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INTENT

e To teach, develop, reinforce and apply design and technology skills as children progress through our school, promoting
significant levels of originality and the willingness to take creative risks to produce innovative ideas and prototypes.

e To provide experiences and learning to enhance the cultural capital of our children resulting in excellent attitudes to learning
and independent working through visits to museums, visiting designers and engineers, design briefs and enrichment weeks.

e To develop future citizens with a passion for the subject and knowledge of up-to-date technological innovations in materials,
products and systems

IMPLEMENTATION

e QOur design and technology curriculum is summarized in the following schematic.

e Thematic learning will provide different contexts for design and technology knowledge and skills learning as children progress
through school.

e Most work outputs will be evidenced in learning journeys and practical evidence.

e Adults will model the use of target vocabulary in a variety of contexts to assist transfer to long term memory over time.

IMPACT

e Classroom Monitor

e  Work scrutiny & Pupil Voice

e Range of practical experiences and other hooks for learning undertaken in each milestone cycle ensure that a wider
understanding in design and technology is gained.

e Children’s use of vocabulary in other subject contexts reflects knowledge and understanding of the subject and is seen through
book scrutiny, models and build projects and pupil voice.
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Early Learning Goal
AC Expressive Arts and Design - Creating with materials
e Safely use and explore a variety of materials, tools and techniques, experimenting with colour, design, texture, form and function.
e Share their creations, explaining the process they have used.
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Chutney

Display All learners to be given the opportunity to display their design and technology work for an audience, using carried mediums and scales to apply their techniques.




