
Houghton-on-the-Hill Primary School

Design & Technology



Our Vision for Design & Technology

Through Design and Technology, pupils will:

• Design and create high-quality products for real purposes and users.

• Develop creativity, problem-solving skills and technical knowledge.

• Follow the design process by researching, designing, making, testing and improving 

products.

• Work safely and confidently using a range of tools, materials and techniques.

• Evaluate existing products and use feedback to refine their own ideas.

• Apply learning from other subjects, including science, mathematics, computing and art.

• Develop cooking and nutrition skills for healthy, independent living.

• Explore how Design and Technology shapes our local community and the wider world.

• Gain an appreciation of inventions, innovation and the work of designers and engineers.

• Develop a lifelong interest in designing, making and creating.



A memorable definition for Design & Technology



Summary  of Design & Technology provision in 

each class

• Two engaging, high-quality Design and Technology projects per year.

• An additional project or activity to develop knowledge of cooking and nutrition.
• Opportunities to connect learning with the local community.

• Strong links to other curriculum areas, including STEM subjects.

• Design and Technology may be taught through immersive project blocks lasting one or 

more days.



Design & Technology in EYFS

In the Early Years, Design and Technology is woven throughout children's play, exploration and learning. 

Through opportunities to design, build, create, test and improve, children begin to develop the curiosity, 

creativity and practical skills that form the foundation of future Design and Technology learning.

Children use a wide range of materials, tools and construction equipment to investigate how things work 

and solve simple problems. Using the making area, outdoor provision and continuous provision 

opportunities, they design and create products linked to their learning themes, such as pet carriers, lamps, 

rockets, bridges, boats and vehicles.

Design and Technology in EYFS supports the development of key skills across the Early Years Foundation 

Stage framework:

• Creating with Materials by exploring and combining materials, tools and techniques.

• Understanding the World by investigating how structures, vehicles and everyday objects work.

• Communication and Language by discussing ideas, explaining designs and evaluating outcomes.

• Personal, Social and Emotional Development by working collaboratively, taking risks safely and 

persevering when solving problems.

Children are encouraged to ask questions, make decisions, test their ideas and adapt their designs. 

Through these hands-on experiences, they develop creativity, resilience, problem-solving skills and an 

understanding that design can be used to meet the needs of others and solve real-world challenges.



Examples of Design & Technology in EYFS
Examples of EYFS Design and Technology Projects

Autumn Term
• Design and make a pet carrier

• Design and make a Diva lamp

• Design and make Eid decorations

• Design and make a cave

Spring Term
• Design and make a spaceship or rocket

Summer Term
• Design and make a bridge

• Design and make a floating boat

• Construct a beanstalk

• Construct a minibeast habitat

• Design and make a vehicle

Throughout the Year Children regularly access a range of design and making opportunities through 

continuous provision, the making area and outdoor learning environments, allowing them to explore 

materials, develop practical skills and apply their ideas independently.



Examples of some of Houghton Primary School’s 

Design & Technology Projects

Year 6 will design, make and evaluate a  warming, healthy soup to 

be served after Carol Singing. There are lots of factors they have to 

consider (warmth, common allergies, dietary requirements) and  

some members of the carol singers are vegetarian.

Year 5 will design, make and evaluate a fairground ride using 

gears, pulleys and electrical systems. Pupils will explore how 

mechanical and electrical components work together to create 

movement, before designing and constructing their own ride and 

evaluating how effectively it meets its purpose.

Year 3 will design, make and evaluate protective shell packaging 

for a product. Pupils will explore how different shapes, structures 

and materials can be used to protect an item, before creating 

and testing their own packaging against a set of design criteria.

Year 4 will design, make and evaluate a tear-and-share pizza as 

part of their learning about nutrition and healthy eating. Pupils will 

explore the principles of a balanced diet, carefully selecting 

ingredients to create a nutritious and appealing product before 

evaluating it against their design criteria.

Year 2 will design, make and evaluate a vehicle inspired by Wacky 

Races. Pupils will investigate wheels and axles to understand how 

vehicles move, before designing and creating their own moving 

car to race and test against their classmates' designs.

.

Year 1 will design, make and evaluate a class moving picture book 

based on Owl Babies for children in Foundation Stage to read and 

enjoy. Pupils will explore simple mechanisms, such as sliders and 

levers, to create moving illustrations while considering the needs 

and interests of their intended audience.



Design & Technology 

Curriculum



Designing



Making



Evaluating



Technical Knowledge



Cooking and Nutrition



The Design Process

Design and Technology follows an iterative design process, where pupils design, make, test, evaluate 

and improve their products. This helps children develop creativity, resilience and problem-solving skills.



The Consistent Design Process

We keep our consistent design process across the school at Houghton.



Design & Technology Principles

Design and Technology projects incorporate all of the key Design and Technology principles, although 

some may place a greater emphasis on skills and areas of learning than others.



Through Design & Technology, pupils will

• Design for a purpose and meet the needs of intended users.
• Generate, communicate and refine creative ideas.
• Develop practical skills and technical competence.
• Apply scientific and mathematical knowledge to real-world problems.
• Evaluate products and use feedback to make improvements.
• Build confidence in using technical vocabulary.



At Houghton Primary School, Design & Technology is:

• Progressive and ambitious
• Consistent and well-sequenced
• Challenging and inclusive
• Purposeful and meaningful
• Relevant to the wider world
• Enjoyable and engaging



Let’s go Zero
Through Design and Technology, pupils learn how 

innovative and responsible design can contribute 

to a more sustainable future. As part of our Let's Go 

Zero campaign, children consider how their design 

choices can reduce waste, conserve resources 

and support efforts to lower carbon emissions by:
• Choosing sustainable and recyclable materials 

where possible.
• Reducing waste through careful planning and 

making.
• Designing products that are durable and fit for 

purpose.
• Considering the environmental impact of food 

production and packaging.
• Exploring how innovation and technology can 

help solve environmental challenges.
• Developing the knowledge and skills needed to 

create a more sustainable future.
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