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Inspiring Pupils Successfully





WHOLE SCHOOL DESIGN AND TECHNOLOGY POLICY    
DT is a foundation subject.  This document describes the policy for its implementation in F2, KS1 and KS2 at Irby Primary School.  This policy was compiled by the DT co-ordinator.  The class teachers are responsible for the implementation of this policy under the guidance of the co-ordinator and headteacher.  

PHILOSOPHY AND INTENT
At Irby Primary School we are dedicated to creating and delivering an exciting and engaging Design and Technology curriculum, which is essentially providing pupils with the widest range of opportunities possible.  Design & Technology is a fundamental subject, which educates students in how to analyse and solve problems, produce high quality solutions and learn how to convert their ideas into working products.  
We wish to enable the understanding and appreciation of Design and Technology from a variety of cultures, styles and periods of time by providing a broad and balanced curriculum which caters to the needs of all children.  The DT curriculum should enable children to develop visual and tactile awareness, children should be taught to problem solve, to explore existing products and designs, to identify visual and practical characteristics and to follow the design, make and evaluate cycle of DT.  This gives children the opportunity to design and make a wide variety of products in a range of medium including wood, textiles, recycled materials, cardboard, plastic and food.  This process may take place both individually and as part of a group
At Irby Primary school, we intend that children should master Design and Technology to such an extent that they can go on to have careers within Design and Technology and make use of Design and Technology effectively in their everyday lives. Our children will be taught Design and Technology in a way that ensures progression of skills and knowledge, and follows a sequence to build on previous learning. Our children will gain experience and skills of a wide range of formal elements of design and concepts of technology in a way that will enhance their learning opportunities
NATIONAL CURRICULUM PURPOSE OF STUDY
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 contexts, considering their own and others’ needs, wants and values. They 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.
NATIONAL CURRICULUM AIMS

The national curriculum for design and technology aims to ensure that all pupils: 

1. develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world 

2. build and apply a repertoire of knowledge, understanding and skills in order to design and make high-quality prototypes and products for a wide range of users 

3. critique, evaluate and test their ideas and products and the work of others 

4. understand and apply the principles of nutrition and learn how to cook. 

The Foundation Stage 

In the Early Years Foundation Stage, design and technology forms part of the learning children acquire under the ‘Expressive Art and Design' branch of the Foundation Stage curriculum. Children will learn through first-hand experiences. They will be encouraged to explore, observe, solve problems, think critically, make decisions and to talk about why they have made their choices. 

Key Stage 1 

Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative (related to) process of designing and making. They should work in a range of relevant contexts (for example, the home and school, gardens and playgrounds, the local community, industry and the wider environment).
When designing and making, the children are taught to:
Design 

· design purposeful, functional, appealing products for themselves andother users based on design criteria 
· generate, develop, model and communicate their ideas through talking, drawing, templates, mock-ups and, where appropriate, information and communication technology
Make

· select from and use a range of tools and equipment to perform practical tasks (for example, cutting, shaping, joining and finishing)  
· select from and use a wide range of materials and components,( including construction materials, textiles and ingredients, according to their characteristics 
Evaluate  

· explore and evaluate a range of existing products  
· evaluate their ideas and products against design criteria
Technical knowledge  

· build structures, exploring how they can be made stronger, stiffer and more stable  
· explore and use mechanisms (for example, levers, sliders, wheels and axles), in their products.
Key Stage 2 

Through a variety of creative and practical activities, pupils should be taught the knowledge, understanding and skills needed to engage in an iterative (related to) process of designing and making. They should work in a range of relevant contexts (for example, the home, school, leisure, culture, enterprise, industry and the wider environment). When designing and making, pupils should be taught to: 

Design  

· use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose, aimed at particular individuals or groups  
· generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional and exploded diagrams, prototypes, pattern pieces and computer-aided design 
Make  
· select from and use a wider range of tools and equipment to perform practical tasks (for example, cutting, shaping, joining and finishing), accurately  
· select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities 
Evaluate  
· investigate and analyse a range of existing products
· evaluate their ideas and products against their own design criteria and consider the views of others to improve their work  
· understand how key events and individuals in design and technology have helped shape the world 
Technical knowledge  
· apply their understanding of how to strengthen then, stiffen and reinforce more complex structures  
· understand and use mechanical systems in their products (for example, gears, pulleys, cams, levers and linkages)  
· understand and use electrical systems in their products (for example, series circuits incorporating switches, bulbs, buzzers and motors)  
· apply their understanding of computing to program, monitor and control their products.
Key skills and key knowledge for Design and Technology have been mapped across the school to ensure progression between year groups using our DT association, DATA and their planning support ‘Projects on a Page’.  Children will work individually and in groups, work on projects in different mediums, investigate different kinds of DT, craft and design, work on small and large scale projects. 
IMPLEMENTATION
By planning a series of well sequenced lessons, we are able to ensure that the full design and making process is covered, from analysing the existing products, planning and making a product, through to evaluating the finished version made by the children.  Specific and appropriate vocabulary will be taught and explored in order to support and extend learning and achieve a high level of understanding.  We aim to, wherever possible, link work to other disciplines such as mathematics, science, engineering, computing and art. The children are encouraged to become innovators and risk-takers.

We ensure that we give the children safe and supervised exposure to relevant tools and allow them to select the best tool for the job.  Children are also able to choose from arrange of materials and be asked to justify their decisions during the design phase. They are then able to reflect on the effectiveness of said tools and materials during the evaluation phase.

ROLE OF THE SUBJECT LEADER
· To support the implementation of the school DT policy.

· To provide support for cross curricular led DT activities.

· To rebalance where necessary in consultation with year groups.

· To help organise and maintain schemes of work and resources.

· To develop the long-term plan and action plan for DT.

· To ensure whole school approach by encouraging continuity between year groups and key stages.

· To draw up a list of resources to be ordered for each year group.

· To recommend or provide in-service training for whole staff or individuals.

· To attend course and meetings and disseminate current information regarding National Curriculum and any other changes.

EARLY YEARS
In Foundation 2 children will have the same access to the DT curriculum as KS1 children.  The emphasis for Foundation 2 is to develop DT through creative activities that are topic based and in line with the Early Learning Goals.

HEALTH AND SAFETY
When undertaking practical activities and working with tools, equipment and materials, including those that are unfamiliar, children should be taught:

· About hazards, risks and risk control.

· To recognise hazards, assess consequent risks and take steps to control the risk to themselves and others.

· To manage their environment to ensure health and safety of themselves and others.

· To explain the steps they need to take to control risks.

Teachers should take note of the risk assessment on the wall of the craft room, which is also accessible electronically on the shared drive in staff documents in the ‘Risk Assessments’ folder. 

DISPLAYS

Teachers are responsible for displaying their classes work in such a way that work is celebrated and children are proud of their achievements.  Artefacts, drapes and cross-curricular work should be added for effect and all work should be clearly labelled.

ASSESSMENT RECORDING AND REPORTING
Ongoing assessment at KS1 and KS2 is established through designs, evaluations, observations and displays.  Planning is evaluated after each lesson and children’s work is assessed at the end of each unit.  Children’s progress will also be monitored against the Progression of Skills/Knowledge and DT assessment documents used by all staff in accordance with their given year group.
Reporting on each child’s progress is done at the end of each year and is in terms of developing, secure or mastering the aims of each key stage.

ROLE OF COMPUTING
Specific programmes are available to each year group to support the children’s learning. The smartboards are used to display visual examples of work, including the children’s own and that of other designers. 

Graphic Design is often used in computing lessons as a further outlet for design.  Children could use drawing programs, Purple Mash and control programmes amongst other things. 

EQUAL OPPORTUNITIES
· In our studies of DT from different periods and cultures equal value is given to both genders at all levels of society.   Children will be given opportunities to produce DT work in the style of other cultures.  Equal value and consideration is given to DT of other countries.

· Inclusion – providing effective learning for all children regardless of ability.

· Setting suitable learning challenges with appropriate differentiation and challenge.

· Responding to the diverse learning needs of all children.

· Overcoming potential barriers to learning and assessment for individuals and groups of children. For example:

· Children with special educational needs

· Children with disabilities

· Children with English as an additional 

· Celebrating children’s achievements and any exceptional talent in this area.
BRITISH VALUES
Collaborative work in design and technology develops mutual respect for the differing opinions, beliefs and abilities of others. In addition, children develop a respect for the environment, for their own health and safety and that of others. They learn to appreciate the value of similarities and differences and learn to show tolerance. A variety of experiences teaches them to appreciate that all people – and their views – are equally important. Children are encouraged to work in a democratic way, exercising the ‘give and take’ required for successful teamwork.
RESOURCES

· Specific materials for DT are kept in the DT and Maths cupboard in the KS2 base room.
· Food resources are kept in the food area of the craft room. 

SUBJECT REVIEW

This policy will be reviewed in January 2023 by the DT leader and staff, or prior to that if it seems necessary.
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