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Burnham-on-Sea Infant School
'Nurturing Minds, Growing Potential, Enriching Futures'
 
Design and Technology Curriculum Overview
Curriculum Lead: Helen Lock




"Design is not just what it looks like and feels like. Design is how it works."
 Steve Jobs, co-founder of Apple, Inc.



Intent (curriculum design, coverage and appropriateness):
Our aim of the Design and Technology curriculum is to inspire our children to be curious about how things work.  We will support our children to think critically, seek to solve problems and be able to ask and answer questions. The children are equipped with the vocabulary that they need to understand the different aspects of design and technology. Lessons provide opportunities for children to explore, design, make and evaluate their own and others’ work. We want children to gain knowledge and skills through different experiences in the classroom. Through exploring key concepts of Structures, Mechanisms, Textiles and Foods all children are provided opportunities for hands on learning and problem solving based on real life contexts. Design and technology gives all children the opportunity to reflect on what they have learned through their practical exploration and then to use this knowledge to design and make their own product, before testing so that adjustments may be made. Children learn how to take risks whilst utilising a range of communicative skills to express and present their designs.
 
Implementation (curriculum delivery, teaching and assessment):
At Burnham Infants we feel it is vital to nurture creativity and innovation through design by exploring the designed and made world in which we all live and work. All pupils participate in engaging and purposeful DT opportunities. The children are encouraged to design, construct and evaluate in areas of structures mechanisms, food and textiles. Reception provides the core building blocks, including the development of fine and gross motor skills, alongside opportunities to explore using different construction materials. To ensure that high quality design and technology is taking place throughout the whole school we implement a curriculum which is progressive from EYFS through to Year 2. Design and Technology lessons are planned with a focus on knowledge and skills. All lessons have a strong focus on vocabulary which ensures that all children can talk using the appropriate language. The subject leader ensures that knowledge and skills within lessons are progressive through the school through monitoring and evaluating. 
 
Impact (attainment and progress):
Through DT, our children learn to take risks, become resourceful, innovative and enterprising individuals; preparing them for further deeper study at Key Stage 2. They explore the different key concepts, considering ways to re-design and re-construct to improve its overall success.  Children learn to be passionate and excited by the designing and making of products.  Learning is assessed through the analysis of the pupil’s ability to design, make, evaluate and improve their work with work recorded in our STEM floor books.
 
The Design and Technology lead at Burnham-on-Sea will;
· Help design the curriculum map and then to monitor to ensure that units are being taught at the correct time.
· Complete learning walks, speak to pupils about their learning and discuss with colleagues successes and barriers.
· Available to offer subject knowledge and advice when needed to support teaching staff in their understanding and delivery of D&T.

	Design and Technology Curriculum Overview

	Design and Technology in the EYFS
In Early Years we aim to provide children with the foundation skills for DT which can then be built upon as they move into KS1. Teaching through the Early Years Framework, all children are provided with a wide variety of opportunities to explore through play different construction and making materials. The development of fine and gross motor skills play a key part in preparing every child for their DT journey.

	Early Learning Goal Fine Motor Skills:
· Hold a pencil effectively in preparation for fluent writing – using the tripod grip in almost all cases;
· Use a range of small tools, including scissors, paint brushes and cutlery;
· Begin to show accuracy and care when drawing. 
	Early Learning Goal Creating with materials
· Use a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
· Share their creations, explaining the process they have used.
· Make use of props and materials when role playing characters in narratives and stories. 

	
	Autumn
	Spring
	Summer

	Fine Motor Skills (progression in skills – cutting)
Developing precision of movement including coordination, control and confidence when cutting with scissors
	Maintain a correct grip on scissors when positioned by an adult . Be able to open and close scissors.

Maintain a correct grip on scissors without assistance. Be able to open and close scissors using a controlled action. Hold paper and make small random snips.
	Cut straight lines across a page.

Cut simple curves and angled lines (one direction change) 

	Cut simple lines with more than one direction change (zig zag line). Cut out a circle.

Cut complicated shapes with straight and curved lines.

	Expressive art and design
3d sculture
	•	Model how to make salt dough. Introduce plasticine and putty in term 2. Demonstrate how to use small tools for malleable materials such as, rolling pins, knives, wire. 
•	Show how to use safely use equipment such as, staplers, glue sticks, glue guns, PVA glue, cello tape (including the use of dispensers), blue tack, split pins, paper clips, masking tape, double sided tape, string, hole punches, paste, nails, hammers or treasury tags.  
•	Provide a range of recyclable materials to construct with and organise by shape. Model how to effectively join recyclable materials using the above equipment and techniques such as, flange, slots and tabs through folding, cutting, and assembling.
	· Teach how to use clay, take care of clay and use clay tools. Consider red clay as it is more malleable and easer to take care of. 
· Label skills that you notice children using. For example roll, squeeze, push, cut, flatten, cut out and twist,
· Teach new skills. For example, spiral, pierce, indent, plait, thread and imprint. 
· Model how to join using slip: clay glue, score and mould. 
· Show children how to engrave. 
· Enhance the clay area with animals, sticks, big and small balls. 

	Choose at least one of the following: 
· Expose children to a sculptor. For example, Eva Ross Child, Barbara Hepworth, Henry Moore, Richard Long or Andy Goldsworthy. 
· Invite in a grandparent/parent who is a sculptor. 

Visit an art gallery/museum (in person or virtually). Following this, set up an art gallery/museum for parents to come in and see children’s sculptures (role play art gallery/museum).

	Expressive art and design
Texture and collage
	· Explain tactile texture (feel, appearance or consistency) through the various materials such as, sand and foam.
· Demonstrate threading around cardboard shapes.
· Model weaving on large fence/willow structures with ribbon. 
· Provide collage materials. For example, magazines, newspapers, fabric, tissue paper, natural materials, cotton wool, cotton buds, sticks, glitter and gems.
· Children to create a collaborative collage collated from outdoor environment (transient art). 
•	Model embellishing.
	· Show weaving up and over on cardboard. 
· Provide an opportunity for children to add to a given image using their collage skills. 
· Expose children to textile artists. For example, Anni Alburs or Nike Davies Okundaye. 
· Model how to make rubbings.

	· Show photographs that explain visual textile. 
· Demonstrate how to sew. 
· Show how to use a camera. Children to take their own photographs to enable them to create their own picture collage with purpose and reason. 


	In preparation for the Key Stage 1 curriculum pupils in the EYFS are given opportunities to develop their foundational knowledge of mechanisms, structures, textiles and food through continuous and enhanced provision opportunities. Examples of these are outlined below.

	Mechanisms
Opportunities to play with a wide range of toys, including small world, bikes and scooters to help children begin to understand how things work and move.
	Structures
Changes to explore a variety of construction materials, both in the inside and the outside environments to encourage building and joining together, experimenting with strength and height
	Textiles
Provision of a range of arts and craft opportunities and fine motor activities such as threading to develop creativity and skills such as cutting.
	Food
Use of materials such as playdough, the mud kitchen, sand and water activities and cutting tools to develop confidence and dexterity with a range of materials, exploring what happens when things are combined.

	Design and Technology at Key Stage 1

	The Key Stage 1 National Curriculum for Design and Technology indicates that 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 
When designing and making, pupils should 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 
· 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 in their products.
	How we teach Design and Technology:
At Burnham Infants design and technology is taught as discrete lessons (with links made to the wider curriculum as appropriate). Time is given to each concept of design, make and evaluate with technology knowledge embedded throughout.
Units on food and healthy eating are taught in during Healthy Eating Week each year.
All children have opportunity to develop foundational knowledge of mechanisms, structures, textiles and food in preparation for the Key Stage 2 curriculum.

	
	Autumn
	Spring
	Summer

	Year 1
	Mechanisms: Wheels and Axels
(Moon Buggies)
	Structures
(Windmills)
	Textiles – joining materials
(Puppet making)
Food – linked to PHSE/ Healthy Eating Week (Smoothie Making)

	Year 2
	Mechanisms: Pivots, levers and linkages
(Moving Monster)
	Structures 
(Bridges)
Textiles
(Sewing)
	Mechanisms: Levers and Sliders
(Moving Story book)
Food – links to PHSE – Healthy Eating Week
(Healthy Eating  Wraps)

	Design and Technology Curriculum Progression

	Each unit of work develops our pupil’s knowledge of 4 disciplinary concepts – design, make, evaluation and technical knowledge. Details of the substantive knowledge and disciplinary concepts are detailed below.

	
	Year 1
	Year 2

	Design
	Mechanisms: Wheels and Axels
I can draw and label a diagram of an axle, wheel and axle holder
I can fix a design so that the wheel can move
I can design a moving vehicle
I can label my design using appropriate vocabulary

Structures:
I know what a windmill is
I can describe the purpose of structures
I understand the importance of a clear design criteria
I understand what stable means and can ensure my structure has this property

Textiles:
I can design a puppet
I can build my design on a template

Food:
I can suggest what fruits and/or vegetables are in a drink
I can taste fruits and vegetables and describe their: Appearance/feel, Smell and Taste
I can make a choice as to what smoothie I will make and why
	Mechanisms: Pivots, levers and linkages
I can identify mechanisms in everyday objects
I can draw two moving monster designs that meet all points of my Design Criteria
My design includes the linkage I will use to make my monster move

Mechanisms: Levers and Sliders:
I can use the words: up, down, left, right, vertical and horizontal to describe movement
I can design my moving story book by deciding whether I will use a lever or a slider on each page and labelling the movement of each lever/slider

Structures:
I can identify natural and man-made structures
I can identify when a structure is more or less stable than another

Textiles:
I can design a fabric bookmark
I can design decorations for my product

Food:
I know that the most ideal ingredient combinations for my wrap will contain foods from more than one food group
I can design three possible wraps based on different combinations
I can create a final design of a healthy wrap

	Make
	Mechanisms: Wheels and Axels
I can make a wheel and axle mechanism
I can cut axle holders with scissors to the right size and tape to them to the body/chassis.
I can attach one wheel to each side of the axle and then thread through the axle holder.
I can attach the other wheel to other end of
the axle and secure in place



Structures:
I can follow instructions to cut and assemble the supporting structure of my windmill
I can cut and assemble my turbine correctly
I can attach my turbine to the axle and attach them to the structure of my windmill

Textiles:
I can join fabrics together
I can align two pieces of fabric
I can use joining methods to decorate my puppet

Food:
I know how to prepare fruit and vegetables
I can use a knife to cut safely
I know how to use a blender
I can make a smoothie
	Mechanisms: Pivots, levers and linkages
I can make my own linkages using card for levers and split pins for pivots
I know how to safely make holes in card
I can experiment with the linkages I make by changing the widths, lengths and thicknesses of card I use
I can design and make the features of my monster

Mechanisms: Levers and Sliders:
I can create moving models that use levers and sliders
I can make my moving story book by: drawing background pictures, drawing the moving parts, making levers and sliders for my moving parts, putting all my parts together to create my moving picture and making guides and bridges

Structures:
I can remember that bridges are structures and
need to be strong, stiff and stable
I know how to create joints and structures

Textiles:
I can thread a needle
I can decorate fabric using stitching

Food:
I know how to experience food through touch and smell
I can prepare food safely
I can make a healthy wrap

	Evaluate
	Mechanisms: Wheels and Axels
I can evaluate my design to make it even better
I can test my vehicle to check wheels turn correctly

Structures:
I can test that my turbine turns in the structure
I can evaluate my windmill according to the design
criteria
I can test whether my structure is strong and stable
I can test whether my turbine turns freely in the wind/when blown on

Textiles:
I can evaluate mine and others’ work

Food:
I can taste a smoothie and say what I like/dislike.
I can suggest improvements for a smoothie based on taste testing.
	Mechanisms: Pivots, levers and linkages
I can help devise a whole class Design Criteria for
what our Moving Dragon should do
I can evaluate how functional my monster is and whether it meets the Design Criteria

Mechanisms: Levers and Sliders:
I can evaluate my design against criteria.
I can review the success of my product by testing it
I can consider what I have learnt from making my moving story book

Structures:
I can evaluate my structure according to the design criteria

Textiles:
I can evaluate my own designs

Food:
I can consider and review food combinations
I can explain why I like a food combination

	Technical Knowledge
	Mechanisms: Wheels and Axles
I can identify what mechanism makes a toy or vehicle roll forwards
I know that in order for a wheel to move it must be attached to an axle
I can use appropriate vocabulary to describe which parts are moving or not

Structures:
I understand what a net is
I know that that the shape of materials can be changed to improve the strength and stiffness of structures
I know that cylinders are a strong type of structure that are often used for windmills and lighthouses
I understand that windmill turbines use wind to turn and make the machines inside work
I know that axles are used in structures and mechanisms to make parts turn in a circle
Textiles:
I know that different techniques may be used to join fabrics for different purposes
I know how to join fabric by pinning, stapling or gluing
I know how to use a template

Food:
I know how to determine if something is a fruit or a vegetable
I can name a number of fruits and vegetables
I know that fruits and vegetables grow on trees or vines, above and below the ground
	Mechanisms: Pivots, levers and linkages
I know that there is always an input and output in a mechanism
I understand that mechanisms are a collection of moving parts that work together in a machine
I understand that a lever is something that turns on a pivot
I understand that a linkage is a system of levers that are connected by pivots

Mechanisms: Levers and Sliders:
I understand that levers and sliders are mechanisms
I know that levers and sliders can make things move

Structures:
I know that shapes and structures with wide, flat bases or legs are the most stable
I know how to create joints and structures from paper/card and tape
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Textiles:
I know how to use a template
I know how to thread a needle and put a knot in the thread.
I know how to use neat and evenly spaced stitches (running stitch) to decorate fabrics

Food:
I know what ‘hidden sugars’ are
I know where to find the nutritional information on a drinks container
I know that there are five food groups
I know how to slice food safely using the bridge or claw grip
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