
 

Holy Family Catholic Primary School   
Design and Technology INTENT  

  EYFS  KS1  LKS2  UKS2   

Purpose of study   

  

 - Children can experiment and develop their 
own ideas and creativity at their pace and 
through their interests. Through this process 
the children will learn to problem solve and 
evaluate their own designs. 
  

- Using creativity and imagination, pupils 
design and make products that solve real and 
relevant problems within a variety of contexts. 

- They will draw on disciplines such as 
mathematics, science, engineering and art to 
support their designs.  

 

 - Using creativity and imagination, pupils 
design and make products that solve real and 
relevant problems within a variety of contexts. 
 
-They will consider their own and others’ 
needs, wants and values.  
 
-They acquire a broad range of subject 
knowledge and draw on disciplines such as 
mathematics, science, engineering, computing 
and art.  
 
 
 
 

- Through the evaluation of past and present 
design and technology, they develop a critical 
understanding of its impact on daily life and 
the wider world. 

 

 - Using creativity and imagination, pupils 
design and make products that solve real and 
relevant problems within a variety of contexts. 
 
- They will consider their own and others’ 
needs, wants and values.  
 
-They will acquire a broad range of subject 
knowledge and draw on disciplines such as 
mathematics, science, engineering, computing 
and art. 
  
-Pupils will learn how to take risks, become 
resourceful, innovative, enterprising and 
capable citizens.  
 
-Through the evaluation of past and present 
design and technology, they develop a critical 
understanding of its impact on daily life and 
the wider world. 
  
- They will understand how a high-quality 
design and technology education makes an 
essential contribution to the creativity, culture, 
wealth and well-being of the nation. 

 



Aims  
  

- Children to begin to develop the basic skills 
and language needed to design and make their 
own pieces of design across a wide range of 
provision activities.   
 

- Continue to develop the creative, technical 
and practical expertise needed to perform 
everyday tasks confidently and to participate 
successfully in an increasingly technological 
world.  
 
- Begin to develop a range of knowledge, 
understanding and skills in order to design and 
make prototypes and products for a wide 
range of users.  
 
 
- Test other products and evaluate.  
 
- Evaluate their own work.  
 
 
- Know the difference between healthy and 
unhealthy food.  
 
- Understand and apply the principles of using 
healthy food in a product. 
 
- Learn how to produce a healthy product.    
  

 - Continue to develop the creative, technical 
and practical expertise needed to perform 
everyday tasks confidently and to participate 
successfully in an increasingly technological 
world  
 
-Continue to build on and apply knowledge, 
understanding and skills in order to design and 
make high-quality prototypes and products for 
a wide range of users  
 
 
-Critique, evaluate and test other products.  
 
-  Critique, evaluate and test their own ideas 
and products.  
 
-Understand and apply the principles of 
nutrition; including healthy foods and the 
different food groups.    
 
 
 
- Learn how to cook simple products. 

 - Apply a creative, technical and practical 
expertise needed to perform everyday tasks 
confidently and to participate successfully in an 
increasingly technological world 
  
 
-Children to apply their repertoire of 
knowledge, understanding and skills in order to 
design and make high-quality prototypes and 
products for a wide range of users.  
- Critique, evaluate and test other products. 
 
- make comparisons.  
 
 - Understand the nourishment or energy that 
is obtained from food consumed. 
 
- Understand the amount of nourishment and 
energy needed for a healthy diet.  
 
 
 
 
 - Learn how to cook simple nutritious 
products.   

Learning objectives to be 
covered in each key 
stage.   

 30 – 50 
- Explore colour and how colours can be 
changed. 
- Understand lines can be used to enclose a 
space, and then begin to use these shapes to 
represent objects. 
- Describe the texture of 
things. 
- Use various construction materials. 
- Construct, stacking blocks vertically and 
horizontally, making enclosures and creating 
spaces. 
- Join construction pieces together to build. 
40 – 60 
- Experiment to create different textures. 
- Understand that different media can be 
combined to create new effects. 
- Manipulate materials to achieve a planned 
effect. 
- Construct with a purpose in mind, using a 
variety of 

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 [for 
example, cutting, shaping, joining and 
finishing]  
 
- Select from and use a wide range of materials 
and components, including construction 
materials, textiles and ingredients, according to 
their characteristics  

 Design  
-Use research and develop design criteria to 
inform the design of innovative, functional and 
appealing products. 
 
- Design products that are fit for purpose and 
aimed at particular individuals or groups.  
 
-Generate, develop, model and communicate 
their ideas through discussion, annotated 
sketches, prototypes and pattern pieces.   
 
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 
materials, textiles and ingredients, according to 

Design  
-Use research and develop design criteria to 
inform the design of innovative, functional and 
appealing products. 
 
- Design 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 and exploded 
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 



resources. 
- Uses simple tools and techniques 
competently and appropriately. 
- Select appropriate resources and adapts work 
where necessary. 
- Select tools and techniques needed to shape, 
assemble and join materials they are using. 
 
Early Learning Goal 
- Safely use and explore a variety of materials, 
tools and techniques. 
 
- Experiment with colour, design, texture, form 
and function. 

 
 
 
 
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 [for example, 
levers, sliders, wheels and axles], in their 
products.  
 
 
 
 
 
 
 
 
 
Cooking and nutrition  
 
-Use the basic principles of a healthy and 
varied diet to prepare dishes  
 
-Understand where food comes from. 

their functional properties and aesthetic 
qualities. 
 
 
Evaluate  
-Investigate and analyse a range of existing 
products  
 
-Evaluate ideas and products against their own 
design criteria and consider the views of others 
to improve their work.  
 
 
 
 
 
Technical knowledge  
-Apply their understanding of how to 
strengthen, stiffen and reinforce more complex 
structures.  
 
-Understand and use mechanical systems in 
their products [for example, gears, pulleys, 
cams, levers and linkages]  
 
-Understand and use electrical systems in their 
products [for example, series circuits 
incorporating switches, bulbs, buzzers and 
motors]  
 
 
 
 
Cooking and nutrition  
 
-Understand and apply the principles of a 
healthy and varied diet.  
 
-Prepare and cook a variety of predominantly 
savoury dishes using a range of cooking 
techniques.   

 

materials, textiles and ingredients, according to 
their functional properties and aesthetic 
qualities. 
 
Evaluate  
-Investigate and analyses 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 
structures  
 
-Understand and use mechanical systems in 
their products [for example, gears, pulleys, 
cams, levers and linkages]  
 
-Understand and use electrical systems in their 
products [for example, series circuits 
incorporating switches, bulbs, buzzers and 
motors]  
 
-Apply their understanding of computing to 
program, monitor and control their products.  
 
Cooking and nutrition  
 
-Understand and apply the principles of a 
healthy and varied diet  
 
-Prepare and cook a variety of predominantly 
savory dishes using a range of cooking 
techniques  
 
-Understand seasonality, and know where and 
how a variety of ingredients are grown, reared, 
caught and processed.  

 



    

 

Curriculum  
Coverage   
  
  

Year 1  Year 3  Year 5  

Communities 
 
Free standing structures.  
 -  Playground equipment.  
 

 Communities 
 
Mechanical Systems, levers and linkages. 
 

 Communities 
 
Textiles/CAD 
– William Morris printed textiles.  
 

Journeys  
 
Mechanisms, sliders and levers 
- Toys  
 

 Journeys  
 
Electrical Systems, simple circuits and switches.  
 

 Journeys  
 
Electrical Systems, More complex switches and circuits 
 

 Festivals 
 
Food preparation  
- Fruit kebabs and salad.  
 

Festivals   
 
Healthy and varied diet – Healthy packed lunch for a trip. 
Sandwich and tray bake.  
 

 Festivals  
 
Mechanical Systems, Cams 
 

Year 2  Year 4  Year 6  

Communities 
 
Textiles, templates and joining techniques  
- Christmas decoration  
 

Communities 
 
Mechanical Structures, Shell structures using computer-aided 
design. 
 

 Communities 
 
Food Technology, celebrating culture and seasonality.  
- Harvest festival veg casserole in a slow cooker.  
 

 Journeys  
 
Mechanisms, wheels and axles  
– Car project 
 

 Journeys  
 
Electrical Systems, Simple programming and control. 
 

 Journeys  
 
Textiles, combining different fabric shapes  
– Detailed Christmas decorations. 
 

Festivals 
 
Food preparation 
- Vegetable and fruit smoothies. 

Festivals 
 
Textiles,  2-D shape to 3-D product  
– Olympic mascot.  
 

Festivals 
 
Frame structures and mechanical Systems, pulleys or gears. 
 – Mini obstacle course  
 

  

  


