
Design and technology at Clifton Primary School 

Subject leads: Ayesha Ali and Bethan Henry  

Intent and rationale 

The intention of the design and technology curriculum at Clifton is to encourage children to 

learn, to think and intervene creatively to solve problems both as individuals and as members 

of a team. At Clifton, we endeavour that the design and technology curriculum combines 

skills, knowledge, concepts and values to enable children to tackle real problems. 

Through the use of IPC, we have carefully chosen the order in which topics are taught at 

Clifton. In the Early Years Foundation Stage, the children use various construction materials 

with a purpose in mind. They learn to select appropriate tools and techniques needed to 

shape, assemble and join materials. These skills are built upon in key stage 1 where children 

design and make a toy vehicle for a young child in the ‘From A to B’ topic. Following a 

similar theme, the children in lower key stage 2 make a toy for a toddler to play with on an 

aeroplane in the ‘Gateways to the World’ topic. The children are encouraged to think 

carefully about the similarities and differences between each project during the design 

process. As they move into upper key stage 2, the children look at moving parts through the 

designing and building of a dinosaur toy. This will expand their knowledge of moving 

components. Children will research topics well before designing a brief. This will give them 

a far more in-depth understanding of the project in hand. In Year 5, the children study the 

Victorians. They look at the day-to-day lives and historical impact of this historical period 

before going onto creating a light source.  

Through a well thought-out and effective design and technology curriculum, we want the 

children to have clear enjoyment and confidence, which they will then apply to other areas of 

the wider curriculum. Children will ultimately know more, remember more and understand 

more about design and technology, demonstrating this knowledge when using tools or skills 

in other areas of the curriculum and in opportunities outside of school. As designers, 

children will develop skills and attributes that they can use beyond school and into 

adulthood. 

Implementation 

Our Design and Technology curriculum is built around essential knowledge, understanding 

and key skills. These are broken into year group expectations and show clear continuity and 

progression. All teaching of design and technology follows the design, make and evaluate 

cycle.  The design process should be relevant in context, to give meaning to learning. While 

making, children should be given choice and a range of tools to choose freely from. When 

evaluating, children should be able to evaluate their own products against a design criteria. 

Each of these steps should be rooted in technical knowledge and vocabulary. 

Wherever possible, we involve children in 'real' design and technology activities, e.g. 

researching a local environmental problem, a design brief with a real-life situation or use of 

the Internet to investigate a current issue. Teachers are encouraged to consider opportunities 

available to use the school grounds and the local area for fieldwork which will enable 



children to base learning on first-hand experiences. Teaching methods encourage the 

involvement of the children and aim to increase their communication skills, both verbal and 

written.  


