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Through our carefully planned and meaningful Design and Technology curriculum, we expect children at Tittensor First School to develop the knowledge, skills and attitudes that will support them both in their future learning and in their everyday lives.
We expect that our children will:
· Become confident designers and makers, able to develop ideas and turn them into purposeful, functional products. 
· Become creative and critical thinkers, willing to explore different possibilities and consider which solutions are most effective. 
· Develop strong problem-solving skills, breaking problems down, identifying challenges and developing appropriate solutions. 
· Become resilient learners, understanding that mistakes, failures and changes are an important part of the design process. 
· Be willing to take creative risks and challenge themselves, rather than always choosing the easiest or safest solution. 
· Develop practical skills and technical knowledge, enabling them to use a range of tools, materials and techniques safely and effectively. 
· Understand the importance of planning, considering materials, tools, processes and the purpose of a product before beginning to make. 
· Evaluate and improve their work, recognising strengths and identifying meaningful ways to refine their designs and products. 
· Develop metacognitive skills, becoming increasingly able to explain their thinking, justify their choices and reflect on the effectiveness of their approach. 
· Make informed decisions, using their knowledge and experience to select appropriate materials, techniques and solutions. 
· Understand that design has a purpose, recognising how products are created to meet people's needs and solve real-world problems.
· See themselves as capable problem solvers, developing a mindset that encourages them to ask “How could I make this better?” rather than giving up when something does not work. 
· Leave Year 4 with transferable skills for life — creativity, resilience, critical thinking, problem-solving, independence and the confidence to design, test, evaluate and improve solutions to challenges they encounter in the future.







Implementation
At Tittensor First School, Design and Technology is taught as a meaningful, creative and practical subject from EYFS to Year 4. In EYFS, children develop the foundations of Design and Technology through Understanding the World, alongside opportunities within Expressive Arts and Design and Physical Development. Children are encouraged to explore materials, investigate how things work, construct, create and solve simple problems through purposeful, hands-on experiences. These early experiences provide the foundations for the designing, making and evaluating skills developed throughout Key Stage 1 and lower Key Stage 2.
In Years 1–4, Design and Technology is taught through our Cornerstones programme of work, ensuring that learning is carefully sequenced and supports the aims of the National Curriculum. Children develop knowledge and skills across the key areas of designing, making, evaluating and developing technical knowledge, with opportunities to work with a range of materials, mechanisms, structures, electrical systems, textiles and food.
We make Design and Technology meaningful by connecting learning to real-life problems, purposes and experiences. Children are given authentic design briefs and opportunities to consider who a product is for, what it needs to achieve and how it could be improved. Where possible, projects are linked to children's lives, their local environment and wider curriculum learning, helping them to understand that Design and Technology is a subject that has a genuine purpose beyond the classroom.
We place problem-solving and critical thinking at the heart of our Design and Technology curriculum. Children are encouraged to identify problems, generate ideas, consider different possibilities and make informed decisions about their designs. They are taught that there is rarely one correct solution and are encouraged to experiment, take creative risks and learn from unsuccessful attempts. Children are expected to test their products, identify what could be improved and make modifications to create a more effective outcome.
Metacognition is used to encourage children to think more deeply about the design process. Teachers model their own thinking and use questions such as “What problem are we trying to solve?”, “What do I already know that could help me?”, “Why have I chosen this material?”, “What might happen if I change this?” and “How could I improve my design?” Children are encouraged to plan, monitor and evaluate their thinking throughout the design and making process, rather than simply focusing on the finished product.
Learning is adapted and scaffolded so that all children can access ambitious Design and Technology learning. Teachers use demonstrations, visual examples, step-by-step instructions, templates, vocabulary prompts and guided practice where appropriate. Practical skills are broken down into manageable stages, with scaffolds gradually removed as children develop greater confidence and independence. Children are encouraged to develop their own solutions rather than simply replicate a teacher's model.
We provide appropriate challenge for all learners, ensuring that support does not limit creativity or reduce expectations. Children who are ready for greater challenge are encouraged to consider alternative materials or techniques, justify their choices, refine their designs further and solve more complex problems. 






Intent
Design and Technology is an inspiring, creative and practical subject that encourages children to become critical thinkers, problem solvers and designers. At Tittensor First School, we use Cornerstones as our programme of work to provide a clear and progressive approach to developing children's designing, making and evaluating skills. Through purposeful, hands-on experiences, children are encouraged to design and make products that solve real and relevant problems, considering the needs, wants and preferences of themselves and others.
Through Design and Technology, children develop the confidence to explore ideas, take risks, test possibilities and learn from mistakes. They are encouraged to challenge themselves, think creatively and critically, and develop resilience when their designs do not work as expected. Children learn to select and use appropriate materials, tools and techniques, while developing an understanding of how products are designed, made and improved.
Through evaluating both their own work and existing products, children develop a critical understanding of how Design and Technology influences our everyday lives and the wider world. They consider the purpose, function, appearance and sustainability of products and begin to understand the impact that design choices can have on people and the environment.
The Design and Technology curriculum makes an important contribution to children's creativity, problem-solving skills and understanding of the world, providing them with practical skills and ways of thinking that will support them in their future learning and lives.
We want children to:
· Become creative and critical thinkers who are confident in developing and communicating their ideas. 
· Develop the skills needed to design, make and evaluate purposeful products. 
· Become effective problem solvers, able to identify problems and develop possible solutions. 
· Develop resilience by testing, adapting, improving and refining their designs. 
· Challenge themselves to create products that are increasingly functional, purposeful and innovative. 
· Select and use appropriate materials, tools and techniques safely and effectively. 
· Understand that successful designs often require trial, error and modification. 
· Evaluate their own and others' products, identifying strengths and areas for improvement. 
· Develop an understanding of how design choices affect people, society and the environment. 
· Build confidence in taking creative risks and exploring different possibilities. 
· Develop practical skills alongside planning, reasoning, decision-making and evaluation. 
· Make links between their Design and Technology learning and real-life products and experiences. 
· Develop independence, resourcefulness and pride in creating high-quality outcomes.
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