Design & Technology Policy – Treeton Primary School

1. Rationale and Aims
At Treeton Primary School, Design and Technology (D&T) is a practical and creative subject that prepares pupils to participate confidently in an increasingly technological world. Through designing, making and evaluating products, pupils develop creativity, problem-solving skills, technical knowledge and an understanding of how products are designed and manufactured.
The Design and Technology curriculum at Treeton Primary School is delivered using a combination of Design & Technology Association guidance and Oak National Academy, ensuring coverage of the National Curriculum and a clear progression of skills, knowledge and vocabulary. 
Our aims are to ensure that all pupils:
• Develop practical skills in designing and making products  
• Understand the design process: investigate, design, make and evaluate  
• Gain technical knowledge across a range of materials and systems  
• Use tools, materials and equipment safely and confidently  
• Develop computational thinking through programming and control  
• Become reflective learners who can evaluate and improve their work  

2. Curriculum Intent
The intent of the Design and Technology curriculum at Treeton Primary School is to provide a progressive, skills-based and knowledge-rich curriculum that enables pupils to design purposeful products for real users and contexts
The curriculum:
• Follows the principles of the Design & Technology Association  
• Builds technical knowledge incrementally  
• Encourages creativity, resilience and problem solving  
• Makes meaningful links to mathematics, science and computing  
• Develops pupils’ understanding of how design impacts everyday life  

3. Curriculum Implementation

Design and Technology is taught through carefully planned units following the National Curriculum strands:
• Design  
• Make  
• Evaluate  
• Technical Knowledge  
Units are delivered using Oak National Academy and D&T Association, adapted by teachers to meet the needs of pupils and ensure clear progression across the school.
Use of Sketchbooks in Design & Technology
Sketchbooks are used consistently in Design and Technology to support pupils in thinking, planning and evaluating, rather than simply recording final outcomes.
Through sketchbooks, pupils demonstrate:

Investigate and Evaluate:
• Exploring existing products  
• Identifying user needs and purposes  
• Analysing how products work  

Focused Practical Tasks:
• Practising key skills such as cutting, joining, assembling and programming  
• Recording technical knowledge and vocabulary  
• Testing materials, components and mechanisms  

Design, Make and Evaluate:
• Generating and developing design ideas  
• Planning steps and selecting materials  
• Evaluating how well products meet design criteria  
• Suggesting improvements and refinements  

Sketchbooks provide clear evidence of progression in skills, knowledge and understanding across Design and Technology.

Design
Pupils are taught to:
• Generate and communicate design ideas  
• Use simple design criteria  
• Plan steps before making  
As pupils progress, they refine designs, consider constraints and justify decisions.

Make
Pupils develop increasing confidence when:
• Selecting appropriate tools and materials  
• Using tools safely and accurately  
• Constructing products using a range of techniques  
• Following and adapting plans  
Evaluate
Evaluation is embedded throughout the design process. Pupils:
• Evaluate existing products  
• Test and evaluate their own ideas and products  
• Identify strengths and areas for improvement  
• Suggest changes and refinements  

Technical Knowledge
Pupils develop technical understanding across:
• Structures  
• Mechanisms  
• Textiles  
• Food and nutrition  
• Electrical systems and control  

Programming and Control – Crumbles
Pupils use Crumbles to:
• Control outputs such as lights, buzzers and motors  
• Create simple programs using block-based coding  
• Debug and refine programs  
• Understand the link between digital code and physical outcomes  

Designers and Inventors
Pupils are introduced to designers and inventors to help them understand how Design and Technology shapes the world around them. These examples help pupils see how products are designed to meet real needs and encourage them to view themselves as future designers, engineers and problem-solvers.
4. Oracy and Vocabulary in Design & Technology

Pupils are encouraged to:
• Explain design ideas clearly  
• Justify choices of tools and materials  
• Reflect on how products work  
• Evaluate their own and others’ work  
Technical vocabulary is taught explicitly and revisited regularly.

5. Inclusion and Access for All

All pupils can succeed in Design and Technology. Lessons include:
• Clear modelling and step-by-step instruction  
• Visual prompts and exemplars  
• Adapted tools and materials where required  
• Scaffolded tasks and guided support  

6. Assessment

Assessment is formative and based on:
• Observation of practical skills  
• Sketchbook work  
• Pupil discussion and explanation  
• Final products and evaluations  


7. Ofsted: Intent, Implementation and Impact

Intent:
To provide a high-quality Design and Technology curriculum that develops practical skills, technical knowledge and creativity.
Implementation:
• Design & Technology Association guidance  
• Oak National Academy DT lessons  
• Use of sketchbooks to capture the full design process  
• Crumbles for programming and control  
• Strong emphasis on vocabulary and oracy  
Impact:
• Pupils confidently design and make functional products  
• Pupils understand and apply the design process  
• Pupils can explain, evaluate and improve their work  
• Pupils are prepared for KS3 Design and Technology  

