
Design and Technology      
at Malin Bridge 

‘Design and Technology is exploring, designing and making products 

to solve problems using a range of materials, tools and technology.’ 

Design and Technology is 
finding  out how things 
work and designing and 

making things. 

Vision 
Our vision for design and technology is to inspire 
pupils to be innovative and creative thinkers who 
have an appreciation for the product design cycle 

through ideation, creation and evaluation. We 
want pupils to develop the confidence to take 

risks, through drafting design concepts, modelling 
and testing, and to be reflective learners who    
evaluate their works and the work of others.  

Good is not enough if it can be better and better is 

not enough if it can be best. 

Intent 
For pupils to develop the skills and knowledge to be able to design and make high 

quality products for a purpose.  

To develop technical and practical expertise to succeed in the technological world 
and life beyond Malin Bridge. 

To develop skills to investigate, research and evaluate technological products. 

Develop essential practical life skills to learn how to cook.  

Know about great designers, makers, architects, engineers and chefs, and the        

impact they had on the world. 



     Design and Technology Concepts  
The Design and Technology curriculum focusses around these six key concepts.  

These concepts have been carefully selected  to ensure pupils not only retain essential facts but 

are able to understand and develop the practical skills needed to engage in the process of        

designing and making through building, refining and improving their work. These concepts also 

provide pupils with opportunities to discuss, critique and evaluate their own others’ work . 
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 Pupils  develop their understanding of these concepts through 

meaningful examples and repeated exposure in a range of       

contexts from EYFS to Y6, including the integrated resource.  The 

3D approach of the curriculum design ensures these concepts are 

revisited and built upon across other subjects areas in particular 

through Science, Computing, Art and Design and Mathematics. 

Over time pupils schemata will grow to develop a complex and 

rich understanding of these concepts.  

See the Curriculum Booklet for more information about the 3D 

curriculum. 



 Knowledge in Design and Technology 
Knowledge in DT is separated into two knowledge types: substantive knowledge and disciplinary 

knowledge.  Within the DT curriculum, both, substantive and disciplinary knowledge are             

intentionally deployed in combination with each other to ensure pupils not only know the what 

but also know the how and why. Disciplinary knowledge addresses the fundamental nature of DT 

as a discipline as well as exploring, investigating and evaluating the quality and value of existing 

products.  Substantive knowledge is further divided into two categories: theoretical and         

practical. Substantive knowledge details the precise theoretical information (about the design, 

make and evaluate process) pupils need in order for them to apply their knowledge practically to 

make something for someone for a purpose.  

Disciplinary Knowledge 

Design and Technology Curriculum 

Theoretical 

Practical 

Substantive Knowledge  

Knowledge about Design and Technology as a discipline which       

addresses the fundamental nature of Design and Technology. 

 The purpose and role of the development of technologies. Why people 

develop technologies? The worth and impact of technologies within the 

wider world.  Exploring, researching and evaluating the quality and 

value of existing technologies including notable technologists,          

analysing functionality , purpose and techniques.  

Theoretical knowledge of the Design, Make and Evaluate 

process including technical knowledge. 

Technical knowledge of properties of materials and           

technological designs. The purpose and role of the design, 

aesthetics; the needs and wants of a consumer and design 

briefs. How to make something and how it is constructed, 

assembled and finished. The process of evaluation to reflect 

and improve products.  

 

Practical knowledge and skills application of the Design, 

Make and Evaluate process.  

Design: exploded diagrams, prototypes, annotated   

sketches, design criteria  Make: joining, cutting, finishing, 

Evaluate: analyse and feedback successfulness considering 

functionality, purpose, techniques and skills application. 



Breadth and Depth  
All units across the curriculum ensure pupils explore DT through the repeated exposure of the 

key concepts: Diversity; Design; Make; Evaluate; Technical Knowledge; and Quality and Value 

through 6 areas of study: 

Mechanism; Structures; Cooking and Nutrition; Textiles; Digital World and Electrical systems. 

  

 

 

Not all of these areas of study are exclusively taught within a Design and Technology lessons. 

DT has strong links with other curriculum subjects and where appropriate and beneficial to the 

learning , aspects of these units are taught and consolidated through other subjects areas  

such as Science and Computing. (Please see curriculum cycle for more information.) 

The careful selection of which DT units will be taught where and when develops pupils        

generative knowledge enabling them to learn more, do more and remember more. Each unit 

acts as a building block to ensure the knowledge and concepts learned directly build on       

previous units and lay the foundations for what pupils will go on to learn both within Malin 

Bridge and KS3. All DT units are aligned with the National Curriculum and therefore enable 

children to meet the end of  key stage attainment targets.  

The breadth, depth and progression of Design and Technology at Malin Bridge has been captured 

within the DT Subject Story. This document details how the chosen DT units of study, ensure all 

pupils develop a comprehensive understanding of the concepts of DT to be able to explain the 

made world around them, how things work and design and make functional products for                       

a purpose.   



Skills Sheets 
There are skills sheets for each foundation subject, for each phase, detailing the key disciplinary 

knowledge and practical knowledge. These include what a child who is attaining typically, should 

be able to do by the end of their phase. They also include the key vocabulary which children 

should  be able to use. 

 Knowledge Sheets 
Each unit taught has a corresponding knowledge 

sheet which details the precise  theoretical 

knowledge that pupils will be taught. This      

provides consistency across all classes, so all 

children are exposed to the same knowledge. 

The knowledge listed is not all for memorisation; 

rather, it provides a context to support children 

in developing skills and practical knowledge.  

These documents also detail the prior 

knowledge children need to have in order to    

assimilate new knowledge into existing schema. 



Quality and Value  
Through research and exploration of past and present technologies, including key events and  

individuals in Design and Technology, pupils will develop a critical understanding of the purpose 

of technologies; their worth and their impact within the wider world and on daily life.  

Within the evaluation process, pupils will use the following questions to critically analyse                

and form judgments and opinions about products, technologists including their own                     

product designs.   



 Design and Technology in the Early Years 
Pupils in FS1 (Nursery) and FS2 (Reception) participate in Design and Technology through a    

combination of teacher-led activities as well as activities and experiences provided through    

continuous provision . The continuous provision provides opportunities to reinforce their 

knowledge through exploration and meaningful play to support the Early Learning Goals;      

Physical Development, Knowledge and Understanding of the World and Expressive Art and      

Design.  Early Years children will develop fine motor skills using a range of small tools and     

equipment; describe and observe the technological world around them and explore a range of       

materials, tools and techniques sharing their ideas and creations.  The Design and Technology 

aspects and knowledge to be taught within each topic is outlined with the knowledge sheets and 

continuous provision documentation.  

See the SEND booklet for more information. 

Adaptations for SEND  
We are deeply committed to providing an inclusive education that caters to the diverse needs of 

all our students, including those with Special Educational Needs and Disabilities (SEND). Our    

Design and Technology curriculum is thoughtfully adapted to ensure that SEND pupils receive 

the support and accommodations necessary to thrive academically and personally. Teachers 

know that technical terms and language in Design and Technology lessons can create barriers for 

pupils. Vocabulary is therefore taught explicitly at the start of new topics and pre-teaching of 

new vocabulary happens where needed. Teachers use knowledge  organisers and glossaries for 

support with new vocabulary. Dual coding, communication in print,  visual prompts and            

diagrams are incorporated within lessons to scaffolding design and making processes. Teachers 

provide pictorial and verbal opportunities to support evaluation of work and practical skills so 

pupils are clear. Teachers also ensure that all pupils, and especially those with SEND, have         

appropriate thinking time in order to respond in class discussions and debates. This approach is 

particularly helpful in increasing participation and build self-confidence.  



To build solid knowledge of diversity in 

design and technology, all phases have 

a continent assigned, which they use     

as an ‘anchor point’ across the whole 

curriculum. Phases use this to develop 

pupils’ understanding of a diverse 

range of inventors, designers             

engineers, chefs, architects and     

manufacturers, from a range of time 

periods. By the time pupils leave Malin 

Bridge, they should have a solid         

understanding of a wider range of      

technology from people of different                      

ethnicities, ages, religions, sexualities, 

genders and abilities. 

See the overview document for more detail. 

Diversity & Anti-racism 

Education 
The diversity school driver, along with the latest        

research in anti-racism education, underpins the      

Design and Technology curriculum from FS1 to Y6. The 

DT curriculum ensures that units delivered to pupils 

include a diverse range of voices and perspectives. 

Resources and texts represent a wide range of          

cultures, races, and backgrounds.  
 

All staff working with pupils have attended anti-racism 

training to reflect on their own biases and foster an       

inclusive and equitable learning environment, ensuring 

that all pupils feel respected, represented,                       

valued, and supported. 



Assessment: The Impact 
To help staff make a summative assessment of pupils achievement at key points during the      

academic year, there are clear skills and knowledge outlined that a child is expected to achieve 

by the end of each school phase. Children will only be assessed against what they have covered 

and teachers use their professional judgement to give a PITA (Point in Time Assessment) score;  

these range from 1-6. Please see the Curriculum booklet for more information. Teachers             

use class questioning, outcomes in books, discussions and the results of tests or quizzes to             

make this decision. 

Foundation subject assessment guidance 

sheets are available for Y1-Y6. These      

outline the Design and Technology units 

that have been covered for each year 

group and include appropriate attainment 

targets. These support teachers in          

assessing how well pupils can explain their           

substantive knowledge in the context the 

Design and Technology concepts. The     

assessment sheet contains an attainment 

descriptor of what a typical attaining child 

should be able to achieve by the end of 

the year. These, along with the knowledge 

sheets and skills sheets, help teachers to 

make their judgement.  

A range of formative assessment            

strategies are used to help teachers to    

reshape the learning to meet the needs of 

all pupils in their class and ensure the 

pitch of the lesson is appropriate.

See the Responsive Teaching section and the Impact section 

of the  Curriculum booklet for more information. 



 

Appendices  
(available on request) 

 
Design and Technology Subject Story 

Knowledge Sheets and Skills Sheets  

Assessment Guidance Sheets 

Curriculum Booklet 

Curriculum Overview 

  




