, considering their own and the needs of others’. Through their understanding of the designing process, pupils will become more 

resilient, resourceful and reflective learners, as they evaluate their own and the work of others.  

We aim to, wherever appropriate, to link work to other disciplines such as English, mathematics, science, ICT and art. A wide variety of teaching and learning 

approaches and styles are used to promote pupil engagement with the curriculum and to deepen understanding. The children are also given opportunities to 

reflect upon and evaluate past and present design technology, its uses and its effectiveness and are encouraged to become innovators and risk-takers. Our 

Christian values of wisdom, Trust, Service, Compassion, Forgiveness, Koinonia weave throughout our curriculum including Design Technology. 

 
 

As a school, we have set our curriculum intent with our children at the centre. Our school curriculum intent is underpinned by the Bath 
and Wells Multi Academy Trust curriculum intent. 

• It is tailored to meet the needs of Wembdon St George’s school, its context within a town setting and its pupils. 
• Provides experience of and connections to the world beyond the school in both time and place external visits and visitors. 
• Provides a broad range of creative learning experiences to develop children’s moral, spiritual, social, mental, physical and cultural understanding through 

our values and the development of a contextually relevant curriculum.  
• Is ambitious for all pupils and provides additional opportunities to inspire ambition within our pupils.  
• Recognises, celebrates and welcomes each pupil as a unique individual. 
• Secures pupils' core skills, knowledge and understanding to at least an age appropriate level and beyond, and is adapted, designed and developed for 

pupils with additional learning needs or disabilities. 
• Provides both coverage of the National Curriculum and appropriate progression from EYFS to Y6 and beyond. 
• Provides enrichment opportunities to broaden and enhance the curriculum experience for pupils. 
• Is flexible and responds to pupils’ feedback, the evaluations of how well pupils learn and make progress, and in pupils’ performance in external and 

internal assessments.  
 



Our Design and Technology curriculum is based on the following principles: 
 

 That children develop their knowledge of design technology through collaborative approaches. 

 That children become problem solvers and question posers.   

 That they learn how to investigate before drawing conclusions, becoming informed innovators. 

 That they learn to use a multidisciplinary approach when designing and originating. 

 That children develop a knowledge of design from the past, present and future and become confident to take a positive role in the ever-changing world. 

 
Key 

• The National Curriculum 

• Knowledge 

• Research 

• Design 

• Make 

• Evaluate 
 

 

 

  



The National Curriculum 
EYFS Framework KS1 KS2 

Expressive arts and Design  
Exploring and using media and materials 

• Safely use and explore a variety of materials, 
tools and techniques, experimenting with 
colour, design, texture, form and function.  

 

Design  

• design purposeful, functional, appealing products for 
themselves and other users based on design criteria.  

• generate, develop, model and communicate their ideas 
through talking, drawing, templates, mock-ups and, 
where appropriate, information and communication 
technology. 

Design  

• use research and develop design criteria to inform the design of innovative, 
functional, appealing products that are fit for purpose, aimed at particular 
individuals or groups.  

• generate, develop, model and communicate their ideas through discussion, 
annotated sketches, cross-sectional and exploded diagrams, prototypes, 
pattern pieces and computer-aided design. 

Being imaginative 
• Use what they have learnt about media and 

materials in original ways, thinking about 
uses and purposes. 

• Represent their own ideas, thoughts and 
feelings through design and technology. 

 
 

Make 

• select from and use a range of tools and equipment to 
perform practical tasks [for example, cutting, shaping, 
joining and finishing].  

• select from and use a wide range of materials and 
components, including construction materials, textiles 
and ingredients, according to their characteristics. 

Make  

• select from and use a wider range of tools and equipment to perform 
practical tasks [for example, cutting, shaping, joining and finishing], 
accurately. 

• select from and use a wider range of materials and components, including 
construction materials, textiles and ingredients, according to their functional 
properties and aesthetic qualities. 

 Evaluate 

• explore and evaluate a range of existing products 

• evaluate their ideas and products against design criteria 

Evaluate 

• investigate and analyse a range of existing products.  

• evaluate their ideas and products against their own design criteria and 
consider the views of others to improve their work.  

• understand how key events and individuals in design and technology have 
helped shape the world. 

Cooking and nutrition 
• Talk about ways to keep healthy and safe. 

 

Cooking and nutrition 

• use the basic principles of a healthy and varied diet to 
prepare dishes. 

• understand where food comes from. 

Cooking and nutrition 

• understand and apply the principles of a healthy and varied diet. 

• prepare and cook a variety of predominantly savoury dishes using a range of 
cooking techniques. 

• understand seasonality and know where and how a variety of ingredients are 
grown, reared, caught and processed. 

KUW 
Technology 

• To recognise a range of technology is used in 
places such as homes and schools. 

• Select and use technology for a particular 
purpose.  

 
Physical Development  
Health and self-care 

• Understand the importance of a healthy diet. 
 

 

Technical knowledge 

• build structures, exploring how they can be made 
stronger, stiffer and more stable. 

• explore and use mechanisms [for example, levers, sliders, 
wheels and axles], in their products. 

Technical knowledge  

• apply their understanding of how to strengthen, stiffen and reinforce more 
complex structures  

• understand and use mechanical systems in their products [for example, 
gears, pulleys, cams, levers and linkages]  

• understand and use electrical systems in their products [for example, series 
circuits incorporating switches, bulbs, buzzers and motors]  

• apply their understanding of computing to program, monitor and control 
their products. 
 

 

 

  



Knowledge and skills as an inventor 
Technical Knowledge EYFS KS1 KS2 

EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 
  

Understand that 
media can be 
combined to create 
new effects 
 
Construct with a 
purpose in mind, 
using a variety of 
resources 
 
Manipulate materials 
to achieve a planned 
effect; tearing, 
folding, twisting, 
squashing etc. 
 
Selects appropriate 
tools and uses them 
competently with an 
awareness for safety 
 

Across KS1 pupils should know:  
 
about the simple working characteristics of 
materials and components.  
 
about the movement of simple mechanisms 
such as levers, sliders, wheels and axles.  

 
how freestanding structures can be made 
stronger, stiffer and more stable.  
 

Across KS2 pupils should know:  
▪ how to use learning from science to help design and make products that work,  
▪ how to use learning from mathematics to help design and make products that work, 
▪ that materials have both functional properties and aesthetic qualities,  
▪ that materials can be combined and mixed to create more useful characteristics,  
▪ begin to identify whether products can be recycled or reused, 
▪ that mechanical and electrical systems have an input, process and output,  
▪ the correct technical vocabulary for the projects they are undertaking, 
▪ know to make drawings with labels when designing. 

 

In early KS2 pupils should also know:  
▪ how mechanical systems such as cams, 

pulleys, levers and linkages or pneumatic 
systems create movement.  

▪ how simple electrical circuits and 
components can be used to create 
functional products.  

▪ how to program a computer to control 
their products.  

▪ how to make strong, stiff shell structures.  
 
 

In late KS2 pupils should also know:  
▪ how mechanical systems such as cams or 

pulleys or gears create movement.  
▪ how more complex electrical circuits and 

components can be used to create 
functional products.  

▪ how to program a computer to monitor 
changes in the environment and control 
their products.  

▪ how to reinforce and strengthen a 3D 
framework.  

▪ the correct technical vocabulary for the 
projects they are undertaking. 

 

Textiles  Begin to describe 
textures 

Across KS1 pupils should know:  

▪ that a 3-D textiles product can be 
assembled from two identical fabric 
shapes. 

In early KS2 pupils should also know:  
▪ that a single fabric shape can be used to 

make a 3D textiles product. 

In late KS2 pupils should also know:  
▪ that a 3D textiles product can be made 

from a combination of fabric shapes. 

Cooking and nutrition  
▪ Talk about ways to 

keep healthy and 
safe 

Across KS1 pupils should know: 
▪ that all food comes from plants or animals 
▪ how to name and sort foods into the five 

groups  
▪ that everyone should eat at least five 

portions of fruit and vegetables every day  
▪ how to prepare simple dishes safely and 

hygienically, without using a heat source  
▪ how to use techniques such as cutting, 

peeling and grating 

Across KS2 pupils should know: 
▪ that food is grown (such as fruit or vegetables), reared (such as pigs, chickens and cows) and 

caught (such as fish) in the UK, Europe and the wider world 
▪ how to prepare and cook a variety of predominantly savoury dishes safely and hygienically 

including, where appropriate, the use of a heat source 
▪ how to use a range of techniques such as peeling, chopping, slicing, grating, mixing, , 

kneading. 

In early KS2 pupils should also know:  
▪ that a healthy diet is made up from a 

variety and balance of different food and 
drink 

In late KS2 pupils should also know: 
▪ how to use learning from science to help 

design meals  
▪ that seasons may affect the food available 
▪ how food is processed into ingredients 

that can be eaten or used in cooking 



▪ that to be active and healthy, food and 
drink are needed to provide energy for the 
body 

▪ that food ingredients can be fresh, pre-
cooked and processed 

▪ that recipes can be adapted to change the 
appearance, taste, texture and aroma  

▪ that different food and drink contain 
different substances – nutrients, water 
and fibre – that are needed for health  

▪ that a recipe can be adapted by adding or 
substituting ingredients  

Designers  ▪ Safely use and 
explore a variety of 
materials, tools 
and techniques, 
experimenting 
with colour, 
design, texture, 
form and function 

 ▪ Learn about inventors, designers, engineers, chefs and manufacturers who have developed 
ground-breaking products. 

 

Health and Safety ▪ Understand the 
importance of a 
healthy diet 

Simple knowledge and understanding of health 
and safety when working with materials and 
components, including: 
▪ considering the hazards and risks in their 

activities; 
▪ following simple instructions to control risk 

to themselves; 

▪ learn to use hand tools safely and 
appropriately. 

Further knowledge and understanding of health and safety as designers, makers and 
consumers, including:  

▪ recognising hazards to themselves and to others in a range of products, activities and 
environments;  

▪ assessing risks to themselves and to others;  
▪ taking action to control these risks; 

 
 
 
 
 
 
 
 
  



 

Skills EYFS Year 1 Year 2 Year 3 Year 4 Year 5 Year 6 

  In Year 1, children 
should begin to 
develop these skills 
with scaffolding and 
support. 

In Year 2, children 
should be showing 
independence when 
using these skills, and 
begin to choose their 
own ways of working 
adult guidance. 

In Year 3, children should be 
showing independence when 
using these skills, and to 
choose their own ways of 
working with growing 
confidence. 

In Year 4, children 
should be showing 
independence when 
using these skills, and 
choose independently 
their own methods 
working. 

In Year 5, children will 
begin to use more 
accuracy in their skills 
as a designer. 

In Year 6, children will 
use accuracy in their 
skills as a designer. 

Research ▪ Use their 
experience to 
stimulate ideas.  

 

▪ Children safely use and explore a variety 
of materials, tools and techniques 

▪ Children experiment with colour, design, 
texture, form and function. 

▪ Children use what they have learnt about 
media and materials in original ways, 
thinking about uses and purposes. 

▪ Begin to draw on their own experience to 
help generate ideas and research based 
on set criteria. 

▪ Begin to understand the development 
of existing products 

▪ Explain what they are for, how they 
work, what materials have been used. 

▪ When looking at existing products 
explain what they like and dislike about 
the Products and why. 

▪ Children safely use and explore a variety of 
materials, tools and techniques,  

▪ Children experiment with colour, design, texture, 
form and function. 

▪ Children use what they have learnt about media 
and materials in original ways, thinking about 
uses and purposes. 

▪ Children represent their own ideas, 
thoughts and feelings through design 
and technology.  

▪ Begin to understand how to identify a target 
group for what they intend to design and 
make based on a design criteria. 

▪ Identify a purpose and establish criteria 
for a successful product. 

▪ Learn about inventors, designers, engineers, 
chefs and manufacturers who have developed 
ground-breaking products. 

▪ discuss how well products have been designed, 
made, what materials have been used and the 
construction technique. 

▪ Begin to disassemble and evaluate familiar 
products and consider the views of others to 
improve them 

▪ Begin to evaluate how the key designs of 
individuals in design and technology have helped 
shape the world. 
 

 

▪ Use research and develop design 
criteria to inform the design of 
innovative, functional, appealing 
products that are fit for purpose. 

▪ Children use what they have learnt about 
media and materials in original ways, 
thinking about uses and purposes.  

▪ Children represent their own ideas, 
thoughts and feelings through design 
and technology.  

▪ Produce a range of ideas after collecting 
information  

▪ Know how much products cost to make, 
how sustainable and innovative they are 
and the impact products have beyond 
their intended purpose. 

▪ Use market research to inform plans 
 

Key vocabulary design 
 

design 
designer 

 

engineer  
graphic designer  
textile designer 

 

fashion designer  
ethical product  
corporate  
social responsibility 

  



Designing 
Developing, planning and 
communicating ideas 

▪ Gain confidence 
in representing 
their ideas. 

▪ Explain what they 
are going to 
make and which 
materials they 
will use. 

▪ Select and name 
the tools 
needed to work 
the materials 
e.g. scissors for 
paper. 

 
 

▪ Talk about what they want to make, in 
relation to the design brief and their 
research. 

▪ Draw a labelled picture of their product, 
which may include parts, components, and 
materials. 

▪ Choose the materials/tools they will use, 
from a selection.  

▪ Write a list of the materials/ 
ingredients/tools they will need. 

▪ develop their design ideas through 
discussion, observation, drawing and 
modelling.  

▪ Identify a purpose for what they intend to 
design and make.  

▪ Start to suggest ideas and explain what they 
are going to do. 

▪ Begin to develop their ideas through talk 
and simple drawings. 

▪ Explain how they intend to fix simple 
materials. 

▪ Develop their own ideas from given 
starting points. 

▪ Start to generate ideas, considering the purposes for 
which they are designing- link with Mathematics 
and Science. 

▪ Confidently make labelled drawings from different 
views showing specific features, explaining their 
choice of materials and components according to 
function and aesthetic. 

▪ Develop a clear idea of what has to be done, planning 
how to use materials, equipment and processes, 
and suggesting alternative methods of making, if the 
first attempts fail. 

▪ When planning, consider the views of others 
(including intended users) to improve their work. 

▪ Produce a plan and explain it to others. 
▪ Consider how to present their product in an 

interesting way.  
▪ Make templates and mock ups of their ideas in card 

and paper or using ICT (if relevant). 
 

▪ Children safely use and explore a variety of 
materials, tools and techniques, 
experimenting with colour, design, texture, 
form and function.  

▪ Generate, develop, model and communicate 
their ideas through discussion, annotated 
sketches, cross sectional and exploded 
diagrams, prototypes, pattern pieces and 
CAD.  

▪ Put together a step-by-step plan which 
shows the order and also what equipment 
and tools they need. 

▪ Draw up a specification for their design- link 
with Mathematics and Science.  

▪ Plan the order of their work, choosing 
appropriate materials, tools and 
techniques.  

▪ Use results of investigations, information 
sources, including ICT when developing 
design ideas. 

▪ Start to understand how much products cost 
to make, how sustainable and innovative 
they are and the impact products have 
beyond their intended purpose. 

▪ Explain how their product will appeal to the 
audience.  

▪ With growing confidence, apply a range of 
finishing techniques, including those from 
art and design. 

 

Key Vocabulary  materials  
tools construct 
 

materials 
tools 
brief 
product 
label 
technology 
problem solving 

packaging  
product  
shelf -appeal  
 
 

intended user 
design criteria 
Cross- sectional diagram 
diagram 
innovation 
 

  



Making 
Working with tools, equipment, 
materials and components  

▪ Start to build 
structures, joining 
components 
together.  

▪ Begin to use scissors 
to cut straight and 
curved edges and 
hole pinches to 
punch holes.  

▪ Explore using/ 
holding basic tools 
such as a saw or 
hammer.  

▪ Use adhesives to join 
material. 
 

▪ Explore using tools e.g. scissors and a hole 
punch safely.  

▪ Use correct vocabulary to name and describe 
tools.  

▪ With help measure, mark out, cut and shape a 
range of materials.  

▪ Begin to assemble, join and combine materials 
and components together using a variety of 
temporary methods e.g. glues or masking tape.  

▪ Begin to use simple finishing techniques to 
improve the appearance of their product.  

▪ Measure materials to use in a model or 
structure.  
 

▪ Begin to select tools and materials; use correct 
vocabulary to name and describe them.  

▪ Select a wider range of tools and techniques for 
making their product safely.  

▪ Know how to measure, mark out, cut and 
shape a range of materials, using appropriate 
tools, equipment and techniques.  

▪ Select a wider range of tools and techniques for 
making their product i.e. construction materials 
and kits, textiles, food ingredients, mechanical 
components and electrical components. 

▪ Explain their choice of tools and equipment in 
relation to the skills and techniques they will be 
using.  

▪ Measure, mark out, cut, score and assemble 
components with more accuracy.  

▪ Start to work safely and accurately with a range 
of simple tools. 

▪ Make choices of material both for its 
appearance and qualities.  

▪ Work accurately to make cuts and holes – e.g. 
to measure and then use equipment to cut.  

▪ Try alternative ways of fixing something if the 
first attempt is not successful. 

▪ Use a glue gun with close supervision (one to 
one).  

▪ Understand how to reinforce and strengthen a 
3D framework.  

▪ Select appropriate materials, tools and 
techniques e.g. cutting, shaping, joining and 
finishing, accurately.  

▪ Use tools safely and accurately. 
▪ Select from and use a wider range of materials 

and components, including construction 
materials, textiles and ingredients, according to 
their functional properties and aesthetic 
qualities.  

▪ measure and mark Use a range of tools and 
equipment expertly.  

▪ Make up a prototype first.  
▪ Measurement accurately to ensure that 

everything is precise.  
▪ Demonstrate motivation/perseverance to 

refine and improve their products.  
▪ Use a glue gun with close supervision.  
▪ Use a craft knife, cutting mat and safety ruler 

with close supervision (one to one).  
▪ Use finishing techniques to strengthen and 

improve the appearance of their product using 
a range of equipment including ICT.  

▪ Demonstrate how to use skills in using different 
tools and equipment safely and accurately  

▪ Demonstrate when make modifications as they 
go along.  
 

Making products  ▪ Make a product which moves.  
▪ Attempt to make their model stronger if it 

needs to be.  
▪ Begin to build structures, exploring how they 

can be made stronger, stiffer and more stable.  
▪ Explore and use mechanisms [for example, 

levers, sliders, wheels and axles], in their 
products.  
 
 

▪ Create and use simple gears, pulleys, cams, 
levers and linkages.  

▪ Build models incorporating circuits with buzzers 
and bulbs.  

▪ Make a product which uses both electrical and 
mechanical components.  

▪ Use pulleys, levers and linkages in their product  
▪ Build a model which incorporates a motor.  
▪ Create a more complex pop up (e.g. card).  

 

▪ Understand how mechanical systems such as 
cams or pulleys or gears create movement.  

▪ Incorporate switches to turn on and off into 
models made out more accurately.  
 

Making textiles  ▪ Join fabric using a running stitch, glue and tape  
▪ Use basic sewing techniques.  
 

▪ Start to measure, tape or pin, cut and join 
fabric with some accuracy.  

▪ Now sew using a range of different stitches, to 
weave and knit.  

▪ Join fabrics using a running stitch.  
 

▪ Create a 3D product using a range of materials 
and sewing techniques.  

▪ With confidence pin, sew and stitch materials 
together to create a product.  

▪ Combine fabric to make a high quality product 
for a purpose. 

Making food  Explore measure and 
weight using non-
standard measures 
(e.g. spoons and 
cups) 
 

▪ Measure and weigh food items using non-
standard measures (e.g. spoons and cups). 

▪ Use techniques such as cutting, peeling and 
grating. 

▪ work safely and hygienically. 

▪ Begin to weigh and measure using standards 
weights (time, dry ingredients, and liquids).  

▪ understand how to use a range of techniques 
such as peeling, chopping, slicing, grating, 
mixing, spreading, kneading and baking.  
 

▪ Weigh and measure accurately (time, dry 
ingredients, and liquids).  

▪ Demonstrate increasing confidence in how to 
use a range of techniques such as peeling, 
chopping, slicing, grating, mixing, spreading, 
kneading and baking. 



 

Key Vocabulary CONSTRUCTION 
Make 
Cut  
Join  
strong 
 
FOOD 

ingredients  
healthy  
cook  
taste 
cut 
 
 
 

CONSTRUCTION  
 
TEXTILES  
textiles  
needle  
thread  
pin  
pattern  
piece  
applique 
 
FOOD 

ingredients  
healthy  
cook  
taste 
cut 
 

CONSTRUCTION  
net  
score 
accuracy  
 
TEXTILES  
pattern  
piece  
running stitch  
cross stitch  
applique  
embroidery  
 
FOOD 

hygiene  
grown  
reared  
Local producer  
seasonal  
produce  
 

CONSTRUCTION  
frame  
structure   
strengthen  
reinforce  
 
TEXTILES  
Pattern  
pieces  
back stitch  
tension  
seam allowance  
turn out  
fastener  
 
FOOD 
hygiene  
cross contamination  
local  
produce  
seasonality  
cooking technique  
deconstructed  

Evaluating 
Evaluating processes 
and products 

• Communicate their 
design ideas as they 
develop.  

▪ Communicate a range of design ideas and 
reasons for their design. 

▪ Start to evaluate their product by discussing 
how well it works in relation to the purpose 
(design criteria). 

▪ Begin to evaluate their products as they are 
developed, identifying strengths and possible 
changes they might make next time. 

▪ Evaluate their work both during and at the end 
of the assignment; suggest some 
improvements and say what was good and not 
so good about their original design. 

▪ Evaluate their products carrying out 
appropriate tests. 

▪ Evaluate their product, thinking of both 
appearance and the way it works. 

▪ Evaluate their products, identifying strengths 
and areas for development, and carrying out 
appropriate tests. 

▪ Justify why they selected specific materials  
▪ Evaluate if their product meets all design 

criteria. 
▪ Take part in peer evaluation, giving and 

receiving feedback from fellow pupils. 
 

Key Vocabulary 
 
 

Explain  Evaluate 
 
 
 

Compare  
Test 
Appearance 
Function 
 

Criteria 
Feedback 
Test 
 

 


