
 

Design and Technology at Bishop David Sheppard CE (A) Primary 
School 

 
Design and Technology (D&T) is an inspiring, rigorous and practical 
subject, which prepares all young people to live and work in the designed 
and made world. Therefore, D&T should provide children with a real-life 
context for learning. At Bishop David Sheppard, we seek to encourage the 
children’s aspirations by creating opportunities for them to think about 
D&T in the context of the wider world. Our children receive a design and 
technology curriculum which allows them to exercise their creativity 
through designing and making.  
The children are taught to combine their designing and making skills with 
knowledge and understanding in order to design and make a product. 
Skills are taught progressively to ensure that all children can learn and 
practice and develop as they move through the school. Evaluation is an 
integral part of the design process and allows children to adapt and 
improve their product, this is a key skill which they will need throughout 
their lives. D&T allows children to apply the knowledge and skills learned in 
other subjects, particularly Maths, Science and Art.  
Children’s interests are captured through theme learning, ensuring that 
links are made in a cross curricular way, giving children motivation, and 
meaning for their learning. Through the D&T curriculum, children should 
be inspired by engineers, designers, architects and chefs to enable them to 
create a range of structures, mechanisms, textiles, electrical systems and 
food products with a real-life purpose. 
Traditionally, the issue facing school based design and technology 
projects, were in fact, that much design and technology could more 
accurately be described as art and design or history or science. In some 
cases, the ‘D&T’ experiences children were being offered did not belong to 
the primary curriculum at all. In short, there was far too much ‘D&T’ being 
taught in schools that simply wasn’t D&T.  
 
This can occur firstly, when a project is restricted to making (without any 
designing), leading to a craft-based activity, or children are asked to produce a 
replica, such as a model Tudor house. Secondly, when children produce 
something that is purely aesthetic, such as a decorative clay tile -this is 
completely unsatisfactory from a D&T point of view as it has no functional 
features that can be evaluated in use. Finally, where there is no user or purpose in 
mind for example, when children make a food product without thinking about 
the preferences of those who will consume it or the occasion when it will be 
eaten. 
 
The National Curriculum for D&T provided a fresh start. The government took 
expert advice from the D&T Association and others during the National 
Curriculum review, and the final, statutory programmes of study provides a sound 
basis for teaching the subject. What’s more, the requirements now clearly 
articulate the unique nature of D&T. A good place to start with implementing the 
curriculum is a straightforward definition for the subject, the three Ss: design and 
make Something for Somebody for Some purpose. 



 

 
In order to achieve this at Bishop David Sheppard we seek to develop children’s 
practical designing and making ability, and their creativity in solving real and 
relevant problems. Studying Design and Technology includes the use of a broad 
range of knowledge, skills, and understanding, and prompts engagement in a 
wide variety of activities. Pupil’s design and make products that solve real and 
relevant problems within a variety of contexts. Through evaluation of past and 
present Design and Technology, they develop a critical understanding of its 
impact on daily life and the wider world. 
 
Our scheme is based on the six, interrelated principles that have been 
agreed by the National Curriculum Expert Group for D&T. They describe 
the features of a genuine D&T experience from the pupils’ perspective and 
can be applied to all material areas and aspects of the subject. Each 
principle should be evident to a greater or lesser degree in each project 
that pupils undertake. The principles are a helpful point for clarifying and 
securing the distinctive nature of D&T in the classroom.  
 
The National Curriculum requirements are consistent with these six 
principles, which we follow closely:  
 
1. User – the children are given a clear idea of who they are designing and 

making the product for, encouraging them to consider their needs, 
wants, values, interests, and preferences. The intended users could be 
themselves or others, an imaginary or story-based character, a client, a 
consumer, or a specific target group. 

 
An example from our curriculum: 
At the beginning of a food technology project, Y1 pupils discuss the food 
they enjoy and realise that people have preferences for different types of 
products and ingredients. They taste a range of fresh fruit, saying which 
they like and dislike, and describe their sensory characteristics. When 
designing and making their own fruit kebab for a healthy snack after 
sports day, the children carry out a simple survey of favourite fruit in order 
to decide which combination of fruit to include in their dishes. 
 
2. Purpose – our children can clearly communicate the purpose of the 

products they are designing and making. Each product they create 
should be designed to perform one or more defined tasks. Pupils’ 
products should be evaluated through use. 

 
An example from our curriculum 
When designing and making packaging to protect fragile products that 
are to be put on sale, Y3 pupils consider both the functional and aesthetic 
elements needed to successfully achieve this purpose. Through modelling 
ideas, they investigate which 3D shapes are strong enough to provide the 
necessary protection, and explore techniques for reinforcing and 



 

stiffening the card they are using though laminating, ribbing or 
corrugating.  
 
3. Functionality – The children design and make products that 

work/function effectively to fulfil users’ needs, wants and purposes. 
 
An example from our curriculum: 
In order to design and make moving pictures to illustrate the children’s 
personal favourite parts of a class story, Y1 pupils explore how simple 
levers and sliders work, how they are used, and how they produce 
different types of movement. Through focused practical tasks they 
develop technical knowledge and skills, such as joining paper fastener 
pivots to card levers and using strips of card to make sliders. They select 
and use mechanisms according to how they want the parts in their 
pictures to move, using both directional and technical vocabulary to 
explain their thinking. 
 
4. Design Decisions – Before designing and making their own products, 

the children will explore a range of existing products, identifying 
different types, who they are for, what materials and components they 
are made from, and develop technical vocabulary for each of the parts. 
Making design decisions allows pupils to demonstrate their creative, 
technical, and practical expertise, and draw on learning from other 
subjects and existing products. Through making design decisions 
pupils decide on the form their product will take, how their product will 
work, what task or tasks it will perform and who the product will be for. 

 
An example from our curriculum is: 
After evaluating a wide range of bread from different cultures and 
learning how to bake bread by following a basic recipe, Y5 pupils design 
and make their own bread product for a specific purpose and person. 
They make design decisions about the ingredients and techniques they 
will use, such as the type of yeast, which ingredients to add to the recipe, 
how these ingredients should be prepared, what effect they have on the 
mixture, and which finishing techniques to use, such as shaping, glazing 
and decoration.  
 
5. Innovation - When designing and making, pupils need some scope to 

be original with their thinking. Projects that encourage innovation lead 
to a range of design ideas and products being developed and are 
characterised by engaging open-ended starting points for learning. The 
children are encouraged to take creative risks with their design ideas, 
gathering information about problems encountered from their 
intended user to help find solutions and, leading to the creation of a 
variety of final products that are original, functional and appealing.  

 
 



 

An example from our curriculum is: 
When designing and making shell structures, Y4 pupils are given scope to 
develop and respond to their own design briefs, creating ideas for 
products that fulfil a range of purposes and meet user needs they have 
identified. They are able to take creative risks, use information to foresee 
any problems and create a variety of appealing final products.  
 
 
6. Authenticity - Pupils should design and make products that are 

believable, real and meaningful to themselves and others. 
 
An example from our curriculum is: 
Pupils in Y1 are challenged to create a stronger, more stable chair for our 
class bear using construction materials, construction kits and textiles. 
They respond positively to this, which sets a meaningful and engaging 
design problem for them to solve. Using a soft toy to develop and test 
their ideas, pupils design and make small-scale tables to practise 
attached legs first. They think about the size, shape and parts of the 
chairs, what materials, joining and finishing techniques to use, how to 
make the chairs stand up, and how to make them strong enough for the 
intended user. 
 
In conclusion, the products of design and technology impact on every moment of 
our lives: the chairs the children sit on in school, the uniform they wear every day, 
the food they eat at lunchtime – real products designed by real people, for real 
people, for a real purpose. Our aim at Bishop David Sheppard Primary is to use 
the curriculum to make children’s experience of D&T as real as we possibly can. 
 
 
 


