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Design & Technology Policy 
 

Overview 
This policy for D&T teaching and learning is underpinned by the school’s generic curriculum policy for 
foundation subjects that sets out guidelines, practise etc. that should be adhered to in all foundation 
subjects. The areas covered in the generic curriculum policy are as follows: 

• Curriculum coverage 

• Teaching and learning guidelines 

• Roles and responsibilities 

• Inclusion 

• Assessment, recording monitoring and reporting 

• Key competencies 

1) Aims and Opportunities 
1.1 Aims 
At Bridstow School, our Design and Technology curriculum helps pupils understand that we live in an 

interconnected world where thoughtful, creative and sustainable design can improve lives and care for 

the planet. In line with the principles of The Harmony Project, pupils learn from Nature as well as about 

Nature, noticing how natural systems use cycles, adaptation, diversity, interdependence, pattern and 

balance to remain healthy. Through practical designing, making and evaluating, pupils are encouraged 

to think carefully about purpose, materials, resources, users and environmental impact. Our planning and 

practice is based upon the National Curriculum for Design and Technology and supports pupils to develop 

the skills, confidence and curiosity needed for future learning and responsible action. 

1.2 Opportunities 
Design and Technology offers opportunities for children to: 

• develop their capability to design and make high-quality products by combining practical skills 

with knowledge, understanding and careful evaluation 

• experience enjoyment, pride and perseverance as they test ideas, solve problems and improve 

their work 

• nurture creativity and innovation by observing patterns, structures and systems in Nature and 

applying these ideas to their own designs 

• understand how designers, engineers, architects, makers and communities, past and present, 

have responded to human needs while making responsible choices about resources and 

sustainability 

2) Organisation and Planning 

2.1 Time allocation 
Design and technology will be taught for 8-12 hours each term, depending on the project being 
undertaken. Design and Technology projects may be taught for 2 afternoons a week in 2 or 3 week blocks 
to give greater coherence to children’s learning – this will be at the discretion of individual class teachers. 

2.2 Planning 
The D&T Association’s Projects on a Page scheme of work provides the framework for learning and 

teaching in Design and Technology. Bridstow’s long-term planning is organised through a two-year 

rolling programme to ensure complete coverage and progression for all pupils. Where appropriate, 

projects are enriched through Harmony Project principles so that pupils consider how their designs 
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connect with sustainability themes, the natural world and responsible use of materials. Each project 

enables pupils to design, make and evaluate with purpose, while teachers adapt planning imaginatively 

to reflect the needs of the class, the local context and the agreed learning objectives. 

 
In the EYFS, children experience regular design and technology opportunities through purposeful play, 

exploration, construction, food preparation, loose-parts learning and adult-guided activities. Children are 

encouraged to notice patterns, shapes, materials and changes in the world around them, developing 

early curiosity about how things work and how they can make, adapt and improve. 

Across the curriculum, children apply knowledge and skills linked to textiles, food, mechanisms, 

mechanical systems, structures and materials. Electrical systems are taught in Key Stage 2. Pupils are 

supported to make informed choices about materials, durability, repair, reuse and waste, helping them 

understand that good design should be purposeful, responsible and sustainable. 

All design, make and evaluate assignments provide opportunities for pupils to generate, explore, model, 

modify and refine ideas. Evaluation is treated as part of a cycle of improvement, helping pupils 

understand that design is an iterative process in which feedback, reflection and adaptation lead to 

stronger outcomes. 

2.3 Computing 
Programming and control is used in electrical systems projects in Y4 and Y6 to operate children’s 
products. This builds on work developed in computing. 
Paint software is used for finishing techniques and simple paper pattern making in textiles projects. 
Computer Aided Design (CAD) software is used when children are designing the net for packaging. 

2.4 Extending the curriculum 
Children should develop an understanding of the designed and made world through first-hand 

experience. Wherever possible, they will explore local places, natural environments, museums, shops, 

restaurants, gardens and community spaces, and meet designers, engineers, chefs, architects, 

craftspeople or secondary school and college students. These experiences help children see design as 

part of a wider system of people, places, materials and environmental responsibility. 

2.5 The learning environment 
We aim to provide a learning environment where children feel secure, valued and able to take creative 

risks. Pupils are encouraged to collaborate, listen to one another, learn from mistakes and recognise that 

different ideas and perspectives strengthen the design process. The classroom environment should 

support practical enquiry, safe tool use, thoughtful discussion and respect for materials, resources and 

the natural world. 

2.6 Management and organisation of resources 
The Design and Technology subject leader will order consumable resources at the end of each term for 

specific planned projects. Requests for alternative or additional resources can be made at this time. 

Wherever possible, resource choices should reflect sustainability considerations, including reuse, 

recycling, durability, responsible sourcing and value for money. 

The consumable resources are stored in project-based boxes and must be used for the planned projects 
only. These are based in the central store (Oak teaching room) and can be taken to the classroom for the 
duration of the project. 
Also included in the boxes are supporting materials: help sheets, worksheets and products for 
investigation, posters and photographs. Teachers are asked to check that supporting materials are 
complete prior to returning the project box to the central store. 
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Tools and equipment such as wire strippers, hacksaws, bench hooks, snips are kept centrally. Food will 
be bought and used on the day it is needed. 
Utensils and equipment for food will be stored in the labelled box in the central store. 

2.7 Health and safety 
Risk assessments will be carried out prior to Design and Technology projects. Teachers will explicitly 

teach the safe and responsible use of tools, equipment and materials and will insist on good practice. 

Children will be taught how to identify risks, take sensible steps to control them and care for themselves, 

others and the environment. Low melting temperature glue guns may be used by children under 

supervision where there is no more appropriate joining technique. 

2.8 Food – hygiene and safety 
Any staff working with food will be appropriately trained and certificated (Level 2 Food safety and 
hygiene). He or she will ensure all equipment is clean and in working order. Plastic aprons will be worn 
by adults and children when working with food.  
Prior to food activities, children who are not permitted to taste or handle food products or ingredients 
will be identified. 
 

3) Links with other subjects and key competencies 

Design and Technology provides a natural opportunity for children to practise and improve skills in 

spoken language, English, mathematics, science, computing, art and design, geography and 

environmental learning. 

Through design, make and evaluate assignments, pupils develop key competencies including problem-

solving, teamwork, negotiation, creativity, organisation, communication, resilience and responsible 

decision-making. These competencies reflect the Harmony principles of interdependence, diversity and 

health by helping pupils understand that effective design depends on collaboration, balance and care. 

One project each year will focus on team or group work in Key Stage 2. 
Through evaluating the process and their final products, children will be encouraged to improve their 

own learning and performance, recognising that feedback and adaptation are essential parts of growth. 

Children develop and apply knowledge and skills from art and design, science, computing and English in 
design and technology. Teachers will make links wherever possible to help raise standards in both 
subjects and enhance children’s learning. 
The school curriculum map indicates how relevant subjects are grouped together with design and 
technology; specific links are made with science. 
 


