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Curriculum Overview

Intent

At Standlake CE Primary School, our Design and
Technology curriculum, is designed to inspire all
pupils to be innovative, creative thinkers with the
confidence to let their light shine through every
stage of the design process.

We aim to equip pupils with a deep appreciation of
the product design cycle—ideation, creation, and
evaluation—developing confident, reflective learners
who are not afraid to take risks, problem-solve, and
challenge themselves.

Through engaging, hands-on projects, children learn
to draft, model, test and refine their ideas,
evaluating both their own work and that of others
with honesty and purpose. They come to
understand that design is not just about making—it's
about thinking, improving, and understanding how
things work, both practically and socially.

Our curriculum ensures full coverage of the
National Curriculum objectives for Key Stages 1
and 2 curriculum supports progression from the
EYFS Development Matters statements and Early
Learning Goals. Our curriculum offers a clear
progression of knowledge, vocabulary, and sKills,
allowing all learners—including those with SEND
and EAL—to access, enjoy and achieve in DT.

Ultimately, we want our pupils to leave Standlake
School with the curiosity, capability, and confidence
to let their light shine in an ever-changing, design-
rich world.

Implementation

At Standlake CE Primary School, the teaching and
implementation of Design and Technology is rooted
in the National Curriculum objectives and delivered
through the well-structured and progressive Kapow
Primary scheme of work on a two year cycle.

Design and Technology is taught weekly, providing
pupils with regular opportunities to build knowledge,
develop practical skills, and explore their creativity.
Each unit of work is carefully planned to challenge
pupils and equip them with the tools to design,
make, and evaluate purposeful products with real-
life relevance.

We focus on three key strands: Cooking and
Nutrition; Mechanical Systems and Textiles.

Each unit follows the design, make, evaluate cycle,
underpinned by technical knowledge and contextual
understanding.

At the beginning of each unit, pupils are introduced
to a Key Concept and Vocabulary (KCV) organiser.
This outlines the core knowledge, skills, and
vocabulary they will use throughout the unit. These
documents support both teachers and teaching
assistants in understanding the learning journey and
clearly identifying the end-of-unit outcomes,
ensuring that all staff can effectively support and
scaffold learning.

To deliver high-quality DT teaching, staff need
strong subject knowledge in technical content and
pedagogy. The Kapow scheme provides this
through:

e Teacher videos and demonstrations,

e  Step-by-step lesson plans and practical
guidance,

e Vocabulary and resource banks, and

e  Skills progression maps that show how
learning builds over time.

Each lesson is carefully sequenced, starting with an
exploration of real-world examples and technical
input, followed by hands-on skill development, and
culminating in a final design-and-make project. This
consistent structure ensures that children
understand not only what they are doing, but also
why—Ileading to greater engagement,
independence, and high-quality outcomes.

This approach also supports our whole-school
pedagogy, incorporating Rosenshine’s Principles of
Instruction by:

e Reuvisiting prior learning regularly,
e Teaching in small, manageable steps,
e Modelling new skills,

e Allowing time for guided and independent
practice.

DT lessons also support children's wider
development. As they explore, create, and reflect,
children develop emotional resilience, collaboration
skills, and self-expression—contributing to their
personal, social, and emotional growth.

Staff at all levels feel confident and supported in
teaching DT, even if they are not subject specialists,
thanks to the structured resources and professional
development built into the Kapow scheme.



Ultimately, through our Design and Technology
curriculum, we give children the opportunity to
explore their ideas, take creative risks, and solve
real problems—empowering them to let their light
shine in every lesson and beyond.

Impact

At Standlake School, we want every child to see
themselves as a Design Technician—a curious,
capable learner who can think creatively and
practically to solve problems. From the very start of
their DT journey, children are encouraged to
understand that Design and Technology
encompasses a broad range of disciplines, including
Textiles Cooking and Nutrition, and Mechanical
Systems. As they move through the school, pupils
begin to confidently distinguish between these
strands, recognising the unique purpose and
process of Design and Technology, and
understanding how it differs from subjects such as
Art.

Importantly, our Design and Technology curriculum
supports the development of key problem-solving
and social skills. By working collaboratively,
reflecting on their ideas, and persevering through
challenges, children build resilience and
independence—skills that extend far beyond the
classroom and contribute to their overall personal
development.

Assessment

At Standlake, assessment in Design and
Technology is based on how well pupils meet the
learning intentions outlined in the Key Concepts and

Vocabulary (KCV) for each unit. Teachers assess
pupils' understanding and progress by evaluating
how effectively they apply these skills and
knowledge in their final DT outcomes.

To support teacher judgements, we use Kapow’s
progression and exemplification materials, which
provide a clear set of benchmarks across the
strands of learning. These include annotated
examples of work assessed as ‘working below’, ‘at’,
and ‘greater depth’ in relation to age-related
expectations. These tools help ensure consistency
and accuracy in assessment across year groups.

In addition to teacher assessment, pupils are
encouraged to reflect on their own learning and
evaluate the work of others through self- and peer
assessment. This not only develops critical thinking
and communication skills but also promotes a
culture of constructive feedback and pride in
personal progress.

Inclusion

Design and Technology at Standlake is truly for
everyone. Our curriculum is carefully designed to be
inclusive, providing a diverse range of lessons that
all pupils can access and engage with meaningfully.
Throughout each topic, pupils have the opportunity
to use a variety of tools and resources tailored to
meet their individual needs, ensuring that everyone
can work towards the learning objectives regardless
of ability.

Lessons are thoughtfully adapted and differentiated
to remove barriers to learning, so every child is
supported to participate fully and confidently. The
broad and varied units within our curriculum inspire

all pupils to develop an interest and enthusiasm for
Design and Technology.

We are committed to creating an environment where
every child—whether they have a disability, special
educational need, or other additional
requirements—has equal opportunities to succeed.
Our lessons foster a positive ethos that helps
children embrace their identity as Design
Technicians, recognising their unique strengths and
areas for growth with confidence and pride.

Cultural Capital

At Standlake School, we are committed to engaging
all pupils in Design and Technology by broadening
their understanding of the subject through diverse
role models and experiences. When exploring the
work of Design Technicians, children encounter a
variety of individuals representing different genders,
ages, social and educational backgrounds, and
levels of experience. These role models include
members of our local community as well as
influential figures from around the world.

We ensure that pupils have access to a wide range
of techniques, materials, and creative
opportunities—many of which they might not
otherwise experience outside the school
environment. This rich exposure helps to inspire
children, expand their horizons, and nurture their
creativity and aspirations regardless of their
background.



Curriculum Overview

Y1/2 Y3/4 Y5/6
Autumn Spring Summer Autumn Spring Summer Autumn Spring Summer
Year A | Cooking and | Mechanisms: | Textiles: Pirate | Textiles: Cooking and | Mechanisms | Cooking Mechanisms | Textiles:
Nutrition: Make a safari | Puppets Make a Nutrition: : Pneumatic | and : Making a Stuffed toys
Smoothies | jeep cushion for a | Eating crocodile-link | Nutrition: pop up book
teddy Seasonally to Amazon Developing
River arecipe
Autumn Spring Summer Autumn Spring Summer Autumn Spring Summer
Year B | Cooking and | Mechanisms: | Textiles: Textiles: Cooking and | Mechanisms | Textiles: Mechanisms | Cooking
Nutrition: Making a Making Fastenings-m | Nutrition: : Making a Waistcoats | : Automata and
Balanced moving pouches aking a book | Adapting a slingshot car | for a teddy | toys Nutrition:
Diet monster sleeve recipe Come Dine

with me!




Skills Progression

Nursery/reception

Year 1/2

Textiles

Year 3/4

Year 5/6

Pupils should be taught
to:

Explore, use and refine a
variety of artistic effects to
express their

ideas and feelings.

ELG: Creating with
materials:

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

form and function.

ELG: Creating with
materials:

Share their
Creations, explaining
the process they have
used.

Pupils should be taught to:

Use atemplate to create a design for a puppet.

Cutting fabric neatly with scissors.
Use joining methodsto decorate a puppet.
Sequence steps for construction.

Reflecton a finished product, explaining
likesand dislikes.

Design a pouch.
Select and cut fabrics for sewing.

Decorae a pouch using fabric glue or running
stitch.

Thread a needle.

Sew running stitch, with evenly spaced, neat,
even stitches to join fabric.

Neatly pin and cut fabric using a template.

Pupils should be taught to:

Design and make a template from an existing cushion and
apply individual design criteria.

Follow design criteria to create a cushion

Select and cut fabrics with ease using fabric scissors.
Thread needles with greater independence.

Tie knots with greater independence

.Sew cross stitch to join fabric

.Decorate fabric using appliqué

.Complete design ideas with stuffing and sewing the
edges

Write design criteria for a product, articulating decisions
made.

Design a personalised book sleeve.

Make and test a paper template with accuracy and in
keeping with the design criteria.

Measure, mark and cut fabric using a paper template.
Select a stitch style to join fabric.

Work neatly by sewing small, straight stitches
Incorporate a fastening to a design.

Test and evaluate an end product against the original
design criteria

.Decide how many of the criteria should be met for the
product to be considered successful

.Suggest modifications for improvement.

Articulate the advantages and disadvantages of different
fastening types.

Pupils should be taught to:

Design a waistcoatin accordance with a specification and design criteria to fita
specific theme.

Annotate designs.

Use atemplate when pinning panels onto fabric.

Mark and cutfabric accurately,in accordance with a design.

Sew a strong running stitch, making small, neat stitches and following the edge,

Tie strong knots.

Decorate a waistcoat— attaching objects using thread and adding a secure
fastening.

Learn different Decorative stitches.
Sew accurately with even regularity of stitches.

Design a stuffed toy, considering the main component shapes required and
creating an appropriate template

Consider the proportions of individual components.

Create a 3D stuffed toy from a 2D design

.Measure, mark and cut fabric accurately and independently
Create strong and secure blanket stitches when joining fabric.
Thread needles independently.

Use appliqué to attach pieces of fabric decoration

Sew blanket stitch to join fabric.

Apply blanketstitch so the spaces between the stitcthes  are even and regular
Test and evaluate an end product and giving point for further improvements




Cooking and Nutrition

Nursery/reception

Year 1/2

Year 3/4

Year 56

Pupils should be taught
to:

ELG: Speaking:
Participate in smallgroup,
class and one-to-

one discussions, offering
their own ideas, using
recently introduced
vocabulary.

Know and talk about the
different factors that
supporttheir overall health
and wellbeing:

healthy eating.

ELG: Managing self:
Manage their own basic
hygiene and personal
needs, including
understanding the
importance of healthy food
choices

Explore, use and refine a
variety of artistic effects
to express ideas and
feelings.

ELG: Creating with
materials:

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

form and function.

Pupils should be taught to:

Design smoothie carton packaging by-hand or
on ICT software.

Chop fruitand vegetables safely to make a smoothie.

Identifying if afoodisa fruitor a vegetable.

Learn where and how fruitsand vegetables
grow.
Taste and evaluate different food combinations.

Describe appearance,smelland taste.

Suggest information to be included on packaging.
Design three wrap ideas
Chop foods safely to make a wrap
Construct a wrap that meets a design brief.
Grate foods to make a wrap.
Snip smaller foods instead of cutting.
Spread soft foods to make a wrap
. Identify the five food groups.

Learning about balanced diet.

Pupils should be taught to:

Describe how climate affects where foods grow.
Identify seasonal ingredients from the UK.
Follow the instructions within a recipe

Taste seasonal ingredients.

Peel foods by hand or with a peeler
Cutingredients safely.

Choose ingredients based on a design brief.
Describe the texture and flavour of ingredients

Describe the benefits of seasonal fruits and vegetables
and the impact on the environment.

Design a biscuit within a given budget
Conduct market research.

Follow a baking recipe.

Understand safety and hygiene rules.
Adapt a recipe.

Evaluate an adapted recipe.

Evaluate and compare a range of products.

Suggest modifications.

Pupils should be taught to:
Research existing recipes
Suggest alternative ingredients.
Design a jar label.

Write an alternative recipe.
Understand cross-contamination.
Use preparation skills.

Make a developed recipe
Explaining the farm to fork process
. Analysing nutritional content.

Write a recipe, explaining the key steps, method and
ingredients.

Include facts and drawings from research undertaken.

Follow a recipe, including usingthe correct quantities of
each ingredient.

Adapt a recipe based on research.
Work to a given timescale.
Work safely and hygienically with independence.

Evaluate a recipe, considering taste, smell, texture and
origin of the food group

.Taste test and score final products.

Suggest and write up points of improvements in
productions.

Evaluate health and safety in production to minimise
cross contamination.




Mechanisms

Nursery/reception

Year 1/2

Year 3/4

Year 5/6

Pupils should be taught to:

Pupils should be taught to:

Design a vehicle thatincludes wheels, axles and axle
holders, that when combined, will allow the wheels to
move.

Create clearly labelled drawings that illustrate movement
Adapting mechanisms, when:

e they do not work as they should.

o to fit their vehicle design.

o to improve how they work after testing their vehicle.
Test wheel and axle mechanisms, identifying what stops
the wheels from turning, and recognising that a wheel
needs an axle in order to move.

Create a class design criteria for a moving monster.

Design a moving monster for a specific audience in
accordance with a design criteria.

Make linkages using card for levers and split pins for
pivots

. Experiment with linkages adjusting the widths, lengths;
and thicknesses of card used.

Cutand assemble components neatly
Evaluate own designs against design criteria

. Use peer feedback to modify a final design

Pupils should be taught to:
Designing a shape that reduces air resistance.
Drawing a netto create a structure from.

Choosing shapes that increase ordecrease speedasa
resultof air resistance.

Personalising a design.

Measuring, marking, cutting and assembling with
increasing accuracy. Makinga model basedon a
chosen design.

Evaluating the speed of a final productbased on:the
effect of shape on speed and the accuracy

of workmanship on performance.

Design a toy which uses a pneumatic system.

Develop design criteria from a design brief.

Generate ideas using thumbnail sketches and exploded
diagrams.

Learn thatdifferenttypes of drawings are used in design|
to explain ideas clearly.

Create a pneumatic system to create a desired motion
Build secure housing for a pneumatic system.

Use syringes and balloons to create different types of

pneumatic systems to make a functional and appealing|

pneumatic toy

. Select materials due to their functional and aesthetic
characteristics.

Manipulate materials to create different effects by cutting|
creasing, folding and weaving.

Pupils should be taught to:

Design a pop-up book which uses a mixture of structures and mechanisms.
Name each mechanism, input and output accurately.

Storyboard ideas for a book.

Follow a design briefto make a pop-up book, neatly and with focus on accuracy.

Make mechanisms and/or structures using sliders, pivots and folds to produce
movement.

Use layers and spacers to hide the workings of mechanical parts for an
aesthetically pleasing result.

Evaluate the work of others and receiving feedback on own work.
Suggest points for improvement.
Notice wider-reaching problems or needs in the community.

Come up with a broaderrange of ideas and deeper innovation, requiring pupils
to think critically about their ideas’ practicality and originality

Begin to use more complex annotated sketches, such as cross-sectional and
exploded diagrams and pattern pieces in design.

Produce lists of equipment, materials and tools that they need for a task
Selectmaterials, components oringredients based on research or user needs.
Explain their choices, referring to their research.

Consider which equipment will work well together.

Choose from the known range of equipment available to them with little
guidance.

Assess risks associated with different tools and equipment.
Understand and explain the importance of each safety rule
Consistently apply safety instructions.

Cutjelutong or other harder wood with a coping saw or a tenon saw in small
groups

. Cutin a back-and-forth sawing motion where appropriate.
In supervised groups, use hot glue guns safely.

Recognise thathotglue is useful for joining materials that need a strong bond
that sets quickly




Key Knowledge of Design and Technology

Year 12

By the end of the Year 2 children will have gained the following knowledge and skills:

Textiles: Puppets
Key Knowledge:

To know that ‘joining technique’ means connecting two pieces of material together.

To know that there are various temporary methods of joining fabric by using staples, glue or pins. To
understand that different techniques for joining materials can be used for different purposes. To understand
that a template (or fabric pattern) is used to cut out the same shape multiple times.

To know that drawing a design idea is useful to see how an idea will look.

Cooking and Nutrition: Smoothies
Key Knowledge:

That a blender is a machine which mixes ingredients together into a smooth liquid.
That a fruit has seeds and a vegetable does not.
That fruits grow on trees or vines.
That vegetables can grow either above or below ground.
That vegetables are any edible part of a plant.

Mechanisms: Wheels and Axels (option 2)
Key Knowledge:

To know that wheels need to be round to rotate and move.
To understand that for a wheel to move it must be attached to a rotating axle.
To know that an axle moves within an axle holder which is fixed to the vehicle or toy.
To know that the frame of a vehicle (chassis) needs to be balanced.
To know some real-life items that use wheels




Mechanisms: Making a moving Monster
Key Knowledge:

To know that different materials have different properties and are therefore suitable for different uses.
To know the features of a Ferris wheel, include the wheel, frame, pods, a
base, an axle and an axle holder. To know that it is important to test my
design as | go along so that | can solve any problems that may occur.

Cooking and Nutrition: A Balanced Diet
Key Knowledge:

That ‘diet’ means the food and drink that a person or animal usually eats.
What makes a balanced diet.

That the five main food groups are: carbohydrates, fruits and vegetables, protein, dairy and oils and spreads.
That | should eat a range of different foods from each food group, and roughly how much of each food group.
That ‘ingredients’ means the items in a mixture or recipe.

How to cut, grate, snip and spread to prepare foods.

How to review and give a score to evaluate.

Textiles: Pouches
Key Knowledge:
To know that sewing is a method of joining fabric.
To know that different stitches can be used when sewing.

To understand the importance of tying a knot after sewing the final stitch.
To know that a thimble can be used to protect my fingers when sewing.




Key Knowledge of Design and Technology

Year 3/4

By the end of the Year 4 children will have gained the following knowledge:
Cooking and nutrition: Eating Seasonally
Key Knowledge:
To know that not all fruits and vegetables can be grown in the UK.
To know that climate affects food growth.
To know that vegetables and fruit grow in certain seasons.
To know that cooking instructions are known as a ‘recipe’.
To know that imported food is food that has been brought into the country.
Textiles: Cushion
Key Knowledge:
Appliqué is a way of mending or decorating a textile by applying smaller pieces of fabric.
When two edges of fabric have been joined together, it is called a seam.
It is important to leave space on the fabric for the seam.
Some products are turned inside out after sewing so the stitching is hidden
Mechanisms: Pneumatic Toys
Key Knowledge:
To understand how pneumatic systems work.

To understand that pneumatic systems can be used as part of a mechanism.
To know that pneumatic systems operate by drawing in, releasing and compressing air.




Textiles: Fastenings
Key Knowledge:

To know that a fastening is something that holds two pieces of material together.
To know that different fastening types are useful for different purposes.
To know that creating a mock-up (prototype) of their design is useful for checking ideas and proportions

Mechanisms: Making a slingshot car
Key Knowledge:

To understand that all moving things have kinetic energy.
To understand that kinetic energy is the energy that something (object/person) has by being in motion.
To know that air resistance is the level of drag on an object as it is forced through the air.
To understand that the shape of a moving object will affect how it moves due to air resistance

Cooking and Nutrition: Adapting a Recipe
Key Knowledge:

That the amount of an ingredient in a recipe is known as the ‘quantity’.
That safety and hygiene are important when cooking.
The following cooking techniques: sieving, measuring, mixing/stirring, cutting out and shaping.
The importance of budgeting while planning ingredients for a recipe.
That products often have a target audience.




Key Knowledge of Design and Technology

Year 5/6

By the end of the year children will have gained the following knowledge and skills:
Mechanical systems: Making a pop-up book

Key Knowledge:
To know that, in a series circuit, electricity only flows in one direction.
To know when there is a break in a series circuit, all components turn off.
To know that an electric motor converts electrical energy into rotational movement, causing the motor’s axle to spin.
To know a motorised product is one which uses a motor to function.
Identifying factors that could be changed on existing products and explaining how these would alter the form and function of the product.

Cooking and Nutrition: Developing a Recipe
Key Knowledge:

That beef comes from cows reared on farms.
That recipes can be adapted to suit nutritional needs and dietary requirements.
That nutritional information is found on food packaging.
That coloured chopping boards can prevent cross-contamination.
That food packaging serves many purposes.

Textiles: Stuffed Toys
Key Knowledge:
To know that blanket stitch is useful to reinforce the edges of a fabric material or join two pieces of fabric.
To understand that it is easier to finish simpler designs to a high standard.

To know that soft toys are often made by creating appendages separately and then attaching them to the main body.
To know that small, neat stitches which are pulled taut are important to ensure that the soft toy is strong and holds the stuffing securely.




Mechanisms: Automata Toys
Key Knowledge:
Which mechanisms are working together to make a mechanical system.
That there are different directions of movement.
That mechanisms can change one type of movement to another
Textiles: Waistcoats
Key Knowledge:

To understand that it is important to design clothing with the client/target customer in mind.
To know that using a template (or clothing pattern) helps to accurately mark out a design on fabric.
To understand the importance of consistently sized stitches.

Cooking and Nutrition: Come Dine With Me
Key Knowledge:
That ‘flavour’ is how a food or drink tastes.
That many countries have ‘national dishes’ which are recipes associated with that country.
That ‘processed food’ means food that has been put through multiple changes in a factory.

That it is important to wash fruit and vegetables before eating to remove any dirt and insecticides.
What happens to a certain food before it appears on the supermarket shelf (farm to fork).




