
 

Southill Primary Bright Futures Curriculum 
Design Technology 

Our Vision 

At Southill Primary, we recognise the importance of Design and Technology in preparing our pupils to become creative, 
resourceful and innovative thinkers. Our DT curriculum empowers children to design purposeful, functional and appealing 
products that solve real and relevant problems, both individually and collaboratively. Through practical, hands-on 
experiences, children develop the technical knowledge, skills and resilience needed to think and work like designers, 
engineers and makers. 

Through our comprehensive Design and Technology curriculum, we aim to nurture curiosity, imagination and 
problem-solving skills. Children are encouraged to explore ideas, take creative risks, and learn from mistakes - developing 
perseverance and adaptability along the way. They research, design, make and evaluate with purpose, gaining a sense of 
pride and ownership in their creations. By combining creativity with practical application, pupils learn how products evolve 
to meet human needs and how design impacts everyday life in a constantly changing world. 

The impact of our DT curriculum is evident in the enthusiasm and confidence of our learners as they bring their ideas to life. 
Their outcomes showcase not only skill and precision but also imagination, originality and care. Through engaging projects 
across the strands of construction, textiles, and cooking and nutrition, pupils gain a deeper understanding of materials, 
mechanisms, sustainability and healthy living. 

Furthermore, Design and Technology at Southill Primary fosters teamwork, communication and respect for different ideas 
and perspectives. It connects children to their community and the wider world, showing them that good design can make 
a difference. 

Through our Bright Futures Curriculum, pupils develop the values of resilience, resourcefulness, reciprocity and reflectiveness 
as they work through the design process. They learn to persevere through challenges, adapt their ideas, and evaluate their 
work thoughtfully - preparing them not only to succeed as young designers but to approach the wider world with creativity, 
confidence and a sense of purpose. 

Curriculum Aims  

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

●​ Develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to 

participate successfully in an increasingly technological world. 

●​ Build and apply a repertoire of knowledge, understanding and skills to design and make high-quality prototypes 

and products for a wide range of users.  

●​ Critique, evaluate and test their ideas and products and the work of others.  

●​ Understand and apply the principles of nutrition and learn how to cook. 

 



 

Our Intent 

Our Bright Futures Design and Technology Curriculum aligns fully with the English National Curriculum. The five key areas of 
Design and Technology - researching, designing, making, evaluating and technical knowledge - are carefully mapped across the 
three core strands of construction, textiles, and cooking and nutrition. This structured sequence ensures that pupils build 
knowledge and skills progressively, developing their practical, technical and disciplinary understanding as they learn to think, work 
and problem-solve like real designers and engineers. 

Key themes in our Bright Futures DT Curriculum 

Cooking and nutrition Textiles Construction 

Our Design and Technology curriculum is built around three recurring strands - Cooking and Nutrition, Textiles and Construction - 
enabling pupils to make meaningful connections across different design disciplines and deepen their understanding of how ideas 
are developed, products are created and technology shapes the world around us. 
 

●​ Cooking and Nutrition – equips pupils with essential life skills, teaching them how to prepare and cook food safely while 
developing an understanding of nutrition, seasonality and sustainability. Children explore where food comes from, how it 
affects our health and how ingredients can be combined creatively to design and make balanced, appealing dishes that 
meet real needs. 

 
●​ Textiles – encourages pupils to experiment with fabrics and fibres to design and create functional, decorative and 

purposeful items. From simple joining and collage techniques to complex stitching and upcycling, children develop fine 
motor skills, creativity and precision. They learn how to combine materials, textures and embellishments to bring their 
ideas to life, considering both aesthetic and practical design choices. 

 
●​ Construction – enables pupils to explore how structures and mechanisms work, designing and building models that solve 

real and imagined problems. They learn to strengthen, stabilise and join materials effectively and to incorporate 
movement using mechanisms such as levers, pulleys, cams and electrical circuits. This strand nurtures innovation, 
problem-solving and teamwork as pupils apply their knowledge to design purposeful and reliable products. 

 
Together, these strands ensure progression, coherence and creativity across the curriculum. Pupils revisit and refine key skills and 
concepts over time, developing increasing independence, resilience and precision as young designers. Through these experiences, 
they learn that design and technology combine imagination with function - empowering them to shape and improve the world 
around them. 

Disciplinary concepts in our Bright Futures Design Technology Curriculum 

Researching Designing  Making Evaluating  Technical Knowledge 

Our Design and Technology curriculum is underpinned by five key areas of learning - Researching, Designing, Making, Evaluating 
and Technical Knowledge - the essential disciplines that help children think and work like designers, engineers and inventors. 
Together, these areas develop pupils’ ability to create, refine and improve purposeful products that solve real problems and 
respond to human needs. 
 

●​ Researching helps pupils explore how design meets purpose. Children investigate existing products, identify user needs 
and consider the materials, features and functions that make designs effective. They learn to gather ideas and inspiration 
from a range of sources, including the work of other designers, engineers and craftspeople, helping them to make 
informed choices about their own creations. 

 
●​ Designing enables pupils to plan and communicate their ideas clearly and creatively. They learn to sketch, model, label 

and annotate their concepts, developing the confidence to experiment and refine their designs before making. This 
process encourages imagination, critical thinking and an understanding of how design decisions are influenced by 
function, form and the needs of the end user. 

 
●​ Making gives pupils the opportunity to bring their ideas to life through practical, hands-on experiences. They learn to 

select tools, materials and components with care, using them safely and with increasing accuracy. Through teamwork 
and perseverance, children apply a range of techniques to construct, assemble and finish products that are both 
functional and appealing. 



 
●​ Evaluating teaches pupils to think critically about their own work and the work of others. They learn how to test and 

refine their products, identifying strengths and areas for improvement. Evaluation helps pupils develop reflective thinking 
and a commitment to quality — understanding that design is a continuous process of improvement and innovation. 

 
●​ Technical Knowledge underpins every aspect of DT, helping children understand the mechanical, electrical, structural 

and material principles that make designs work. Pupils explore how components move, join and function, and how 
technology evolves to solve real-world challenges. This knowledge equips them to apply scientific and mathematical 
understanding in practical, purposeful contexts. 

 
Together, these five areas ensure that pupils learn not only how to make products, but also how to think and work like designers - 
developing creativity, precision and problem-solving skills that prepare them to shape a brighter, more innovative future. 

 



 

Bright Futures Design Technology Unit Overview 

Year Group Cooking and nutrition  Textiles Construction 

EYFS    

Year 1 Plant power 
Snack like Jack What tasty 
plant snacks help us grow 
strong like Jack? 

Seaside adventures  
What shapes and colours will 
bring my seaside collage to 
life?  

Toy makers’ workshop  
How can we make a toy from 
recycled materials that is fun 
and safe to play with? 

Year 2 Super veggies to the rescue 
How can we make veggies fun 
and delicious? 

Buzzing bookmarks  
How can you make a 
bookmark that’s both fun and 
useful? 

Rebuilding history  
How can we build strong and 
stable houses like those from 
the time of the Great Fire of 
London? 

Year 3 Roots and shoots  
What summer dishes can we 
make with root vegetables? 

Stone Age mysteries  
How can you make the 
perfect pouch for a Stone Age 
adventure? 

Magnetic mysteries 
How can we use magnets to 
make a model move 
mysteriously? 

Year 4 Chocolate that cares  
How can we make a 
chocolate treat that is fair for 
people and kind to the planet? 

Bag a story  
How can we create a 
functional and creative book 
bag 

Roman innovations 
Bright Ideas: How can we use 
electricity to make a working 
model? 

Year 5 Central America on a plate 
How can we cook a dish that 
celebrates its cultural 
flavours? 

Moonlit magic  
How can fabric and stitching 
create atmosphere? 

Fairy-tale engineering 
How can we use pulleys and 
levers to solve a problem? 

Year 6 Mix it up  
How can we mix recipes to 
invent an exciting new food? 

Trash to treasure  
How can you transform old 
materials into something new 
and amazing? 

Electrifying creations  
How can we combine 
electricity and design to 
create a spooky, 
Gothic-themed model? 

 
 

 



 

Our Implementation 

How Do We Teach Design Technology? 

The Bright Futures Curriculum for Design and Technology is a carefully sequenced, knowledge-rich and skills-based curriculum that 
ensures progression, depth and coherence from EYFS to Year 6. Lessons are designed to build on prior learning, allowing pupils to 
revisit and strengthen core skills in researching, designing, making, evaluating and applying technical knowledge over time. 

Each unit follows a clear and consistent structure where children: 

●​ Research existing products or examples to explore purpose and user needs. 
●​ Design creative solutions through sketches, models and annotated plans. 
●​ Make their products using a range of tools, materials and techniques with increasing independence and precision. 
●​ Evaluate their outcomes, reflecting on what worked well and how designs could be improved. 

Through this process, children learn that Design and Technology is iterative — a cycle of exploration, creation and reflection - 
mirroring how real designers work. 

Lessons incorporate opportunities for explicit vocabulary teaching, modelling, and practical demonstration, ensuring pupils 
understand both the process and the purpose of their work. Teachers use questioning, peer discussion and retrieval practice to 
strengthen understanding and help children make meaningful connections across the three DT strands: construction, textiles, and 
cooking and nutrition. 

Our DT teaching draws on the WalkThrus principles of small-step instruction, modelling, and deliberate practice. Pupils are 
encouraged to think critically, work collaboratively, and approach challenges with resilience and curiosity. 

Where appropriate, cross-curricular links are made with subjects such as science, mathematics, computing, art and PSHE - 
enriching learning and showing how design and technology impacts the wider world. 

Throughout all stages, children are supported to take pride in their work, care for their tools and materials, and value the creative 
process as much as the final product. The result is a learning experience that is purposeful, inspiring and empowering - enabling 
pupils to think, design and create for a brighter future. 

 



 

Bright Futures Curriculum-Vocabulary Progression   

 
 



 
 

Bright Futures Design Technology Skills Progression 
 











 
 
 

 



 
 

Enrichment  

Whole school christmas card project 
The whole-school Christmas card project gives pupils from EYFS to Year 6 a shared, purposeful opportunity to apply 
their design and technology learning. Each year group designs and makes a Christmas card using an 
age-appropriate pop-up mechanism, developing progressive understanding of levers, folds and paper engineering, 
inspired by the work of Robert Sabuda. The project strengthens progression in mechanisms, celebrates creativity 
across the school and provides a meaningful outcome for pupils’ design and making. 

 

Sticky Knowledge 

Reception 

 

Year One 

Toy Makers’ Workshop  
 

1.​ Toys must be fun to play with and safe for 
the user. 

2.​ A plan shows what a toy will look like and 
how it will work. 

3.​ Different materials need to be cut and 
joined carefully to make a toy strong. 

4.​ Wheels and axles help toys move. 
5.​ Testing a toy helps identify what works well 

and what could be improved. 

  

Year Two 

Buzzing Bookmarks  

1.​ A product can be both functional and 
appealing. 

2.​ A design plan helps decide size, shape and 
decoration before making. 

3.​ Running stitch joins fabric together 
securely. 

4.​ Cross-stitch is used to add decorative 
detail. 

5.​ A successful product works well, looks good 
and meets the user’s needs. 

  

 



 

Sticky Knowledge 

Year Three 

Stone Age Mysteries  
 

1.​ Pouches are designed to be useful as well as 
decorative. 

2.​ Templates help make shapes accurate and 
consistent. 

3.​ Stitches and fastenings make textile products 
strong and secure. 

4.​ Careful joining improves durability and function. 
5.​ Testing against design criteria helps identify 

improvements. 

Magnetic Mysteries  
 

1.​ Magnets can attract or repel to create 
movement without touching. 

2.​ Joining and reinforcing materials makes 
structures stronger. 

3.​ Design criteria guide how a product 
should look and function. 

4.​ Magnetic forces can be used to create 
hidden or surprising movement. 

5.​ Evaluating a model helps improve 
performance and design. 

 

Year Four 

Chocolate That Cares  
 

1.​ Flavour, texture and aroma affect how 
appealing food products are. 

2.​ Fairtrade supports farmers and protects the 
environment. 

3.​ Designs can include sustainable ingredients and 
eco-friendly packaging. 

4.​ Careful preparation and melting techniques 
improve food quality. 

5.​ Ethical choices influence how products affect 
people and the planet. 

  

 
 



 

Sticky Knowledge 

Year Five 

Moonlit Magic  
 

1.​ Fabric choice, colour and texture help create 
mood and atmosphere. 

2.​ Templates support accurate cutting and 
layering. 

3.​ Different stitches are used for strength or 
decoration. 

4.​ Careful assembly improves durability and finish. 
5.​ Evaluating design choices helps explain how 

atmosphere was created. 

Fairy-tale Engineering  
 

1.​ Mechanisms help solve problems for a 
user. 

2.​ Pulleys, levers and linkages change the 
direction or size of a force. 

3.​ Design criteria guide the planning of 
functional models. 

4.​ Careful construction makes mechanisms 
work smoothly. 

5.​ Testing and refining improves how well a 
model meets its purpose. 

 

Year Six 

Electrifying Creations  
 

1.​ Gothic design uses shape, detail and structure 
to create atmosphere. 

2.​ Electrical circuits need a complete loop to work. 
3.​ Designs show where electrical and mechanical 

components will be placed. 
4.​ Stable structures support electrical features 

safely. 
5.​ Evaluating against design criteria identifies 

strengths and improvements. 

  

 
 



 

Our Impact 

Design and Technology at Southill Primary, through our Bright Futures Curriculum, equips pupils with the knowledge and skills to 
think and work like designers, engineers and inventors. Children learn to follow a creative and purposeful process - researching, 
designing, making, evaluating and applying technical knowledge - to solve problems and respond to real needs. Through this, 
pupils develop confidence, curiosity and a deep appreciation of how design and innovation shape the world around us. 

Our curriculum ensures that by the end of Year 6, all pupils have developed the creativity, resilience and practical expertise 
needed to take their ideas from concept to creation. Learning is brought to life through engaging lessons, enrichment 
opportunities, design challenges, community projects and class blog posts that showcase the pride and imagination pupils take 
in their technological achievements. 

Children leave Southill with a secure understanding of the design process - able to research, plan, make and evaluate with 
growing independence and precision. They develop the practical skills to use a range of materials, tools and techniques 
effectively, alongside the theoretical understanding of how products are designed, tested and improved. As their knowledge 
deepens, they use accurate design and technical vocabulary to describe, explain and critique their work and the work of others. 

Monitoring and Evaluation 

The implementation and impact of our Design and Technology curriculum are closely monitored through regular learning 
walks, lesson observations, book looks and pupil voice discussions. These allow leaders to ensure that lessons follow the 
agreed structure, that teaching is consistent and engaging, and that progression in both practical and technical knowledge is 
clear across the school. 

We regularly check in with pupils around the Sticky Knowledge for each unit, exploring what they can recall, apply and build 
upon over time. This informs ongoing assessment and helps identify strengths and areas for development. Evidence of learning - 
including design plans, annotated drawings, evaluations and photographs of final products - is reviewed to ensure depth and 
progression across all year groups. 

Curriculum outcomes and assessment information are reviewed termly to evaluate impact and inform next steps for 
improvement. 

Through this reflective and collaborative approach, we ensure that Design and Technology at Southill Primary continues to 
nurture creativity, build technical competence and equip all pupils with the skills, resilience and imagination to design, make and 
innovate with confidence - preparing them to shape a brighter, more sustainable future. 

Data summary 
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