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1. Legal Framework  

 
This policy has due regard to statutory legislation, including, but not limited to, the 

following:  

 DfE ‘Design and Technology programmes of study: key stage 2’ 2013 

 
2. Whole school curriculum intent and subject intent 

Bolsover Church of England Junior School is an inclusive school where we aim to meet 
the unique needs of individual pupils whilst supporting them in fulfilling ambitions and 
striving to be the best that they can be regardless of background, special needs or 
disability. 

 

Here at Bolsover Church of England Junior School, we believe that a happy pupil is a 
good learner and that happiness as well as mental and physical wellbeing should be 
ends in themselves. We provide a warm and caring environment that nurtures 
confidence, self-esteem, kindness and support whilst challenging our pupils to develop 
resilience and perseverance and to be respectful of beliefs, customs and practices of 
others. 

 

When planning our curriculum, at the very forefront, is the absolute desire to excite and 
challenge all pupils whilst providing them with the essential knowledge, understanding 
and skills necessary for the opportunities, responsibilities and experiences they will 
undoubtedly face in life beyond Bolsover. Underpinning this is our school’s vision. We 
value every child and every moment and therefore our curriculum is designed to ensure 
that our pupils can be the best that they can be by providing them with the building 
blocks of what they need to know and be able to do to succeed. 

 

 Our curriculum allows for pupils to experience life in all its fullness - it goes beyond 
Bolsover and helps them to develop a good understanding of their role in society and the 
world in which they live recognising and appreciating the past, present and future. 

 

At Bolsover Church of England Junior School, we aim for our Design Technology high-
quality curriculum to be inspiring, rigorous and practical.  Using creativity and 
imagination, pupils will design and make products that solve real and relevant problems 
within a variety of contexts. We aim to, wherever possible, link to other disciplines 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 encourage to become innovators and risk-takers.  From 
their starting points we aim for all children to access Design Technology at Bolsover C of 
E Junior School. This will provide the foundations needed to support the transition into 
secondary school and beyond. 

 



 

 

3. Purpose of Study  

Design and technology is an inspiring, rigorous and practical subject. Using creativity and 
imagination, pupils design and make products that solve real and relevant problems 
within a variety of contexts, considering 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. Pupils learn how to take risks, 
becoming 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. High-quality design and 
technology education makes an essential contribution to the creativity, culture, wealth 
and well-being of the nation.   
 
 
4. Aims 

Design and technology is a practical subject.  
  

 We aim to prepare pupils to participate in tomorrow’s rapidly changing technologies. 

 To provide opportunities for all the children to design and make quality products.  

 To provide children with the opportunity to explore food and cooking techniques along 
with healthy eating and environmental issues within food production.   

 To develop design and making skills, knowledge and understanding to the best of 
each child’s ability; using and selecting a range of tool, materials and components. 

 To become creative problem solvers as individuals and members of a team.  

 To be able to use computing in conjunction with the Designing and Making process.  

 To develop an ability to criticise constructively and evaluate their own products and 
those of others.  

 To help the children develop an understanding of the ways people in the past and 
present have used design to meet their needs. To reflect on and evaluate such 
techniques, its uses and effects.  

 To prepare the children for living in a multi-cultural society by teaching consideration 
for other culture which will be both important and beneficial.  
 

 
5. Progression of Skills  

 
In order for the pupils to become increasingly proficient in design and technology, we 
have mapped out the focus skills across the Key Stage 2 phase. Skills are also practised 
in other areas of the curriculum that pupils have the opportunity to apply the taught 
concepts. The progression in skills has been identified using our ‘Progression in skills 
document’, which highlights age related expectations in each skill.  
 
 
 
 
 
 
 

 



 

 

6. Breadth of Study  

Designing:  
• Work within different contexts such as story-based, home, school, playground. 
• Generate ideas from existing examples.  
• Begin to talk about their designs. 
Making:  
• Shows some planning skills by suggesting what to do next. 
• Begins to follow safety procedures.   
• Selects from a range of materials and components. 
Evaluating:  
• Begin to talk about their design ideas and what they are making.  
• Think about how to make their products better.   
• Begin to explore what products are, who they are for, how they are used, where they 

are from 
Technical Skills  
• Pupils recognise that a range of technology is used in places such as homes and 

schools.  
• Select and use technology for particular purposes.   
• Show an interest in toys with buttons and mechanisms.   
• Begin to know about the simple working characteristics of materials and components.   
• Begin to understand the movement of simple mechanisms such as levers, sliders and 

wheels.   
• Know that food ingredients should be combined according to their sensory 

characteristics 
Cooking and Nutrition  
• Begin to recognise that food comes from plants or animals.  
• Food is farmed, grown elsewhere or caught.  
• Begin to name and sort foods into the five groups in ‘The Eatwell Plate.’   
• Begin to recognise that everyone should eat at least five portions of fruit and 

vegetables every day.  
• Start to prepare simple dishes.   
• Use techniques e.g. cutting and peeling 
 
 
 
7. KS1 – Art and Design  

  
Through a variety of creative and practical activities, pupils should be taught 
the knowledge, understanding and skills needed to engage in an iterative process of 
designing and making. They should work in a range of relevant contexts, (for example 
the home and school, gardens and playgrounds, the local community, industry and the 
wider environment).  

When designing and making, pupils should be taught to:  
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, (or 
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  

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.  

  
National Curriculum requirements for food and Nutrition at KS1 
As part of their work with food, pupils should be taught how to cook and apply the 
principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also 
open a door to one of the great expressions of human creativity. Learning how to cook is 
a crucial life skill that enables pupils to feed themselves and others affordably and well, 
now and in later life.  
 
Pupils should be taught to: 
• use the basic principles of a healthy and varied diet to prepare dishes  
• understand where food comes from.  
 
8. KS2 – Art and Design  

 
Within key Stage 2 key events and individuals that have influenced the world of Design 
Technology are teaching focuses that are to be covered.  
The use of computer programmes and applications are also a key focus to be utilised by 
children in their design of their products. 
  
National Curriculum requirements at Key Stage 2 
Through a variety of creative and practical activities, pupils should be taught the 
knowledge, understanding and skills needed to engage in an iterative process of 
designing and making. They should work in a range of relevant contexts, for example, 
the home, school, leisure, culture, enterprise, industry and the wider environment.  
  
When designing and making, pupils should be taught to:  
Design  
•   Use research and develop design criteria to inform the design of innovative, functional, 
appealing 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, 
such as 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 their functional properties 
and aesthetic qualities  



 

 

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 structures that 
are more complex  
•   Understand and use mechanical systems in their products, (for example as gears, 
pulleys, cams, levers and linkages) 
•   Understand and use electrical systems in their products, (for example series circuits 
incorporating switches, bulbs, buzzers and motors)  
•   To apply their understanding of computing to programme, monitor and control their 
products. 
  
National Curriculum requirements for food and nutrition at KS2  
As part of their work with food, pupils should be taught how to cook and apply the 
principles of nutrition and healthy eating. Instilling a love of cooking in pupils will also 
open a door to one of the great expressions of human creativity. Learning how to cook is 
a crucial life skill that enables pupils to feed themselves and others affordably and well, 
now and in later life.  
 
Pupils should be taught to:  
• 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  
• To understand seasonality, and know where and how a variety of ingredients are 
grown, reared, caught and processed.  

 
 

9. Roles and responsibilities  

  
The subject leader is responsible for: 
 

 Preparing policy documents, curriculum plans and schemes of work for the 

subject.  

 Monitoring the learning and teaching of Design and Technology, providing 

support for staff where necessary.  

 Ensuring the continuity and progression from year group to year group.  

 Encouraging staff to provide effective learning opportunities for pupils. 

 Helping to develop colleagues’ expertise in the subject.  

 Organising the deployment of resources and carrying out a regular audit of all 

Design and Technology-related resources.  

 Liaising with teachers. 

 Communicating developments in the subject to all teaching staff and the senior 

leadership team (SLT), as appropriate.  



 

 

 Leading staff meetings and providing staff members with the appropriate 

training.  

 Organising, providing and monitoring CPD opportunities in the subject.  

 Advising on the contribution of art and design to other curriculum areas, 

including cross-curricular and extra-curricular activities and enhanced 

provision / challenge-based learning.   

The class teachers are responsible for: 

 Acting in accordance with this policy.  

 Ensuring progression of pupils’ design skills, with due regard to the national 

curriculum.  

 Planning lessons effectively, ensuring a range of teaching methods are used 

to cover the content of the national curriculum.  

 Liaising with the subject leaders about key topics, resources and support for 

individual pupils.  

 Monitoring the progress of pupils in their class and reporting this on an annual 

basis to parents.  

 Reporting any concerns regarding the teaching of the subject to the subject 

leader or a member of the SLT.  

 Undertaking any training that is necessary in order to effectively teach the 

subject.  

 

The special educational needs coordinator (SENDCO) is responsible for: 

 Liaising with the subject leader in order to implement and develop specialist 

design and technology-based learning throughout the school. 

 Organising and providing training for staff regarding the art curriculum for 

pupils with special educational needs and disabilities (SEND).  

 Advising staff how best to support pupils’ needs.  

 Advising staff on the inclusion of musical objectives in pupils’ individual 

education plans.  

 Advising staff on the use of teaching assistants in order to meet pupils’ needs.  

 

The Headteacher is responsible for:  

 

 Holding the subject leader to account for pupils’ attainment in Art and Design.  

 Assisting the subject leader in reviewing and updating this policy annually. 

 Supporting the subject leader in identifying CPD opportunities for 
themselves and classroom teachers.  

 Promoting the needs of all pupils and ensuring they can access a well-
rounded and inclusive curriculum.  

 

 



 

 

10. Equal opportunities (Inclusion) 

Differentiated activities across the school will take account of the children’s differing 

needs and abilities (working toward national standard, at national standard and working 

at greater depth within the national standard) ensuring all children have access to the 

curriculum at the appropriate standard. Children with special educational needs are 

supported to enable them to achieve the learning objective. (see the Special Educational 

Needs Policy and the Equal Opportunities Policy for details) 

 

 

11. Cross-curricular links – Art and Design 

English  

Design and technology contributes to the teaching of Literacy in our school by providing 

valuable opportunities to reinforce what the children have been doing during their Literacy 

lessons. Discussion, drama and role-play are important ways that we now employ for the 

children to develop an understanding that people have different views about design and 

technology. The evaluation of products requires children to articulate their ideas and to 

compare and contrast their views with those of other people. Through discussion, children 

learn to justify their own views and clarify their design ideas.  

Maths  

In Design and Technology we use Maths to help use create nets of shapes in order to 

create packaging. Numerical equipment is also used in Design and Technology lessons 

when weighing and measuring. 

Computing  

We use ICT to support design and technology teaching when appropriate. Children use 

software to enhance their skills in designing and making, and use draw-and-paint programs 

to model ideas and make repeating patterns. Children use word processing package to 

plan and evaluate work through the design process and to collect information to help 

present their designs through draw-and-paint programs.   

Science  

Science helps us in Design and technology lessons to look at and drawing electrical 

circuits. It also helps us to think more about using materials to create structures which 

withstand a force. 

PSHE & SMSC  

Design and technology contributes to the teaching of personal, social and health education 

and citizenship. We encourage the children to develop a sense of responsibility in following 

safe procedures when making things. They also learn about health and healthy diets. Their 

work encourages them to be responsible and to set targets to meet deadlines, and they 



 

 

also learn through their understanding of personal hygiene, how to prevent disease from 

spreading when working with food. 

12. Cultural Capital  

‘The essential knowledge that pupils need to be educated citizens, introducing them to 
the best that has been thought and said and helping to engender an appreciation of 
human creativity and achievement.’  
 

Design Technology contributes to the school’s aims to promote cultural capital. 
Examples of this can be found on the subject’s curriculum overview page.  
Through learning in Design Technology, it is intended the children gain the qualities they 
need to flourish in society.  
Through learning in Design Technology, we aim for children to develop positive personal 
traits, dispositions and virtues that inform pupils’ motivation and guide their conduct.  

 
 Children have access to key knowledge, language and meanings in order to 

understand and readily apply to their work in DT and across the wider curriculum. 

 Educational Visits will make links to DT and be made to develop the children’s 
learning experiences. Children will achieve age related expectations in DT. 

 Children will retain knowledge about their journey and the outcomes for each unit 
of work. 

 Children will understand what being an engineer, designer and architect means. 

 Children will learn British Values and PSHE and revisit the importance of our world 
and how it should be treated. 

 The creativity of our pupils needs channelling into a field where they learn to 
empathise with others and create solutions for others' problems, not just their own. 
They will benefit from taking a design brief and designing a product that meets the 
needs of others. Additionally, our pupils do not always have the ability to see a 
process through from start to finish. By learning design and technology, pupils will 
develop perseverance to design, make, test, evaluate and amend their creations, 
seeing the rewards of sticking at something for its entirety. With regards to food 
education, our pupils do not always have balanced meals at home and have 
experience of cooking their own food. By studying food education, pupils will learn 
what makes a balanced diet as well as how to cook staple meals for themselves. 

 

13. Teaching and Learning 

The teaching of Design and Technology offers opportunities to support the social 

development of our children through the way we expect them to work with each other in 

lessons. Our groupings allow children to work together, and give them the chance to 

discuss their ideas and feelings about their own work and the work of others.   Through 

their collaborative and co-operative work across a range of activities and experiences in 

design and technology, the children develop respect for the abilities of other children and 

a better understanding of themselves. They also develop a respect for the environment, 

for their own health and safety and for that of others. They develop their cultural 



 

 

awareness and understanding, and they learn to appreciate the value of differences and 

similarities. A variety of experiences teaches them to appreciate that all people are 

equally important, and that the needs of individuals are not the same as the needs of 

groups. 

 

14. Planning 

At Bolsover Church of England Junior School, design and Technology is taught through a 
topic approach. Our curriculum is carefully planned to engage and excite all our learners. 
Our long-term and medium-term plans map out the themes covered each term for each 
year group. These plans define what we will teach and ensure an appropriate balance 
and distribution of work across each term. 
 
15. Assessment and reporting 

As with all areas of the curriculum, assessment is an integral part of the teaching 

process. Class teachers should keep records of work carried out, and levels of 

achievement of the work.  Photographs are a useful tool to keep, as a reminder of pupil’s 

achievement.  

Formative assessment is used to guide the process of individual pupils in Design and 

Technology.  It involves identifying each child’s progress in each aspect of the 

curriculum, determining what each child has learnt and what should therefore be the next 

step in their learning.  Formative assessment is mostly carried out informally by the 

teachers in the course of their teaching and should be based on the identified 

assessment opportunities. Children’s progress in Design and Technology is reported to 

parents through the pupil annual report and consultation meetings throughout the year. 

 

Assessment should be undertaken to support the teaching of the curriculum (quality first 
teaching).  
Assessment should not drive teachers towards excessive individualisation or 
differentiation or interventions that are very difficult to achieve effectively without lowering 
expectations for some pupils and/or unnecessarily increasing teacher workload.  
An assessment can only ever be said to be valid for a particular purpose, or purposes, 
rather than ‘in general’.  
Assessments need to be fit for purpose.  
Teachers need to make careful inferences about pupils’ progress by triangulating the 
results of different sorts of formal and informal assessments and other useful and 
relevant information.  
Assessment information is only ever a starting point. 
Leaders always prioritise looking at the progress and attainment of children in the school 
through first-hand evidence, such as lesson observations, work scrutiny and 
conversations with staff and pupils.  
The curriculum is the progression model – in other words, progress is made through 
knowing more and remembering more. Data is the way of measuring that outcome. 

 

16. Recall 

Fluency or automaticity requires overlearning through repeated recall – taking pupils well 



 

 

beyond the point of accuracy. Within Design Technology, this takes the form of quizzes, 
speedy recaps, and pre and post teaching.  

 
17. Careers  

As technology continues evolving and becoming essential in many different fields, there 
are more and more ways in which creative individuals can combine an interest in both 
technology and design in their career such as: 

 Graphic Designer 
 Software Developer 
 Fashion Designer 
 Civil Engineer 
 Chef 
 Electrician 
 Quantity Surveyor 

18. Resources and equipment 

Our school has a wide range of resources to support the teaching of design and 

technology across the school. With specialised equipment being kept in the design store 

cupboard.   

19. Monitoring and Review  

The Governing Body reviews this policy every three years.  
Any changes made to this policy will be communicated to all stakeholders.  
  
All members of staff are required to familiarise themselves with all processes and 
procedures outlined in this policy as part of their induction programme.  
  


