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We use a scheme called Projects on a Page, which was developed by The Design and Technology Association. Using the scheme ensures 
our curriculum is progressive and meets national curriculum expectations. Every two years the children develop their skills and 
knowledge in designing, making and evaluating in the key strands in Design and Technology (Structures, Mechanisms, Textiles, Food 
and Electrical systems in Key Stage 2). Through a variety of creative and practical activities, we teach the knowledge, understanding 
and skills needed to engage in the process of designing, making and evaluating. 

Key knowledge, skills and vocabulary for Design and Technology have 
been mapped across the school to ensure progression year on year. 
All teachers have access to progression maps to differentiate learn-
ing for those children who have gaps in their learning or who have 
SEND needs. Design and technology lessons are taught once a term 
as a block so that children’s learning is focused throughout each unit 
of work and the children can discuss previous learning and see their 
progression. 

Teachers make formative assessments against objectives and use this 
information to inform future lessons; ensuring children are supported 
and challenged appropriately. Children are given an assessment on their 
end of year reports and this is shared with parents. 

Inspiring, rigorous and prac-
tical subject. Using creativi-
ty and imagination, pupils de-
sign and make products that 
solve real and relevant prob-
lems within a variety of con-
texts  

A broad range of sub-
ject knowledge and draw 
on disciplines such as 
oracy, mathematics, sci-
ence, engineering, com-
puting and 

We aim to develop the 
whole child. We have a 
Design and Technology 
curriculum that meets the 
National Curriculum and 
that develops many skills 
in the children. 

Make products that solve 
real relevant problems with-
in a variety of contexts, 
considering the user, pur-
pose of products and the 
user’s wants.  

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