
Intent, Implementation and Impact Statement 

Design Technology 

Intent 

In teaching Design Technology at Dawley C of E Primary Academy we aim to prepare our pupils for 

a rapidly changing society. We believe DT education stimulates creativity and imagination through 

problem solving both as individuals and as members of a team, and the production of quality prod-

ucts. Therefore, we believe that it should be taught as an individual subject as well as incorporated 

into other curriculum lessons where appropriate. We aim to, wherever possible, link work to other 

curriculum areas such as mathematics, science, engineering, computing and art. The children are also 

given opportunities to reflect upon and evaluate past and present design technology, its uses and its 

effectiveness and are encouraged to become innovators and risk-takers. 

Our Christian Values and Distinctiveness, alongside our School Mission Statement of ‘Enriching 

learning, enriching life’ are at the heart of our curriculum and all that we do. 

Implementation 

Through a variety of creative and practical activities, we teach the knowledge, understanding and 

skills needed to engage in an iterative process of designing and making. We aspire for the children to 

work in a range of relevant contexts (for example home, school, leisure, culture, enterprise, industry 

and the wider environment). 

 

Early Years Foundation Stage 

During the EYFS pupils explore and use a variety of media and materials through a combination of 

child initiated and adult directed activities. They have the opportunities to learn to: 

 Joining different materials 

 Building and strengthening structures 

 Designing and building upon their own ideas 

 Creating small world environments 

 Reviewing and improving designs 

 

 

Key Stage 1 

In Key Stage 1 the children will learn to design purposeful, functional and appealing products that are 

based on design criteria. They will learn how to joins materials. They will make products by using a 

wide range of materials and develop the use of tools to cut, shape, join and finish. They will learn to 

evaluate products and suggest how it could be improved to be stronger, stiffer and more stable. 

They will learn to cook simple food with an emphasis on savoury dishes. 

 

 



Key Stage 2 

In Key Stage 2 the children will learn to design purposeful products that are aimed at particular 

individuals or groups. They will develop their ideas through detailed planning, evaluating product 

design, observational drawings and making prototypes. They will learn how to use different joining 

techniques. They will make products and learn how to use a wide variety of tools, equipment, ma-

terials and components. They will learn how to include mechanical, electrical and computer con-

trol into products. They will learn to design and cook food with an emphasis on savoury dishes. 

When designing and making, the children are taught to: 

Design 

 Use research and develop design criteria to inform the design of innovative, functional, ap-

pealing 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 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 ma-

terials, textiles and ingredients, according to their functional properties and aesthetic quali-

ties 

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 struc-

tures 

 Understand and use mechanical systems in their products 

 Understand and use electrical systems in their products 

 Apply their understanding of computing to program, monitor and control their products 

 

Progression 

Progression in DT  (across the Academy) will be assessed through work completed in pupils’ De-

sign Technology books, displays, written work and photographic evidence and recorder termly on 

DCPRO. Design Technology is also monitored by the subject leader throughout the year in the 

form of book monitoring, pupil voice (to discuss their learning and understanding and establish the 

impact of the teaching taking place), professional feedback and staff meetings.  

 



Impact 

We ensure the children: 

 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 and 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. Children will design 

and make a range of products. A good quality finish will be expected in all design and activities 

made appropriate to the age and ability of the child. 
 

Key objectives of intent within the Design Technology Curriculum based on the Na-

tional Curriculum 2014 guidance: 

 Products are to be made for a purpose. 

 Individuality should be ensured in children’s design and construction of products. 

 Delivery of the two strands: Designing and Making and Cooking and Nutrition. 

 More emphasis to be given on creating ‘innovative’ products in KS2. 

 Teaching the importance of making on-going changes and improvements during making stages. 

 Looking into seasonality of ingredients and how they are grown, caught or reared. 

 The introduction of computing and coding of products in KS2. 

 Researching key events and individual designers in the History of Technology in KS2. 


