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Overview of Design and Technology Intent and Implementation at Bawdeswell Primary School

At Bawdeswell Primary School we aim for all children to develop designing, planning, making and
evaluating skills.

Each project is based around a design and technology subject focus of structures, mechanisms, cooking
and nutrition or textiles. The design and technology curriculum’s electronic systems and IT monitoring and
control elements are explicitly taught in our science projects to ensure the links between the subjects are
highlighted.

Where possible, meaningful links to other areas of the curriculum have been made. For example, the
cooking and nutrition project Eat the Seasons is taught alongside the geography project Sow, Grow and
Farm. All the projects follow a structure where children are introduced to key concepts and build up
knowledge and skills over time, using a more comprehensive range of equipment and building, cutting,
joining, finishing and cooking techniques as they progress through school.

All projects contain focused, practical tasks in the Develop stage to help children gain the knowledge and
skills needed to complete their Innovate tasks independently. Children design, make, test and evaluate their
products to match specific design criteria and ensure they fit their purpose. Throughout the projects,
children are taught to work hygienically and safely.

Reception

Throughout their time in reception children are given the opportunity to explore different medium, including,
paint, paper and fabric. They create models and structures of their choosing both individually and
collaboratively. The project Marvellous machines specifically gives children the opportunity to build and
create their own marvellous machines. Children make puppets and use them to tell exciting stories in the
project Puppets and Pop Ups.

Key Stage 1

Children learn more about food in the project Remarkable Recipes, where they find out about food sources,
follow recipes and learn simple cooking techniques. In the project Beach Hut, children develop their
knowledge of structures further, learning to cut, join and strengthen wood for the first time. Children begin to
develop their understanding of textiles in Cut, Stitch and Join. They learn to sew a simple running stitch,
use pattern pieces and add simple embellishments. They also continue to learn about mechanisms in the
project Push and Pull by using sliders, levers and linkages in products.

Key Stage 2

In the project Tomb Builders, they build on their knowledge of mechanisms, learning about simple machines
and using their knowledge to create a lifting or moving device prototype. Children build on this I=knowledge
with the project Moving Mechanisms where they learn about about pneumatic systems. They experiment
with pneumatics before designing, making and evaluating a pneumatic machine that performs a useful
function.

They also learn about how architectural style and technology has developed over time and then use this
knowledge to design a building with specific features. Using this knowledge and building on their learning
about mechanisms in Key Stage 1 children explore remarkable engineers and significant bridges, learning



to identify features, such as beams, arches and trusses. They complete a bridge-building engineering
challenge to create a bridge prototype.

In the project Functional and Fancy Fabrics, children learn about the significant designer Willaim Morris.
They learn techniques for decorating fabric, including block printing, hemming and embroidery and use
them to design and make a fabric sample.

Children explore and use electrical systems and IT monitoring and control in the science project Electrical
Circuits and Conductors to design and make a night light. They further deepen this knowledge later by
combining their computing skills to make a programmable device.

We use Cornerstones Curriculum resources throughout our school to support high quality teaching.
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