
 

Henleaze Infant School 
Our DT Curriculum 

 

Intent:  
It is our intent for DT to offer children the chance to use creative thinking (like the unicorn) and design within a defined purpose and tangible outcome. 
Through a variety of creative and practical activities and experiences, pupils are taught the knowledge, understanding and skills needed to engage in a 
process of designing and making. They are also encouraged to review their work and that of their peers to produce effective criticism and to make 
suggestions on how improvements could be made. This allows them to further progress their problem solving skills.They work in a range of contexts 
through our topic based approach which allows for cross curricular links to be made. 
Through the study of DT pupils 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. 
 

Implementation:  

We implement a curriculum that is progressive throughout the whole school. Design and technology is taught as part of a termly plan, focusing on 
knowledge and skills stated in the National Curriculum. We ensure that design and technology is given the same importance as other subjects, as we feel 
this is important in enabling all children to gain ‘real-life’ experiences. The design and technology curriculum at Henleaze is based upon the 2014 Primary 
National Curriculum in England, which provides a broad framework and outlines the knowledge and skills taught in each Key Stage. Teachers plan lessons 
for their class using our progression of knowledge and skills. Teachers can plan their design and technology lessons suitable to their class’s interests and 
what they want to learn about.  
 

 

 

 

Whole School Curriculum Map for DT 
 

Term EYFS YEAR 1 YEAR 2 

Autumn 1 Combine different media to create 
ELLI animal artwork.  

Make and evaluate a 3D model from a 
given design. 

Design, make and evaluate a 3D 
model in collaborative groups. 



Discuss their artwork with a peer or 
adult.  

Understand where food comes from 
and explore food groups. 

 

Autumn 2 Begin to understand that eating 
contributes to good health.  
Practise stirring, mixing, pouring, 
blending. 

Explore existing products and consider 
their uses, materials and audience.  
Say what is good and bad about 
existing products. 

Design and create an information 
poster/leaflet about the 
importance of healthy eating, 
drawing on knowledge of the food 
groups.  

Spring 1 Use a range of construction materials 
to create simple structures. 
Use relevant language of designing 
and making - eg. join, build, shape. 

Understand how movement is created 
using levers/sliders.  

Design, make and evaluate a 
moving product using levers, 
sliders, wheels and/or axles. 

Spring 2 Use malleable, modelling materials to 
create a range of textures and shapes. 
Select tools to shape, assemble and 
join materials. 

Design and build structures out of 
different materials and suggest ways 
to make structures stronger.  

Design, make and evaluate a 
product by joining textiles.  
Use knowledge of existing products 
to inform the design stage. 

Summer 1 Chop and taste soft fruits and 
vegetables and discuss why fruit and 
vegetables are healthy. 

Safely prepare and make a healthy 
fruit salad and discuss how fruit and 
vegetables are healthy. 

Discuss where food comes from 
and how it is farmed.  
Safely prepare and make a healthy, 
balanced lunch.  

Summer 2 Construct a product with a purpose in 
mind, using a range of resources. 

Design, make and evaluate a product 
for someone else using simple design 
criteria. 

Design, make and evaluate a home 
for an animal using design criteria.  

 

 

 

 

 


