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Introduction
Cambridge Road C P & N School follows the National Curriculum guidance for Design & Technology. As such it is ambitious and designed to encourage all pupils to use creativity and imagination to design and make products that solve real and relevant problems within a variety of contexts, considering their own and others’ needs, wants and values. Pupils will learn how to take risks and to become 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.  
The curriculum lead for Design & Technology is Mrs Hannah Rhodes and the Link Governor is Mr Andrew Davies.
Aims
The Design & Technology curriculum at Cambridge Road C P & N School aims 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.
EYFS Framework

Pupils will be taught:

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

· To share their creations, explaining the process they have used.

EYFS Curriculum Overview (key knowledge and skills)

	Nursery
	Join different materials and explore different textures
	Draw with increasing complexity and detail
	Explore colour and colour mixing

	Reception
	Explore different materials in order to develop their ideas about how to use them and what to make
	Explore, use and refine a variety of artistic effects to express their ideas and feelings
	Create collaboratively sharing ideas, resources and skills. 


KS1 Framework
Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home and school, gardens and playgrounds, the local community, industry and the wider environment]. 

When designing and making, pupils will be taught to: 

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 

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 

Evaluate 

· explore and evaluate a range of existing products 

· evaluate their ideas and products against design criteria 

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

Cooking and nutrition 

As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. 

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

· understand where food comes from. 

KS 1 Curriculum Overview (key knowledge and skills)
	Year 1
	School Days
	Poles Apart
	Ellesmere Port

	
	Mechanical systems – levers/sliders
Design and make a moving toy/ moving picture for children in Reception or Nursery.
	Textiles
Design and make a hot water bottle cover (Keeping warm in cold countries – link to materials)
	Construction
Create a ‘map’ of our local area – making the different features using card/ paper/ papier mache etc

	Year 2
	London’s Burning
	Indian Spice
	Pioneers

	
	Construction
Making model houses to use in retelling the story of the Great Fire.
	Cooking and nutrition
Plan and cook an Indian meal.
	Textiles
Design, make and evaluate puppets inspired by Punch and Judy to use in a class puppet show.


KS2 Framework

Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative process of designing and making. They should work in a range of relevant contexts [for example, the home, school, leisure, culture, enterprise, industry and the wider environment]. 

When designing and making, pupils will be taught to: 

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 
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 

· 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 
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.
Cooking and nutrition 
As part of their work with food, pupils should be taught how to cook and apply the principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also open a door to one of the great expressions of human creativity. Learning how to cook is a crucial life skill that enables pupils to feed themselves and others affordably and well, now and in later life. 
· 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.
KS 2 Curriculum Overview (key knowledge and skills)
	Year 3
	Meet the Flintstones
	A Journey Through Europe
	Tomb Raiders

	
	Mechanical systems – wheels/axles
Design and make a vehicle that can be used to transport rocks and stone.
	Construction
Design a shelter to keep you safe and warm in the environment.
	Cooking and nutrition
Grain – baking bread – sweetened with dates/ honey?

	Year 4
	Greece Lightning
	The World’s Kitchen
	Roman Rule

	
	Textiles
Make a belt (possibly by weaving) to secure a Greek tunic.


	Cooking and nutrition
Prepare and cook food from around the World.
	Electrical systems (insulators and conductors)
Design a circuit to light up a museum display

	Year 5
	Wild Waters
	Mexico and the Mayans
	Invaders

	
	Construction – structures
Competition to design and build the strongest bridge.
	Cooking and nutrition
Prepare and cook Mexican food.
	Control, monitoring and programming
Design a virtual sculpture of a settlement using Minecraft (creative mode) or similar.

	Year 6
	Rule Britannia
	Disaster
	Crime and Punishment

	
	Textiles
Design and make a Viking flag (weaving, cutting, sewing, dyeing).
	Mechanical systems - gears and cams
Design and make a lift to escape from the lava (gears) OR a model to demonstrate an earthquake (cams).
	Electrical systems (motors and voltage)
Design and make a burglar alarm (buzzers – explore voltage to make the ‘alarm’ louder).


