Updated March 2026

	Design and Technology (D&T) Curriculum at Roundwood Primary School


	Where we are going

	You need to: 
· Have an enquiring mind, be creative and imaginative (responsibility)
· Be inspired by technology and designs around them (respect)
· Be able to design, make and evaluate (resilience, responsibility)
· [bookmark: _Int_venwQopO]Be able to make links to other subject areas e.g. Maths, Science, Computing (reliability, resilience)
· Not be afraid to take risks, showing innovation and enterprise (resilience, reliability) 
· Have knowledge of designers and products from the past and the present (respect)
· Participate successfully in an increasingly technological world (respect, responsibility)

	Who we are

	At Roundwood, we are surrounded by businesses and opportunities that promote life skills required in the fields of engineering, home economics, textiles, woodwork, metal work and graphic design. Design and Technology prepares children to take part in the development of tomorrow’s rapidly changing world. Creative thinking encourages the children to make positive changes to their quality of life. The subject encourages children to become autonomous and creative problem-solvers, both as individuals and as part of a team. 

Our D&T curriculum will encourage our children to identify needs and opportunities that they can actively respond to, by developing ideas and making products or systems. During lessons, children will combine practical making skills with an understanding of aesthetic, social and environmental issues, as well as using their knowledge of functions and industrial practices. This allows them to reflect on and evaluate present and past design technology and its uses and impacts. We hope that this will help our children to become discriminating and informed consumers. And potential innovators of the future!

We have discovered that as a community we are no longer a generation that ‘make do and mend’ and things are seen as disposable commodities, that are easily and cheaply replaced. With the current National interest on saving the planet, it is essential that this changes. We are committed to teaching our children key skills, such as needlework, to promote this. 

In designing our curriculum for 2025-26, we have used Kapow Primary’s Design and Technology scheme, which provides hands on D&T lesson plans and resources. The Kapow scheme aims to develop pupil’s knowledge and skills: Cooking and nutrition, Structures, Mechanisms/ Mechanical systems, Textiles, Digital world (KS2), Electrical systems (KS2)

Furthermore, the units ensure gradual progression towards the National Curriculum end of key stage attainment targets and to cover all of the four strands show below in enough detail.
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	Vocabulary

	
	Autumn
	Spring
	Summer

	Year 1
	Structures: Constructing a windmill
base
centre
design
equal
evaluate
middle
rotate
rotor
rotor blades
sails
same
stable
strong
structure
test
weak
	Textiles: Puppets
decorate
design
fabric
glue
model
hand puppet
safety pin
staple
stencil
template
	Cooking and nutrition: Smoothies
blender
fruit
healthy
ingredients
recipe
smoothie
vegetable
seed
root
leaf
stem
flavour
design
cut
juice
table knife
juicer
plant
bush
tree
vine
chopping board
fork
taste
select
blend
evaluate
compare

	Year 2
	Structures: Baby bear’s chair

function
man-made
mould
natural
stable
stiff
strong
structure
test
weak

	Mechanisms: Fairground wheel
design brief
design criteria
evaluate
frame
model
opinion
rotate
survey
	Mechanisms: Making a moving monster
evaluation
input
lever
linear motion
linkage
mechanical
mechanism
motion
oscillating motion
output
pivot
reciprocating motion
rotary motion
survey

	Year 3
	Cooking and nutrition: Eating seasonally
arid
climate
complementary
country
export
import
mediterranean
mock-up
mountain
peel
polar
seasonal
seasons
snip
temperate
texture
tropical
weather
	Digital world: Wearable technology
analogue
analyse
annotate
badge
CAD
control
design criteria
develop
digital
digital revolution
digital world
display
electronic
fastening
feature
feedback
form
function
initiate
layers
loops
Micro:bit
monitor
net
point of sale
product
product concept
program
sense
stimulator
smart
technology
test
user
	Structures: Constructing a castle
2D shapes
3D shapes
castle
design criteria
evaluate
facade
feature
flag
net
recyclable
scoring
stable
strong
structure
Tab
Weak

	Year 4
	Structures: Pavilions
aesthetic
cladding
design criteria
evaluation
frame structure
function
inspiration
pavillion
reinforce
stable
structure
target audience
target customer
texture
theme
	Mechanical systems: Mechanical cars
bearing
chassis
force
machine
mechanism
prototype
target audience
	Electrical systems: Torches
battery
bulb
buzzer
cell
component
conductor
copper
design criteria
electrical item
electricity
electronic item
function
insulator
series circuit
switch
test
torch
wire

	Year 5
	Electrical systems: Doodlers
circuit component
configuration
current
develop
DIY
investigate
motor
motorised
problem solve
product analysis
series circuit
stable
target user
	Mechanical systems: Gears and pulleys
annotate
gear
gear system
input
market research
output
problem statement
pulley
pulley system
research
sustainability
teeth
	Cooking and nutrition: Developing a recipe
abattoir
adaptation
balanced
beef
brand
cook
cross-contamination
develop
enhance
equipment
farm
label
measure
nutrient
nutrition
nutritional value
preference
press
process
safety
theme

	Year 6
	Textiles: Waistcoats
accurate
adapt
annotate
design
design criteria
detail
fabric
fastening
knot
properties
running-stitch
seam
sew
shape
target audience
target customer
template
thread
unique
waistcoat
waterproof
	Structures: Playgrounds
adapt
apparatus
bench hook
cladding
coping saw
design
Dowel
evaluation
feedback
idea
Jelutong
landscape
mark out
measure
modify
natural materials
plan view
playground
prototype
reinforce
sketch
strong
structure
Tenon saw
texture
user
vice
weak
	Digital world: Navigating the world
3D CAD
application (apps)
biodegradable
boolean
cardinal compass
client
concept
convince
corrode
duplicate
environmentally friendly
equipment
feature
finite
function
functional
GPS tracker
if statement
infinite
investment
lightweight
loop
manufacture
materials (wood, metal, plastic etc.)
mouldable
navigation
non-recyclable
product lifecycle
product lifespan
program
recyclable
smart
sustainable
sustainable design
unsustainable design
variable
workplace





	
RPS Design and Technology Journey 

	In Early Years 

	Design and Technology begins with hands-on exploration, where children experiment with building, constructing and solving problems using a range of everyday materials. Through play and discussion, children start to think about how things work as they plan, create and talk about their simple designs. In EYFS, Design and Technology aligns with the following Roundwood EYFS Overarching Aims:
“I have found a way to be creative and express myself.”
“I can cook” and “I know how to be healthy”

In Early Years, Design and Technology learning is integrated within the wider provision rather than taught as a discrete subject. The Kapow Scheme is used to inform planning by offering ideas, themes and practical resources that practitioners draw upon and adapt to support children’s exploration, creativity and problem-solving within continuous provision. 

Some examples of units that may be used from Kapow Design and Technology Scheme are as follows:
· Structures: Junk Modelling – children explore and learn about various types of permanent and temporary joins. Pupils are encouraged to tinker using a combination of materials and joining techniques in the junk modelling area.
· Textiles: Bookmarks – children develop and practise threading and weaving techniques using various materials and objects. They then apply their knowledge and skills to design and sew their own bookmarks.

	In Year 1

	Structures: Constructing a windmill
Construct a windmill to complete a request from a user. Develop an understanding of different types of windmill, how they work and their key features. Begin to use technical skills such as making evenly spaced cuts and adding weight to ensure a successful structure.

Textiles: Puppets
Exploring different ways of joining fabrics before creating their own hand puppets based upon characters from a well-known fairytale. Children work to develop their technical skills of cutting, glueing, stapling and pinning.

Cooking and nutrition: Smoothies
Handle and explore fruits and vegetables and learn how to identify fruit, before undertaking taste testing to establish chosen ingredients for a smoothie they will make, with accompanying packaging.

	In Year 2

	Structures: Baby bear’s chair
Using the tale of Goldilocks and the Three Bears as inspiration, children help Baby Bear by making him a brand new chair. When designing the chair, they consider his needs and what he likes and explore ways of building it so that it is strong.

Mechanisms: Fairground wheel
Design and create a functional fairground wheel, consider how the different components fit together so that the wheel rotates and the structure stands freely. Select appropriate material properties and develop their cutting and joining skills. Research existing structures and survey to further inform the design.

Mechanisms: Making a moving monster
After learning the terms; pivot, lever and linkage, children design a monster which will move using a linkage mechanism. Children practise making linkages of different types and varying the materials they use to bring their monsters to life.

	
In Year 3

	Cooking and nutrition: Eating seasonally
Pupils discover when and where fruits and vegetables are grown and learn about seasonality in the UK. They respond to a design brief to design a seasonal food tart using ingredients harvested in the UK in May and June.

Digital world: Wearable technology
Design, code and promote a piece of wearable technology to use in low light conditions, developing their understanding of programming to monitor and control products to solve a design scenario.

Structures: Constructing a castle
Learning about the features of a castle, pupils design and make one of their own. They will also be using configurations of handmade nets and recycled materials to make towers and turrets before constructing a stable base.

	In Year 4

	Structures: Pavilions
Exploring pavilion structures, children learn about what they are used for and investigate how to create strong and stable structures before designing and creating their own pavilions, complete with cladding.

Mechanical systems: Mechanical cars
Pupils build three prototype mechanical cars and select the best features to design their final product: a mechanical car kit. They create design criteria, conduct competitor market research and act as customers to provide feedback.

Electrical systems: Torches
Applying their scientific understanding of electrical circuits, children create a torch, designing and evaluating their product against set design criteria.

	In Year 5 

	Electrical systems: Doodlers
Explore series circuits further and introduce motors. Explore how the design cycle can be approached at a different starting point, by investigating an existing product, which uses a motor, to encourage pupils to problem-solve and work out how the product has been constructed, ready to develop their own.

Mechanical systems: Gears and pulleys
Investigate the history, mechanics, and uses of gears and pulleys. Construct a gear and pulley system and design an eco-bike that utilises energy from an exercise bike for practical work.


[bookmark: _GoBack]Cooking and nutrition: Developing a recipe
Research and modify a traditional bolognese sauce recipe to improve the nutritional value. Cook improved version and create packaging that fits design criteria. Learn about where beef comes from.

	In Year 6 

	Textiles: Waistcoats
Selecting suitable fabrics, using templates, pinning, decorating and stitching to create a waistcoat for a person or purpose of their choice.

Structures: Playgrounds
Designing and creating a model of a new playground featuring five apparatus, made from three different structures. Creating a footprint as the base, pupils visualise objects in plan view and get creative with their use of natural features.

Digital world: Navigating the world
Programming a navigation tool to produce a multifunctional device for trekkers. Combining 3D objects to form a complete product in CAD 3D modelling software and presenting a pitch to 'sell' their product.

	Links with other subjects 

	[bookmark: _Int_iF1zcQHP]Art and Design – Looking at photographs, drawings and paintings to help children understand design contexts. 
Computing – Understanding how the internet, graphics and spreadsheets supports design. 
English – Reading and writing clear instructions for designs and creating annotated diagrams.
Geography – Understanding geographical information will explain how the need for design developed.
History – Knowledge of how DT has helped to shape our world today and important designs in History.
[bookmark: _Int_2MDfjISx]Mathematics – Specific links to shape and measure, particularly when drawing with accuracy for creating designs, prototypes and products. Links to measure for weighing ingredients accurately when cooking and scaling recipes up and down (UKS2) 
[bookmark: _Int_yfTbJ5yA]PSHE – Knowledge of healthy lifestyles to link to DT: Food as discussed in PSHE lessons. 
[bookmark: _Int_7GqatCxT]Science – Knowledge from Science learning, in particular Animals including Humans will help children with DT Food especially learning linked to the Eatwell plate, digestion and teeth.

	
As a Designer leaving RPS

	I will be able to: 
· Use research and develop design criteria to create a design to fit for purpose.
· [bookmark: _Int_R0TX8NFP]Generate, develop, model and communicate my ideas through discussion.
· [bookmark: _Int_f25fRvOn][bookmark: _Int_lgCw5ZPo]Generate, develop, model and communicate my ideas through sketches, diagrams and prototypes.
· Create a computer aided design.
· Select and use a wide range of equipment and tools.
· [bookmark: _Int_7im07mcq]Confidently perform practical tasks such as cutting, joining, shaping and finishing.
· Select from and use a wide range of materials and components.
· Understand and apply the principles of a varied diet.
· Prepare and cook a variety of food using a range of cooling techniques.
· Understand and know where and how a variety of ingredients are grown.
· Investigate and analyse existing products.
· [bookmark: _Int_Sxh8Tp7H]Design, evaluate, review and improve ideas.
· Have knowledge of key events and individuals who have shaped the world.




	Memory Makers

	I will have experienced
· [bookmark: _Int_RDgBFfPD]Tasting, preparing and cooking a variety of dishes using a range of cooking techniques and a variety of ingredients.
· Gathering ideas and evaluating real-life products.
· Creating interesting designs that can be used in relevant contexts.
· [bookmark: _Int_73obRqcN]Using a range of appropriate tools, materials and components to make products.



	Because I went to RPS

	I am a designer and a creator.
I can talk about what I like and dislike when designing and making things.
I appreciate a variety of existing designs and products and form my opinions on them. 
[bookmark: _Int_BBBa52Ae]I understand nutrition, where food comes from and I have developed a crucial life skill of feeding myself and others affordably and well.
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