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What is Design & Technology?

How do designers carry out their
work?

Our Subject Leader’s Policy & Guide

e




Intent For Our Design & Technology Curriculum

Vision For Design & Technology

Design and Technology is an inspiring, rigorous and practical subject. At Mayfield, we value the creative potential of Design &
Technology and believe that it can have a powerful and positive effect on children, helping them to become confident, creative
learners who are able to express their individual interests, thoughts and ideas.We encourage the children to use their creativity
and imagination to design and make products that solve real and relevant problems that have occurred in the past or present, as far

as possible, within a variety of contexts considering their own and others’ needs, wants and values.

We aim to make links to designs and designers throughout history, providing opportunities for children to critically reflect upon
and evaluate others' designs and the overall effectiveness of the product before evaluating their own. As pupils progress, we

support them to be able to think critically and develop a more rigorous understanding of Design & Technology.

Through DT work in the classroom, the children at Mayfield have the opportunity to develop their skills in moveable
mechanisms and electrical systems, structures, textiles and food and diet.These areas are developed continuously
throughout the school from early years through to year six and the children have the opportunity to revisit skills from previous
years before learning new ones.We encourage children to express individuality in their work and to generate their own sketches
and designs where they can explore ideas in their Project Notebools, using a clear brief but offering freedoms around decisions
and designs, in this way the children can be inventive and take risks.When children leave Mayfield, we expect them to have a wide
range of well-developed knowledge and skills in the substantive and disciplinary areas of learning, so they can build on and develop

them further as they continue in their education.

‘l Dream Of Being’....created by us to meet the needs of our children, create aspiration and deliver our core intention.



How We Plan For, And Teach, Design & Technology

The Mayfield ‘l Dream Of Being...” scheme of work is designed around the four disciplinary areas referenced in the National Curriculum: research,
design, make and evaluate. From early years onwards, children visit knowledge and skills in four key substantive areas (with the disciplinary knowledge
consistently and progressively present within this): moveable mechanisms and electrical systems, structures, textiles and food and diet. The route
through the curriculum ensures that prior knowledge and skills are revisited to ensure retention in long-term memory and built upon to develop increasingly
sophisticated understanding in meaningful contexts. The planning and assessment system places great emphasis upon mapping progression in the disciplinary areas of
being a designer.

Design & Technology is planned to visit each of the substantive areas at least once in each key stage in their own planned termly projects. Projects are
completed termly across school. Children design products with a purpose in mind and an intended user of the products. Food technology (food and diet) is
implemented across the school with children developing an understanding of where food comes from, the importance of a varied and healthy diet and how to prepare
this. The design process is always linked to real life, relevant contexts to give meaning to the learning. When making their products, the children are given choice and
a wide range of tools and materials to choose from.

Design & Technology projects at Mayfield incorporate the following elements: explicit teaching of new vocabulary; recap and revisiting via Brain Gym, teacher
modelling and questioning and a range of progressive, disciplinary learning stages culminating in a central, purposeful outcomef/final piece. When evaluating, the
children are taught to evaluate their own products against the initial design criteria to see how well it has met the needs and wants of the intended user and to
identify any changes that could be made.

Each project has a Project Notebool created as a core guide for each child and to support teachers’ ongoing professional development. All teachers at Mayfield are
supported to have strong subject knowledge across the Design & Technology curriculum and to know how new learning builds on prior understanding and towards
future knowledge and skills.

Design & Technology’s presence is maintained through the creation of our Tech Room where most sessions take place,, whilst the profile of DT reward,
achievement and celebration throughout the school year is maintained via the roles of our Student Subject Champions, Subject Celebrations and Subject
Achievement Displays. Rewards always have a specific eye upon personal progress rather than summative attainment.

Design & Technology continues via our enrichment, wider curriculum opportunities: DT Club & Formula One DT which runs during the year.
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How We Assess Design & Technology Learning

The impact of our DT curriculum can clearly be seen in the children’s Project Noteboolks which build to form a portfolio that the children take to the following year group and
through school.

At the beginning of each project, a page in the Project Notebooks outlines the main learning objectives alongside the skills that the children will build on. The format of the
notebooks means the children see the progression between disciplinary areas from project-to-project. The opportunity to evaluate and reflect on the learning is planned throughout
each project to enable the children to see how their learning is progressing and where they need to take it next. On completion of the project, the children are able to self-assess
against the learning objectives.

Big Questions are prompted and carefully positioned within Project Notebooks. Each project has a quiz and self-quiz opportunity to assess the retention of new knowledge and
vocabulary. Summative judgements are made using the Key Milestone Document. At the end of the year, class teachers then use the children’s work and outcomes to make a
judgement as to whether each child is working at the expected standard. The most frequently used approach is our Brain Gym strategy which is devised to hold some of the
activities highlighted above but above all else as a planned opportunity for regular review. This aims to strengthen the connections between what the children learn and can recall then
frees that working memory for the new learning and work to come.

How We Adapt & Record Learning And Outcomes In Design & Technology

The subject leader has created Project Noteboolks to assist with progression and knowledge in each project. They act as a central support for session preparation and are created
in a format that allows for adaptation and subsequent use with children to capture their learning. Above all they provide a spine for teachers and supporting adults that should then be
personalised, adapted and differentiated to meet the starting point needs of the children in each class.

Ways of demonstrating progress and outcomes must be adaptable to suit the needs of learners and the requirements of the subject. Therefore each subject has its own bespoke way
of gathering evidence from learners. Otherwise recording work becomes a barrier to learning rather than a chance to celebrate children’s achievements and specialist skills and

knowledge in areas where they may otherwise excel.

In Design & Technology, children’s work is gathered in:

Design & Technology Big Books (Per Cohort) & Individual Project Notebooks
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RESEARCH DESIGN
FOOD & DIET TEXTILES STRUCTURES

EARLY YEARS
The exploration of designing and constructing with a focus upon ‘My Home’, ‘Fruit Salad’ & ‘Under The Sea’

MAKE

(USE OF TOOLS/CUT & FOLD/JOIN/
MEASURE/FOOD HYGIENE/
STRENGTHEN & PRESENT)

MOVEABLE
MECHANICS
& ELECTRICAL
SYSTEMS

YEAR |: AUTUMN
Hand Puppets

YEAR I: SPRING
Mini Greenhouses

YEAR |: SUMMER
Lunar Rover

YEAR 2: AUTUMN
Firework Rockets

YEAR 2: SPRING
Bus Boycott

YEAR 2: SUMMER
Orville’s Biscuits

YEAR 4: SPRING
Longboats

YEAR 4: SUMMER
Tudor Banquet

YEAR 3: AUTUMN
Hill Forts

YEAR 3: SUMMER
Bread

YEAR 4: AUTUMN
Coin Purse

YEAR 3: SPRING
Sandals

YEAR 6: SPRING
Wellington Bomber

YEAR 6: SUMMER
Theatre Facade

YEAR 5: AUTUMN
Feast For The Gods

YEAR 5: SPRING
Pagne

YEAR 5: SUMMER
The Big Wheel

YEAR 6: AUTUMN
Rationing Recipes

‘l Dream Of Being’....created by us to meet the needs of our children, create aspiration and deliver our core intention.
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STRUCTURES: My Home
In &g unit children willl think aboutuses and purposs of diflerent
componene nesded o oreate stuctires and think shout oreating asimpls
model to represent “haar home’. Trying cut methiods for joning and
combining 5 fie bous here!

Design & Technology Overview

FOOD & DIET: Making a Fruit Salad

Children will bz introduced to the prindpls of nutriton and leam how o
ook by making their own fruitsalad. They will begn to use some cookang
techniqus ncluding chopping. Exploring and developing idess as they zo!

MOVEABLE MECHAMNICS: Under the Sea(Simple Slider)
Children will learn how touss 3 variety of maternk, took and techniques
to create 3 simple sider. The smphasis is once again upon sxploraton!

TEXTILES: Hand Puppets
Introducing texdes by sxploring de propertes of different maveriak,
imvsdgarehow dey have besnused © oreate puppes, based on Sooty, ard
dewelon de skills sudh as cimng and joining texties togedhier in different
Ways.

STRUCTURES: Mini Greenhouses (3D}

To keam about simple fresstanding strucarss, children will creaee 230

model ofa gremhouse. They will sxperiment widh differentways of
making fusir strucure more stable and nvesoge fiebst pining

techniques tousebefore dsigiing and primting $he pars on 230 printer.

MOVYEABLE MECHANICS: Lunar Rover
In this project chikdren will use ther designers skils o create 2 Lunar
Rower. Lking ther knowledge of recycled materak and ther relative
strangihs they will create 2 base and siders for ther project. Addmonal
features wil be added 2= 2 part of the fnhing tadwiques.

STRUCTURES: Fireworl Rockets (3D}

To contnue develbpngskills nusing 2 30 prinee by d=ighing pars of 2

firework structure. They will assemble pars using e most approprace

techniques for fher materak and pin them wing gie or tpe oEmthga
rocket shape frewori

MOVEABLE MECHAMICS
& ELECTRICAL SYSTEMS: Bus Boycott
Bailding upon their previous knowledge, children will make 3 fmous bus
simikr to the one used by Rosa Farks i 1355, Lking 2 range of materak
child ren will make 230 bus. Dowel wil be used to make axles before
adding the whesls.

Food & Diet: Orville's Biscuits Without Milk

Leaning upon cur Frst Aightproect, the dikdren will foous upon Oralle

Wright and his specalhomemade bisauis. Chilblren will recreate the
recipeusing the ingrediens avaibblen 1303,

STRUCTURES: Hill Forts
By the Fon Age, the Cels buithill ©rs b protecion from oder enemis.
Chilldren will contnue to find cur about strucurss, theywill dsign 2 simple
shellscrucure, before nvessgatng different materals dat could beused.
Building e fore, chidren willusewood for ther defersive walk, ardboard
for e shell of dhe houses before fnshingwith straw. wood and chy.

TEXTILES: Sandals
Children will investgate a range of eewdleproducs dachave difierant
puposss to creae Aoman sandals and to @in an undesanding of
3D shape. pamens and seam dlowance

FOOD & DIET:

Biread - The Great Egyptian Bake Off
In thE project, children will nvestgate thehisory of bread. They will
leam about the importance of it and they wall resmrdh different gpes of
bread from all over the world. Using fieir reseandh theywill bake geir
own Egypton bread using the anoisnt recpe.

TEXTILES: Coin Purse
The dhildren will nvestigace e design of Anglo-Saxon con purses. They
will dsass wedniques nesded o oreate 2 purse. and the gpes of Gbric
used ard avaiiable & de sme They will develop Sher skl of joining peces
of bric topether and how to crmte asuithle Sstming.

STRUCTURES: Viking Longboats (3D)

Chibdren will contnue to find cut dbout strucurs. They wall design 2

simple boat shell soucure, before nvesogasng different materak $ac

could be used to oreate 2 30 longhoat. They wil nvsogae diflerentwags
of d=igiing ther structure on 23D printer.

FOOD & DIET: Elizabeth | Banquet
Children will research food fom Tudor times. Leing ther investigtion
they will make Quesn Elosheth's ivourite desert 2 fruit pasty - and this
will form the centre pisce of 2 lictde banquet for dhair chs.

FOOD & DIET: Feast For The Gods

In this project. children will continue to develop their knowledge

of cooking and mutrition. They will prepare, weigh and combine
foods using a range of technigues. They will use their

undersznding of 2 healthy, balanced diet to create their Greek

salad, bruschetta, atiki and fruit salad for the Gods.

TEXTILES: Pagne - Benin Clothing
In s project, dhildren will make an origral Fagne clod by dysing Sbric
ard oreating West Afican pateers. To oreate 2 fnalpisce usad for
woman and man in 2 Benn culwre. dey will pin die piscs Desdier sing

2 marge ofsdodies.

MOVEABLE MECHANICS
& ELECTRICAL S5YSTEMS:
The Big Wheel (Motors & 3D)

To enhance skilk of working in 30, children will recreate the fomous
Blackpocol Big Wheel Appling ther pravious knowlege theywill dsign
their projects using a ange of equpment nchding ICT, followed by
assembling component with FYA gue, hotglue gun or mpe.

FOOD & DIET: Rationing Recipes
Children will conthiue to develbp fisir undestanding of 2 halthy dist.
Using ther knowledge of the awailabiliy of ange of food during WW2 they
will prepare and combine ingredisne © oeate a thres course meak soup,
pasty and epples ke

MOVEABLE MECHANICS
& ELECTRICAL SYSTEMS:
¥ickers ¥YWellington Bombers (3D)
Children will investgate, design and crats 3 model ofa WWAR bomber
produced in Backpool To make ther model working ey will rstall
motors o pulleys before ther final tet

STRUCTURES: Theatre Facade
Uksing e prewous konowlad pe, dhilldren willl use ther building scperience
to oreate 3 Theatre Fagade Thay will buil frameworks tosupport dher
structure by cutting and drilling wood using appropriote took and
techniques.




An Awareness Of Year 7 & KS3 Coverage & Direction

We have designed our curriculum with a view upon the learner’s progression into KS3 in mind. As such, we have considered the curriculum of
our feeder high school where almost all of our learner’s attend upon leaving Mayfield. Therefore our projects either give knowledge that can be
taken into more specific and detailed studies at Year 7 or allow for new areas to be studied that can draw upon and make relevant use of prior
learning within Mayfield projects. We have also considered our vocabulary in relation to this as well and deliberately use terms in Lower and
Upper Key Stage Two that have been highlighted as important in the Year 7 and broader KS3 curriculum.

We know that the following substantive areas form the basis for the next three years of learning before learners make decisions
about their KS4 options.

Moveable Mechanisms and Electrical Systems
Food and Diet
Structures

Textiles

LSA: ‘All students have the opportunity via the KS3 curriculum to gain a full understanding of engineering principles, nutrition, health and safety and practical ap-
plications in both.’




A core Design & Technology vocabulary has been created for the children across school. The vocabulary is progressive from EYFS onwards and at all times

retains vocabulary previously introduced. We have chosen this language based upon the perspective of being a designer considering the broader concepts
and skills ahead of ‘project specific terms’. The vocabulary is contained within each Project Noteboolk and referred to throughout. These are also

present around the Tech Room.

Unit based DT terminology is highlighted within the body of each Project Noteboolk and prompts adults to discuss this new terminology linked to the

project being studied at the appropriate time. It is not expected that these terms are permanently added to the vocabulary for designers, although we

clearly aspire for the children to hold onto terms in order to aid their ability to discuss units across their studies.

It is expected that the children maintain and use their designers vocabulary above all else.

Here are examples of the two kinds of vocabulary we have identified.
Designers Vocabulary: function; join; fix
Project Vocabulary: longship; carving; steering oar
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The subject leader has created Project
Notebools to act as the core document to
support preparation, learning, teaching and
recording of work.

They are created in a format that allows for
adaptation and use with the children at all
times. They can be viewed electronically,
personalised, adapted and differentiated to
meet the starting point needs of the children in
each class.




