
Within the Unity Federation of Schools we intend to build a Design Technol-

ogy curriculum which develops learning and results in the acquisition of 

knowledge and skills. We believe that Design and Technology is an im-

portant element of our children’s education, taught within a curriculum that 

equips our children with valuable, practical skills.  

Through the Design Technology curriculum, pupils will develop an under-

standing of both their own local culture and heritage, and a wider 

knowledge of the world around them. 

We aim to, wherever possible, link work to other disciplines such as mathe-

matics, science, history, computing and art. The children are also given op-

portunities to reflect upon and evaluate past and present design technology, 

its uses and its effectiveness. In turn our pupils at Unity Federation are en-

couraged to become innovators and risk-takers.  

Intent 

Our Statement 



At the Unity Federation we show a clear progression of skills and knowledge within 

the five strands of the curriculum across each year group: Design, make, evaluate, 

technical knowledge and cooking and nutrition. Children will learn that designing and 

making is an iterative process through which they will need to continually evaluate 

their product by testing their ideas and making improvements. They will also use these 

important critical thinking skills to critique existing products and the work of others. 

Throughout their time at Unity, children complete projects where they design and 

make: structures; mechanisms and mechanical systems; electrical systems including 

programming; textiles products and food products. These projects are organised in such 

a way that the skills developed are age and stage appropriate and build on prior learn-

ing in DT and other subjects.    

 

Through these lessons, we intend to inspire pupils to develop a love of Design and 

Technology and see how it has helped shaped the ever-evolving technological world 

they live in.  
. 

IMPLEMENTATION 

Our Statement 



IMPLEMENTATION continued 

The Threshold Concepts 

Our planning and assessment in history any structured around 4 main concepts 

Master practical techniques 

 

 

This involves developing the 

skills needed to make high-

quality products 

Design, make, evaluate and improve 

 

 

 

This involves developing the 

process of design thinking 

and seeing design as an iter-

ative process. 

Take inspiration from design 

This involves appreciating the 

design process that has influ-

enced the products we use in 

every day life. 



IMPLEMENTATION continued 

The Teaching and Learning 

Our curriculum is split into three milestones, one for each of our three mixed age classes. Teachers, 

use the threshold concepts to plan suitably challenging learning for the children in their class. 

 

 



IMPLEMENTATION continued 

The Teaching and Learning 



IMPLEMENTATION continued 

The Teaching and Learning 

Examples of Cultural Capital in D&T 

Trips to look at structures at the seaside, exploring design 

 

 



At the Unity Federation we know nothing is learned unless it rests in pupils’ long-term memories.  

This does not happen, and cannot be assessed, in the short term. So to measure the impact of our his-

tory curriculum we try to explore the answers to two main questions: 

 How well are pupils coping with the curriculum content? 

 How well are they retaining previously taught content? 

IMPACT 

We explore this through: 

 
Assessing Learning:  

Before, during and after lessons. 

Using the assessment statements 

for each milestone. 

Monitoring:  

Subject leadership monitoring 

and Governor monitoring, fol-

lowing our monitoring schedule. 



IMPACT continued 

Progression through the milestones 



IMPACT continued 

Progression through the milestones 



IMPACT continued 

Progression through the milestones 



IMPACT continued 

Vocabulary Progression  


