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What do we want students to learn and remember?
	
	Curriculum Delivered across the academic year

	EYFS/KS1
	The EYFS/KS1 Design Technology Curriculum at Abbot’s Lea School supports students to develop the prerequisite skills needed to access the National Curriculum as they transition into Key Stage 2. The information below outlines the most relevant statements taken from the Early Learning Goals in the EYFS Statutory Framework and the Development Matters guidance for Three and Four-Year-Olds and Reception children, which align with the programme of study for Design and Technology.

In the Early Years, children begin developing the foundations of design and technology through exploration, creativity and practical experiences. At ages 3 and 4, children engage in a wide range of construction, modelling and making activities using materials such as blocks, recycled resources, playdough and craft materials. They learn to explore how things work, investigate different materials and begin making choices about the tools and resources they use. Through guided play, children develop fine motor skills, learn to join and combine materials, and begin to talk about their ideas and creations. As they move through our EYFS/KS1 provision (Reception to Year 2), children deepen their understanding by planning, designing, building and evaluating simple products. They experiment with different materials and techniques, create structures, use tools safely, explore mechanisms and develop confidence in solving practical problems. Adults model and encourage the use of appropriate vocabulary linked to design and technology, including words such as “design”, “make”, “build”, “join”, “evaluate” and “improve”. By the end of Reception (Year 2 at Abbot’s Lea School), the Early Learning Goals expect children to confidently create with a range of materials, explain the processes they have used and demonstrate increasing independence when designing and making purposeful products. These early experiences provide the foundation for more formal design and technology learning in Key Stage 2.

The Early Learning Goals in Physical Development, Understanding the World and Expressive Arts and Design establish key skills and concepts that lead directly into our Year 3 Design Technology curriculum. Children are expected to use tools safely and effectively, select appropriate materials, solve simple practical problems, create models and structures, and communicate their ideas through designing and making. Building on this, our Year 3 Design Technology curriculum teaches students to follow the design process of designing, making and evaluating products for specific purposes. Students learn to develop and communicate ideas, select and use suitable materials and components, investigate mechanisms and structures, and evaluate and improve their work. They also begin to understand how design and technology is used in everyday life to solve problems and meet human needs. Students develop confidence using subject-specific vocabulary and apply creative and practical skills to a range of projects. This progression ensures a smooth transition from the exploratory, play-based experiences of EYFS/KS1 to the more structured design and technology curriculum in Year 3.


	
	Topic One
	Topic Two

	Year 3
	Moving Mini Beasts

Students can design and create a picture that includes a moving mechanism using a range of simple mechanical systems. They can construct sliding mechanisms and understand how movement is created through controlled motion. Students can design and build wheel mechanisms and apply these to make a mini beast–themed moving picture. They can use levers and pivots to create movement and demonstrate their understanding of how mechanical systems work. Students can apply their knowledge to produce a functional moving picture that shows creativity and purpose. They can also evaluate their finished mini beast moving picture, reflecting on what worked well and how it could be improved.



	Stable Structures

Students can design and plan a stable structure, considering how it will be strong and fit for purpose. They can follow a design plan to make a product, applying their ideas through practical construction. Students can explore the features of stable structures, including toy garage designs, to understand how different elements provide strength and support. They can investigate a range of materials and make informed choices based on the needs of their final product. Students can apply their understanding to create a finished structure that is both functional and stable. They can also evaluate their product, reflecting on its success and suggesting ways it could be improved.


	Year 4
	Vehicles

Students can design and make a vehicle based on a clear design, using their ideas to create a functional model. They can investigate a range of vehicles and understand their different uses and key features. Students can explore how wheels, axles and chassis work together to create movement and stability. They can investigate different ways of constructing and decorating the body of a vehicle to improve its appearance and function. Students can apply their learning to build a finished product that reflects their design choices. They can also evaluate their vehicle, identifying strengths and suggesting improvements.

	Puppets

Students can design a glove puppet and use their ideas to create a clear plan for making. They can follow a design to construct a puppet using appropriate materials and techniques. Students can investigate a range of puppets and explore their different features and purposes. They can work with fabric to create a finger puppet, developing creativity and precision in their making. Students can develop and practise basic sewing skills to join materials securely and safely. They can also evaluate their finished puppet, reflecting on its success and suggesting improvements.

	Year 5
	Mechanical Posters

Students can use research to develop clear design criteria and create innovative, functional, and appealing products that are fit for purpose and aimed at specific users or groups. They can generate, develop, and communicate their ideas through discussion, sketches, diagrams, prototypes, and digital design tools. Students can select and use a wide range of materials and components, choosing appropriately based on their functional and aesthetic properties. They can evaluate their ideas and finished products against their own design criteria and use feedback from others to make improvements. Students can understand and apply mechanical systems within their designs to create working products. Overall, they can combine creativity, technical knowledge, and evaluation skills to improve their design outcomes.

	Making Mini Greenhouses

Students can design and make a mini greenhouse by applying their understanding of structures, materials, and purpose. They can explore existing greenhouses to identify key features and understand how they are used. Students can investigate stable structures and how they provide strength and support in construction. They can explore and select suitable materials for building a mini greenhouse based on their properties. Students can apply their learning to construct a functional finished product. They can also evaluate their mini greenhouse, reflecting on its effectiveness and suggesting improvements.

	Year 6
	Light Up Signs

Students can develop and design ideas for a decorative illuminated sign, considering its purpose, appearance, and audience. They can investigate and analyse existing illuminated signs to understand how they are constructed and how they function. Students can select and use appropriate tools, equipment, materials, and components to construct the enclosure of their sign safely and effectively. They can build a working circuit with one or more lights and integrate it into their final product. Students can understand how LEDs can be used in place of traditional incandescent bulbs in series circuits to improve efficiency. They can also explore how computers can be used to program and control lighting within a product.

	Let’s go Fly a Kite

Students can use research to develop clear design criteria and create innovative, functional, and appealing products that are fit for purpose and aimed at specific individuals or groups. They can generate, develop, and communicate their ideas using a range of methods, including discussion, sketches, diagrams, prototypes, pattern pieces, and computer-aided design. Students can select and use a wider range of tools, equipment, materials, and components accurately and appropriately in practical tasks. They can investigate and analyse existing products to understand how they are designed and how they function. Students can evaluate their ideas and finished products against their design criteria, using feedback from others to make improvements. They can also apply their understanding of structures, including how to strengthen, stiffen, and reinforce more complex designs, while recognising how key events and individuals have shaped developments in design and technology.


	Year 7
	Automata Animals

Students can use research to develop clear design criteria and create innovative, functional, and appealing products that are designed for specific users or purposes. They can select and use a wider range of tools and equipment accurately to complete practical tasks. Students can choose appropriate materials and components, including construction materials, textiles, and ingredients, based on their functional and aesthetic properties. They can evaluate their ideas and finished products against their own design criteria and use feedback from others to make improvements. Students can also understand and apply mechanical systems within their products to create effective and working designs. Overall, they can combine research, practical skills, and evaluation to improve the quality of their final outcomes.

	Felt Phone Cases

Students can use research to develop clear design criteria to inform the design of innovative, functional, and appealing products that are fit for purpose and aimed at specific individuals or groups. They can generate, develop, model, and communicate their ideas using a range of methods, including discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces, and computer-aided design. Students can use these techniques to refine and improve their designs as they work through the design process. They can evaluate their ideas and finished products against their own design criteria to judge their success. Students can also consider feedback and the views of others to make improvements to their work. Overall, they can apply creativity, communication, and evaluation skills to develop effective design solutions.


	Year 8
	Marbulous Structures

Students can select and use a wider range of tools and equipment accurately to carry out practical tasks with increasing independence and precision. They can choose appropriate materials and components, including construction materials, textiles, and ingredients, based on their functional and aesthetic properties. Students can investigate and analyse a range of existing products to understand how they are designed and constructed. They can evaluate their own ideas and finished products against their design criteria and use feedback from others to make improvements. Students can also apply their understanding of how to strengthen, stiffen, and reinforce more complex structures to improve the quality and stability of their designs. Overall, they can combine practical skills, analysis, and evaluation to produce effective and well-designed outcomes.

	Ferris Wheels

Students can investigate, research, and understand how to create complex structures through a range of practical and analytical approaches. They can generate innovative ideas by using research methods such as surveys, interviews, questionnaires, and web-based resources. Students can develop a clear design specification and produce detailed plans, including step-by-step processes and task allocation when working in a team. They can select and use a range of tools and equipment to create accurately assembled, well-finished products while working within time, resource, and cost constraints. Students can compare their final product to their original design specification to judge its success. They can also test their product with intended users and critically evaluate its design, manufacture, functionality, and overall fitness for purpose.

	Year 9
	Building Bridges

Students can develop clear design criteria and use these to design and build a prototype bridge for a specific purpose. They can investigate and evaluate existing structures, using design criteria to judge how effective they are. Students can explore how pillars and beams are used to span gaps and provide stability in bridge construction. They can investigate how trusses and arches strengthen bridges and improve their load-bearing capacity. Students can also understand how suspension bridges are designed to span long distances effectively. Overall, they can apply their knowledge of structures to design, build, and evaluate functional bridge prototypes.

	Programme Pioneers

Students can develop and evaluate ideas for computer-controlled systems, using feedback from others to improve their work. They can explain how computers and computer programs are used in a range of everyday products. Students can develop ideas for products with embedded computer systems that can monitor and control features such as doors or rooms. They can begin to write programs that support the monitoring and control of these systems. Students can model and communicate their ideas using prototypes or computer-aided design to show how their products will work. Overall, they can combine design, programming, and evaluation skills to create effective computer-controlled solutions.

	Accredited Learning- Entry Level
 
	Producing a Logo for a Product

This unit enables learners to develop an understanding of how logos are designed to represent products, purpose, and target audiences. Learners explore existing logos to identify key visual features and consider how colour, shape, and imagery communicate meaning. They then apply this knowledge creatively by designing their own logo for a product, demonstrating their ability to generate ideas, refine designs, and produce a final outcome. The unit supports both analytical thinking and creative expression, encouraging learners to make purposeful design choices and reflect on the effectiveness of their work.

	Making Kites

This Design Technology unit focuses on the process of designing and making kites, enabling students to develop practical making skills. Students explore different materials and tools, learning how to work safely and effectively. They are supported to follow instructions and sequences to construct a finished product. The unit encourages students to make choices about colours, shapes and design features, promoting creativity. Learners reflect on their work and begin to recognise improvements they can make. Overall, the unit builds confidence in using basic construction techniques and understanding simple design concepts.

	Basic Woodworking Skills

This unit introduces students to basic woodworking skills through practical, hands-on learning. Students develop confidence in using simple tools safely, such as saws, vices and clamps. They learn how to measure and mark wood accurately before cutting materials to size. The unit supports learners to create straight cuts and shape materials with increasing control. Students are guided to join pieces of wood together using simple methods, including glue and nails. Overall, the unit builds foundational skills in working with wood while promoting safety, accuracy and independence.

	Designing and Making a Bird Feeder

This unit focuses on designing and making a simple bird feeder. Students follow a structured process to safely use tools and materials to create a functional product. They learn how to measure, mark and cut materials with increasing independence. The unit supports learners to assemble components and construct a stable design. Students are encouraged to consider purpose, including how the feeder will be used by birds. Overall, the unit develops practical making skills alongside attention to accuracy, safety and simple design thinking.

	Making a Wooden Planter

This unit outlines a structured learning programme focused on designing and producing a wooden planter using practical woodworking skills. Students are guided through the full process, beginning with understanding tools, materials, and safety requirements before moving into measuring, marking out, and assembling components. The unit emphasises accuracy, safe working practices, and the development of independence when using workshop tools. Learners are encouraged to follow instructions carefully while also reflecting on the quality of their work. Opportunities for problem-solving and adapting methods support the development of resilience and practical competence. Overall, the unit provides a hands-on experience that builds confidence in design and technology through a purposeful final product.

	Making a Metal Product

This unit focuses on developing practical skills in producing a metal product through a structured and supported process. Learners are introduced to key tools, materials, and safety procedures specific to metalwork, ensuring safe and responsible working practices. The unit guides students through measuring, marking out, cutting, and shaping metal with increasing accuracy. Emphasis is placed on following instructions, maintaining precision, and developing confidence when using specialist equipment. Students are encouraged to reflect on their work and make improvements where needed. Overall, the unit provides a purposeful, hands-on experience that builds technical understanding and independence in a workshop setting.

	

	Accredited Learning- Level One and Two

	Designing a Logo

This unit introduces students to the creative process of designing a logo, combining artistic skills with digital technology. Learners explore how logos are used in real-world contexts and begin by researching existing designs to understand key features and purposes. The unit supports students in generating their own ideas through drawing and simple design tasks. They then develop these ideas using appropriate tools, including digital software where appropriate. Emphasis is placed on refining designs, making improvements, and presenting a final outcome. Overall, the unit encourages creativity, independence, and confidence in producing a purposeful and visually effective design.

	Basic Woodworking Skills

This unit focuses on developing fundamental practical skills required for working with wood in a safe and controlled workshop environment. Learners are introduced to essential tools, materials, and techniques, alongside clear health and safety expectations. The unit builds competence in measuring, marking out, and preparing wood accurately for simple projects. Students gain hands-on experience using basic hand tools and equipment with increasing confidence. Emphasis is placed on accuracy, control, and following instructions to produce consistent results. Overall, the unit provides a strong foundation in woodworking, preparing students for more complex design and make tasks.

	Designing and Making a Wooden Stool

This unit provides students with the opportunity to apply their woodworking skills in a complete design and make project. Learners begin by exploring existing stool designs before producing their own ideas using simple drawings or plans. The unit supports students in selecting and preparing materials, measuring and marking out components accurately, and using tools safely. As they progress, students develop their ability to cut, shape, and assemble parts into a finished product. Emphasis is placed on following instructions, working safely, and improving the quality of outcomes through careful workmanship. Overall, the unit promotes independence, creativity, and confidence through the production of a functional wooden item.

	Making a Wooden Bird Box

This unit provides a structured opportunity for learners to design and produce a simple wooden product using practical workshop skills. Students are guided through the process of measuring, marking out, and preparing materials accurately before assembly. The unit reinforces the importance of using tools safely and following clear instructions throughout the making process. Learners develop confidence in cutting, shaping, and joining materials to create a functional bird box. There is a strong focus on working with accuracy, demonstrating care, and completing tasks with increasing independence. Overall, the unit supports the development of foundational woodworking skills through a purposeful and engaging project.

	Building a Football Table from Recycled Materials

This unit focuses on designing and constructing a functional product using recycled materials, promoting both creativity and sustainability. Learners explore existing examples of football tables before generating their own ideas through drawing and planning. The unit supports students in selecting appropriate recycled materials and using tools safely to measure, cut, and assemble components. Emphasis is placed on practical problem-solving, adapting designs, and following structured processes. Students develop confidence in applying making skills while considering environmental responsibility. Overall, the unit provides an engaging and purposeful opportunity to combine design thinking with hands-on construction.

	Making a Bug House


This unit provides learners with the opportunity to design and create a habitat for insects using a range of materials and practical making skills. Students explore the purpose of bug houses and their importance for wildlife and the environment. The unit supports learners in selecting appropriate materials, measuring, and assembling components to create a functional structure. Emphasis is placed on following instructions, working safely, and developing independence in a workshop environment. Students are encouraged to consider how their design supports living things and to reflect on the effectiveness of their finished product. Overall, the unit combines creativity, environmental awareness, and practical skills to produce a purposeful outcome.





Other information
Educational Visits
As part of our Design Technology curriculum, students may take part in local visits, workshops, industry visits or enrichment opportunities that bring learning to life through practical and real-world experiences. These may include visits to manufacturing facilities, engineering centres, design studios, construction projects, food technology settings, museums, community projects or careers events linked to design, engineering and technology. Such experiences allow students to explore how products are designed, developed and made, as well as how design technology is used to solve problems and improve everyday life. All visits are carefully planned to be safe, engaging and fully accessible. Families will always receive advance notice, along with clear information about travel arrangements, lunch requirements, expected costs (if any), and what students will need to bring.
Sensitive Content
Some areas of the Design Technology curriculum naturally include discussions around sustainability, consumer choices, innovation, cultural influences and the impact of products on society. Students may explore how products are designed to meet different needs, how technology has changed over time, and how designers and engineers respond to environmental and social challenges. These topics are introduced with care, using age-appropriate materials and clear guidance. Staff ensure that learning takes place in a supportive environment where students feel safe, respected and confident to share ideas or ask questions. The aim is to help learners understand how design and technology influence the world around them and how thoughtful design can improve people's lives. If you have any concerns or feel that your child may need additional support during particular topics, please contact us so we can work together to put appropriate support in place.
Careers and Future Pathways
Studying Design Technology helps students develop a wide range of creative, technical and transferable skills that are highly valued across many future pathways. Through activities such as designing, making, evaluating, problem-solving and working with a variety of tools and materials, students build creativity, resilience, communication, critical thinking and practical skills. These skills are relevant to careers in engineering, architecture, product design, construction, manufacturing, graphic design, food technology, computer-aided design and the wider creative and technical industries. In addition, Design Technology supports teamwork, innovation, independence and confidence when tackling real-world challenges. We aim to help students understand how their design and technological skills can translate into meaningful opportunities, supporting future study, employment and preparation for adulthood.






	
	
	



image1.png
ABBOT'S LEA
SCHOOL





