
DT focused projects in Cornerstones: 

DT is covered in most of the Cornerstones projects but some of the projects have a really strong focus on DT learning.  Look 
out for the following projects which have DT as one of their primary subjects: 

 

 Bright Lights, Big City. 

 Towers, Tunnels and Turrets. 

 Mighty Metals. 

 Burps, Bottoms and Bile. 

 Scream Machine. 

 Hola Mexico!  

Finding out more…. 

Some good websites for developing DT skills and knowledge include: 

http://www.bbc.co.uk/education/subjects/zb9d7ty 

http://www.bbc.co.uk/education/subjects/zyr9wmn 

USE OF MATERIALS  

Y1 
 Make a structure/model using different materials 

 Is their work tidy? 

 Make their model stronger if it needs to be 

Y2 
 Measure materials to use in a model or structure 

 Join material in different ways 

 Use joining, folding or rolling to make it stronger 

Y3 tiff and flexible sheet materials 

 Use the most appropriate materials 

 Work accurately to make cuts and holes 

 Join materials 
Mouldable materials 

 Select the most appropriate material 

 Use a range of techniques to shape and mould 

 Use finishing techniques 

Y4 Stiff and flexible sheet materials 

 Measure carefully so as to make sure they have not made 
mistakes 

 Attempt to make their product strong 
Mouldable materials 

 Use a range of advanced techniques to shape and mould 

 Use finishing techniques, showing an awareness of audience 

Y5 Stiff and flexible sheet materials 

 Measurements are accurate enough to ensure that everything 
is precise 

 Ensure that their product is strong and fit for purpose 
Mouldable materials  
 Refine and further improve their product using mouldable 

materials  
 

Y6 Stiff and flexible sheet materials 

 Justify why they selected specific materials 

 Ensure that their work is precise and accurate 

 Hide joints so as to improve the look of their product 
Mouldable materials 

 Justify why the chosen material was the best for the task 

 Justify design in relation to the audience 

WORKING WITH TOOLS, EQUIPMENT AND MATERIALS AND  

COMPONENTS TO MAKE QUALITY PRODUCTS 

Y1 
 Explain what they are making 

 Explain which tools they are using 

Y2 
 Join things (materials / components) together in different 

ways 

Y3 
 Use equipment and tools accurately 

Y4 
 Tell if finished product is going to be good quality 

 Conscious of the need to produce something that will be 
liked by others 

 Show a good level of expertise when using a range of 
tools and equipment 

 Work at their product even though their original idea 
might not have worked 

Y5 
 Explain why finished product is going to be of good qual-

ity 

 Explain how their product will appeal to the audience 

 Use a range of tools and equipment expertly 

 Persevere through different stages of the making process 

Y6 
 Use tools and materials precisely 

 Change the way they are working if needed 

DT 
Our Vision:  To  ensure that DT fulfils the need to explore creatively whilst gaining an understanding of the world 
around us.  

Subject Leader:  Miss Shepherd 

The National Curriculum Purpose of Study for DT: 

“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 context, considering their 
own and others’ needs, wants and values.  They acquire a broad range of subject knowledge and draw on disci-
plines 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 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 be-
ing of the nation.” 

DT at Kemsley: 

The DT we implement is closely linked to the  Cornerstones curriculum covered each term by each year group. 
This allows for both cross curricular links to happen and for the children to see a purpose to the work they are 
doing.  

Throughout the school, we follow and use a ‘cycle’ approach for DT. This involves the children planning their 
product through the use of a design criteria, using a range of tools and equipment to construct/make their prod-
uct and then evaluating against their initial design criteria.  

We encourage the children to take responsibility when using a range of tools and construction materials they 
may not have come across before through ensuring they are clear on health and safety procedures and have to 
follow them.   

What we are good at: 

*Most children talk confidently about their ideas and present information effectively by writing, drawing and us-
ing sketches.  

*Teachers manage lessons and complex tools and equipment, including ICT, accurately and safely.  

*Links with other subjects contribute to pupils’ achievements in D and T.  

Things we are working on: 

*Pupils analysing and using own research effectively to support their designing and to test the effectiveness of 
their products.  

* Pupils demonstrating resilience in solving design problems and technical challenges.  

*Providing opportunities for pupils to design and make products in response to real problems for real clients. 



Key skills in DT 
We teach a wide curriculum in DT through our termly projects.  As a result, we cover the Early Years and National Curricu-
lum requirements and go further to extend children’s knowledge and understanding.  Underpinning our curriculum delivery 
throughout years 1-6 are key skills that we ensure are taught, embedded and applied in each year group.  Our aim is that 
every child has a firm understanding of these key skills within their year group expectations as a minimum. 

In the Early Years DT is looked at through encouraging the development of skills, knowledge and understanding that help 
nursery and reception children make sense of their world. We relate the development of the children’s knowledge and under-
standing of the world to the objectives set out in the Early Years Foundation Stage document. This learning forms the foun-
dations for later work in design and technology. These early experiences include asking questions about how things work, in-
vestigating and using a variety of construction kits, materials, tools and products, developing making skills and handling ap-
propriate tools and construction materials safely and with increasing control. 

In DT in KS1 and KS2 we look at developing understanding in 8 key overall areas: Construction, cooking and nutrition, devel-
oping, planning and communicating ideas, evaluating processes and products, mechanisms, textiles, use of materials, working 
with tools, equipment and materials and components to make quality products. 

Key skill expectations for each year group are shown below.   

CONSTRUCTION 

Y1 
 Think of some ideas of own 

 Explain what want to do 

 Use pictures and words to plan 

Y2 
 Think of ideas and plan what to do next 

 Choose the best tools and materials.  Give a reason for why 
those chosen are best 

 Describe design by using pictures, diagrams, models and 
words 

Y3 
 Show that their design meets a range of requirements 

 Put together a step-by-step plan which shows the order 
and also what equipment and tools are needed 

 Describe own design using an accurately labelled sketch 
and words 

 Consider how realistic own plan is 

Y4 
 Think how will check if their own design is successful 

 Begin to explain how the original design can be improved 

 Evaluate their product thinking of both appearance and 
the way it works 

 Take time to consider how the idea could have been made 
better 

Y5 
 Come up with a range of ideas after the information has 

been collected 

 Take a user’s view into account when designing 

 Produce a detailed step-by-step plan 

 Suggest some alternative plans and say what the good 
points and drawbacks are about each 

Y6 
 Use a range of information to inform design 

 Use market research to inform plans 

 Work within constraints 

 Follow and refine the plan if necessary 

 Justify their plan to someone else 

 Consider culture and society in designs 

DT in the Early Years: 

We provide a range of experiences that encourage exploration, observation, problem solving, critical thinking and discussion. 
These activities, indoors and outdoors, attract the children’s interest and curiosity. 

COOKING AND NUTRITION  

Y1 
 Cut food safely 

 Describe the texture of foods 

 Wash hands and make sure that surfaces are clean 

 Think of interesting ways of decorating food that 
have made eg cakes 

Y2 
 Describe the properties of the ingredients using 

 Explain what it means to be hygienic 

 Be hygienic in the kitchen 

Y3 
 Choose the right ingredients for a product 

 Use equipment safely 

 Make sure that the product looks attractive 

 Describe how the combined ingredients come to-
gether 

 Set out to grow plants such as cress and herbs from 
seed with the intention of using them for their food 
product 

Y4 
 Know what to do to be hygienic and safe 

 Think what can do to present the product in an 
interesting way 

   

Y5 
 Describe what to do to be hygienic and safe 

 Present a product well 

Y6 
 Explain how the product could be stored with rea-

sons 

 Set out to grow own products with a view to mak-
ing a salad, taking account of time required to 
grow different foods 

DEVELOPING, PLANNING AND COMMUNICATING IDEAS 

Y1 
 Think of some ideas of own 

 Explain what want to do 

 Use pictures and words to plan 

Y2 
 Think of ideas and plan what to do next 

 Choose the best tools and materials.  Give a reason for 
why those chosen are best 

 Describe design by using pictures, diagrams, models and 
words 

Y3 
 Show that their design meets a range of requirements 

 Put together a step-by-step plan which shows the order 
and also what equipment and tools are needed 

 Describe own design using an accurately labelled sketch 
and words 

 Consider how realistic own plan is 

Y4 
 Think how will check if their own design is successful 

 Begin to explain how the original design can be im-
proved 

 Evaluate their product thinking of both appearance 
and the way it works 

 Take time to consider how the idea could have been 
made better 

Y5 
 Come up with a range of ideas after the information 

has been collected 

 Take a user’s view into account when designing 

 Produce a detailed step-by-step plan 

 Suggest some alternative plans and say what the good 
points and drawbacks are about each 

Y6 
 Use a range of information to inform design 

 Use market research to inform plans 

 Work within constraints 

 Follow and refine the plan if necessary 

 Justify their plan to someone else 

 Consider culture and society in designs 

EVALUATING PROCESSES AND PRODUCTS 

Y1 
 Describe how something works 

 Talk about own work and things that other people have 
done 

Y2 
 Explain what went well with own work 

 Explain what would improve if did work again 

Y3 
 Explain what changed which made the design even bet-

ter 

Y4 
 Think about how to check if design is successful 

 Begin to explain how the original design could be im-
proved 

 Evaluate own product, thinking of both appearance and 
the way it works 

 Take time to consider how could have made own idea 
even better 

Y5 
 Keep checking that the design is the best it could be 

 Check whether anything could be improved 

 Evaluate appearance and function against the original 
criteria 

Y6 
 Test and evaluate own final product 

 Check if product is fit for purpose 

 Identify what could be done to improve product 

 Consider whether different resources would have im-
proved the product 

 Consider whether need more or different information to 
make the product even better 

 Check if the product meets all design criteria 

 Consider the use of the product when selecting materials 

MECHANISMS 

Y1 
 Make a product which moves 

 Cut materials using scissors 

 Describe the materials using different words 

 Say why chosen moving parts 

Y2 
 Join materials together as part of a moving product 

 Add some kind of design to product 

Y3 
 Select the most appropriate tools and techniques to use 

for a given task 

 Make a product which uses both electrical and mechani-
cal components 

 Use a simple circuit 

 Use a number of components 

Y4 
 Add things to circuits 

 Alter product after checking it 

 Be confident about trying out new and different ideas 

Y5 
 Incorporate a switch into product 

 Refine product after testing it 

 Incorporate hydraulics and pneumatics 

Y6 
 Use different kinds of circuits in product 

 Think of ways in which adding a circuit would improve 
product 

TEXTILES 

Y1 
 Describe how different textiles feel 
 Make a product from textiles by gluing 

Y2 
 Measure textile 
 Join textiles together to make something 
 Cut textiles 
 Explain why chosen a certain textile 

Y3 
 Join textiles of different types in different ways 
 Choose textiles both for their appearance and also 

qualities 
Y4 

 Think what the user would want when choosing 
textiles 

 Think about how to make product strong 
 Devise a template 
 Explain how to join things in a different way 

Y5 
 Think what the user would want when choosing 

textiles 
 Make a product attractive and strong 
 Make up a prototype first 
 Use a range of joining techniques 

Y6 
 Consider how the product could be sold 
 Give consideration to what would improve their 

product even more 


