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Following the KAPOW Primary Single-Age Planning for all year groups from EYFS to Year 4.  All pupils will create a booklet for each topic that contain all work completed for that topic including a photo of their final product. 

Intent
Curriculum Aims
Stondon Lower School has chosen to use the KAPOW scheme of work as the primary basis for their design technology curriculum. Kapow Primary’s Design and technology scheme of work aims to inspire pupils to become curious, creative and innovative thinkers with a broad understanding of how products are designed and made, in other words, to think like designers and engineers. The intention is for pupils to develop the confidence to identify problems, generate ideas, plan and create products and evaluate their outcomes.
The scheme aims to raise pupils’ awareness of how design and technology shape the way they live, work and interact with the world. It encourages pupils to become resourceful, enterprising individuals who have the skills to contribute to and improve the world around them.
The scheme supports teachers in developing their subject knowledge and skills, enabling the delivery of engaging, well-informed lessons with confidence. The curriculum is designed to be both accessible and ambitious, ensuring all learners’ full participation and potential achievement.


National Curriculum

The 4 Design technology Strands
The Design and technology National curriculum outlines the three main stages of the design process: design, make and evaluate. Each stage of the design process is underpinned by technical knowledge which encompasses the contextual, historical, and technical understanding required for each strand. Cooking and nutrition* has a separate section, with a focus on specific principles, skills and techniques in food, including where food comes from, diet and seasonality. 
Our Design and technology curriculum is structured around four strands that run through every unit:
Design, Make, Evaluate, and Technical knowledge. 
We have taken these subheadings to be our Primary strands:
 ● Design 
● Make 
● Evaluate 
● Technical knowledge
Our Design and technology scheme has a clear progression of skills and knowledge within these strands and key areas across each year group. 
These strands ensure a balanced coverage of the substantive, disciplinary and procedural knowledge pupils need to progress in Design and technology.
They support the development of creativity, problem-solving and technical understanding, preparing pupils to design purposeful, functional products with increasing independence and confidence.



Purpose of study
The National curriculum for Design and technology sets out the importance of creativity through different contexts in the Technical knowledge strand, referring to structures, mechanisms and electrical systems. Cooking and nutrition are given their own heading.
To support this, our D&T curriculum is organised into the following six key areas:
· Structures.
· Mechanisms/Mechanical systems.
· Textiles.
· Cooking and nutrition.
· Electrical systems.
· The digital world.
These areas are revisited across year groups to give pupils a broad and balanced experience of designing and making products using a range of materials, tools and technologies. This structure helps pupils make connections between different types of products and problems while supporting teachers in identifying how each unit contributes to a broader, progressive learning journey.
 
These key areas reflect the diverse applications of D&T in the real world, from preparing food and designing clothing to building structures and programming devices. Each area provides a different design context in which pupils develop and apply their knowledge and skills.
 
By organising the curriculum in this way, pupils engage with a rich variety of materials, techniques and technologies. They learn to think like designers: generating ideas, selecting appropriate tools, solving problems and evaluating outcomes.
 
The strands of Design, Make, Evaluate and Technical knowledge run through every key area, allowing pupils to build fluency in all aspects of the design process.
 
Over time, this approach helps pupils to understand not just what to make and how, but why their design choices matter, developing products that are functional, purposeful and increasingly sophisticated.


Structures: 
The Structures key area focuses on developing pupils’ understanding of how to create stable, strong and purposeful constructions. Pupils explore the functional and aesthetic properties of different materials and learn how to shape, combine and reinforce them effectively.
 
In EYFS and KS1, pupils begin by experimenting with materials through activities such as junk modelling and constructing simple freestanding forms. As they progress through KS2, they apply this foundational knowledge to more complex tasks, designing and making structures such as bridges, shell structures and packaging.
 
Through this key area, pupils develop substantive knowledge about shape, stability and material properties, procedural knowledge (in techniques such as folding, layering and joining) and disciplinary thinking around what makes a structure suitable for its intended purpose.

Mechnisms 
This key area focuses on how movement can be created or changed through simple mechanisms. It supports pupils in understanding how everyday products work and how they can apply these principles in their own designs.
 
In KS1, pupils explore mechanisms through practical tasks involving sliders, levers and wheels. They create sliding games, fairground wheels and pull-along toys, learning how basic components can be assembled to produce movement.
 
In KS2, the focus shifts to mechanical systems, where pupils explore more sophisticated mechanisms such as cams, gears, pulleys and linkages. They apply their knowledge to design automata, slingshot cars and gear-driven systems, developing an understanding of how force and motion can be manipulated.
 
This key area helps pupils develop procedural knowledge in constructing working parts; substantive knowledge of motion and mechanical components; and disciplinary thinking about how to choose or adapt mechanisms to solve real design challenges.

Textiles 
The Textiles key area introduces pupils to the creative and practical possibilities of working with fabric. Pupils learn how to join, shape, decorate and reinforce materials using a variety of stitching and fastening techniques, gradually building precision and control.
 
In EYFS and KS1, pupils begin with basic skills such as threading, cutting and glueing fabrics. They progress to hand sewing using simple stitches like the running stitch and learn how to follow templates to create functional products such as bunting and pouches.
 
In KS2, pupils develop more advanced techniques such as cross stitch, appliqué and blanket stitch. They begin to incorporate fastening methods, choose decorative elements, and design with greater consideration for aesthetics and user needs. Projects include cushions, book sleeves, stuffed toys and wearable items like bags.
 
This key area deepens pupils’ procedural knowledge of sewing and finishing techniques, strengthens their understanding of fabric properties (substantive knowledge) and encourages disciplinary thinking as they plan and refine products for specific users and purposes.

Cooking and nutrition
The Cooking and nutrition key area equips pupils with essential life skills and knowledge about food, diet, health and preparation. It is the only key area of D&T with its own section in the National curriculum, reflecting its importance for pupils’ wellbeing and independence.
 
In EYFS and KS1, pupils begin by exploring ingredients through their senses, learning where food comes from and handling fruits and vegetables safely. They follow simple recipes to create dishes like smoothies or soup, which develops their fine motor skills and early understanding of a balanced diet.
 
In KS2, pupils apply this foundational knowledge to a wider range of ingredients, cooking methods and nutritional principles. They learn how to plan and adapt recipes, read packaging, and understand the cultural and environmental aspects of food. Projects include designing healthy wraps, preparing seasonal tarts and creating multi-course meals.
 
This key area develops procedural knowledge in food preparation and hygiene; substantive knowledge about nutrition and food sourcing; and disciplinary understanding of how to evaluate and adapt recipes for specific users, dietary needs or purposes.

Electrical systems
The Electrical systems key area introduces pupils to the principles and applications of electricity within product design. It is taught in KS2 only, once pupils have developed a foundation of practical and design skills.
 
Pupils learn how to build and apply simple series circuits using components such as bulbs, buzzers, switches and motors. They explore how these components can be safely integrated into functional products, such as games and motorised bots, and how design choices affect performance, safety and user experience.
 
Through this key area, pupils apply substantive knowledge from science of circuits, conductive and insulating materials and energy flow. They build procedural knowledge in creating and testing circuits and integrating them into products. Disciplinary thinking enables pupils to make design decisions based on the needs of users, material constraints and the function of the product.
 
Electrical systems projects allow for cross-curricular links with Science and Computing while supporting creativity and problem-solving within the design process.

Digital world
 The Digital world key area helps pupils understand how digital systems can be integrated into products to control, monitor or enhance their function. Like Electrical systems, it is taught in KS2 only.
 
Pupils combine D&T with Computing, using programmable devices such as the Micro:bit and developing 3D computer-aided design (CAD) models. Projects include designing wearable technology, animal monitoring tools, mindfulness timers and navigation devices, allowing pupils to explore how digital components can be purposeful and interactive.
 
This key area develops procedural knowledge in digital design and programming, substantive knowledge of how sensors and systems work and disciplinary knowledge of how to apply digital tools to solve real-world problems. Pupils also learn about the role of product design in the wider world, including the history of digital innovation and its ongoing impact.
 
The Digital world area builds confidence in using technology creatively, ethically and effectively, while always remaining grounded in the core principles of the D&T design process.

EYFS (Reception) 
Child-led learning is integral to the Early Years curriculum. Supporting children in following and exploring their own interests allows for a greater depth of learning and understanding and much higher levels of wellbeing and engagement. Adults in the classroom can model how to use Design and Technology to aid children in their pursuits and scaffold the learning so that they can reach a deeper level of understanding. Planning, designing, making and developing skills and knowledge are all fundamental parts of our Design and technology scheme. Throughout our EYFS reception units, children will have plenty of opportunities to get to know each of these areas, as they explore different materials, processes and outcomes.

Continuity of learning from EYFS to KS1
Our D&T scheme aligns with the statutory EYFS (Reception) guidance.
Key themes and skills introduced in EYFS (Reception) are revisited and developed further in KS1, ensuring continuity and progression.
This transition is aided by the continuity of learning created by the curriculum strands, which run from EYFS to Year 6. Subject leaders can pinpoint how knowledge develops in EYFS (Reception) and how this creates the foundation for their learning in KS1.
Lessons build on curiosity, exploration and discussion, which are central to EYFS learning. As pupils move into Year 1, more structured activities are gradually introduced.
In KS1, oracy, questioning and storytelling help pupils transition from informal to more formal subject-based learning.
The D&T scheme supports the progressive development of skills, such as observation, reasoning and problem-solving, which are introduced in EYFS and strengthened in KS1.
Adaptive teaching strategies ensure all learners are supported as they transition to more formal learning approaches.
The D&T scheme aligns with EYFS Early Learning Goals, making links with communication and language, understanding the world and expressive arts to create a smooth transition.
It promotes independence and confidence, supporting pupils as they adapt to the expectations of KS1 learning.



Progression
The D&T: Progression of skills and knowledge document outlines the skills and knowledge taught in each phase and strand. It explains how these skills are developed to help pupils reach the end-of-key-stage outcomes specified in the National curriculum. This is found on the Kapow portal. 
 
Key concepts and knowledge are revisited in different contexts to ensure pupils have a secure understanding by the end of each phase.
Cooking and nutrition is given a particular focus in the National curriculum and this is one of the  six key areas that pupils revisit throughout their time in Lower school:

● Cooking and nutrition
● Mechanisms/ Mechanical systems
● Structures
● Textiles
● Electrical systems (KS2 only)
● Digital world (KS2 only)

Throughout our Design and Technology scheme, pupils respond to design briefs and scenarios that require consideration of the needs of others, developing their skills in the six key areas.

Each of our key areas follows the design process (design, make and evaluate) and has a particular theme and focus from the technical knowledge or cooking and nutrition section of the curriculum. The Kapow Primary scheme is a spiral curriculum, with key areas revisited again and again with increasing complexity, allowing pupils to build on their previous learning.

Inclusion and diversity
Our D&T curriculum is designed to be inclusive and representative, ensuring all pupils see themselves reflected in the products, users and contexts they explore.
The scheme features a diverse range of design traditions, food cultures, materials and technologies from around the world and encourages pupils to design with empathy and respect to a variety of users.
This approach helps challenge stereotypes, broaden perspectives and celebrate design as a practical, creative and culturally-rich human endeavour.

Implementation

Timetabling
Design technology is timetabled for 2 hours per week but is taught in alternating terms (depending on year group) with Art and Design. Due to the practical nature of the subject, this enables opportunities for deeper learning and skills development to take place. 


CPD
The scheme of work includes teacher videos for each unit. This ensures the teachers have a thorough understanding of the knowledge, skills, key concepts and best practice to ensure effective implementation of the curriculum. Further opportunities for CPD and support are provided by the school’s subject lead and leadership team as appropriate. 

Unit Structure
Within the curriculum, there are key documents to support the teaching of each unit, such as the Knowledge organisers, Progression of skills and knowledge and vocabulary progression.
Opportunities to activate prior learning and cross-curricular links are included within each unit.

Lesson structure
Lessons are structured to ensure all pupils are able to access the learning and succeed. 
Recap and recall: Each lesson begins with a short activity revisiting prior learning. This helps reinforce key knowledge, activate long-term memory and create connections between past and new learning. Recap and recall activities are varied to keep the start of the lesson engaging and fun while still supporting active recall.
Attention grabber: A short, engaging activity designed to hook pupils into the new learning in the lesson. The activity could be a thought-provoking question, a quick investigation or an interactive discussion to spark curiosity and enthusiasm for the topic.
Main event: The core part of the lesson, where children engage in activities that develop their understanding of the learning objective. The Main event usually includes a mixture of teacher modelling, guided practice and independent or collaborative tasks tailored to support all learners.
Wrapping up: A final reflective activity that consolidates learning. Wrapping up activities could involve reviewing the success criteria, discussing key learning or applying knowledge in a different context to assess understanding and encourage deeper thinking.

Inclusion and SEND
The Design and Technology (D&T) curriculum is designed to be a fully inclusive, spiral curriculum that helps pupils with Special Educational Needs and Disabilities (SEND) access the same creative learning as their peers. Children learn in a variety of ways.  Lessons include a range of strategies to support and challenge every pupil, such as:

· Scaffolded Planning: Every lesson provides differentiated guidance to ensure that learning is accessible, while also providing extension challenges for pupils working at greater depth.
· Multimodal Learning: Lessons incorporate a mix of independent tasks, paired/group work, and hands-on making, which appeals to a variety of learning styles and sensory needs
· Demonstration Videos: High-quality, step-by-step teacher and pupil videos are embedded directly into lessons, offering clear visual instructions that benefit visual learners and help process instructions

IMPACT
The impact of our scheme can be constantly monitored through both formative and summative assessment opportunities.
Each lesson includes guidance to support teachers in assessing pupils against the learning objectives. Furthermore, each unit has a unit quiz and knowledge catcher which can be used at the start and/ or end of the unit.

After the implementation of Kapow Primary Design and technology, pupils should leave school equipped with a range of skills to enable them to succeed in their secondary education and be innovative and resourceful members of society. The expected impact of following the Kapow Primary Design and technology scheme of work is that children will:

➔ Understand the functional and aesthetic properties of a range of materials and resources.
➔ Understand how to use and combine tools to carry out different processes for shaping, decorating, and manufacturing products.
➔ Build and apply a repertoire of skills, knowledge and understanding to produce high quality, innovative outcomes, including models, prototypes, CAD, and products to fulfil the needs of users, clients, and scenarios.
➔ Understand and apply the principles of healthy eating, diets, and recipes, including key processes, food groups and cooking equipment.
➔ Have an appreciation for key individuals, inventions, and events in history and of today that impact our world.
➔ Recognise where our decisions can impact the wider world in terms of community, social and environmental issues.
➔ Self-evaluate and reflect on learning at different stages and identify areas to improve.
➔ Meet the end of key stage expectations outlined in the National curriculum for Design and technology.
➔ Meet the end of key stage expectations outlined in the National curriculum for Computing.

Formative: Assessment throughout the lesson
Formative assessment is embedded throughout our curriculum to ensure that teachers can gauge pupils’ understanding in real time and adapt their teaching accordingly.
· Questioning – lesson plans include targeted and open-ended questions to check understanding, promote critical thinking and address misconceptions.
· Observation – teachers are supported to observe pupils during tasks, noting how they approach activities, collaborate and apply Art and design skills.
· Discussion and peer interaction – pair and group discussions are built into lessons, providing opportunities for pupils to articulate their thinking and for teachers to assess understanding through dialogue.
· Lesson pauses – plans include strategic pause points for checking comprehension, summarising learning and addressing any common errors before progressing.
· Retrieval practice – recap activities such as short recall tasks and oral explanations are embedded to reinforce prior knowledge and assess retention.
· Use of success criteria – success criteria are shared within lessons, allowing pupils to self-assess or peer-assess their work and reflect on their progress.
· Short reflections in the Wrapping up – lessons end with brief written or verbal reflections, enabling pupils to consolidate learning and teachers to gauge understanding.

Summative: Summative assessment opportunities
Each unit of work assesses children’s understanding and retention of key knowledge using an Assessment quiz with multiple-choice and open-ended questions.
Depending on the needs of the cohort, quiz questions may be read aloud and completed in small groups or as a whole-class activity, rather than being completed independently. Assessment quizzes provide teachers with a record of summative assessment – evidence of pupil progression throughout the year between key stages.
This evidence is then used by teachers to assess the pupils against the national curriculum descriptors for art and design at the end of each unit. This is added to our Insight assessment tracker. 

Evidencing progress
Insight is used to track progress.
The children’s responses in lessons whether written, oral, photographic and creative are used as evidence of progress.





	
	Autumn A
	Autumn B
	Spring A
	Spring B
	Summer A
	Summer B

	Reception
	 
	Structures: Junk modelling
6 lessons
Investigating materials and construction techniques using junk modelling while developing scissor skills and joining methods. The children make verbal plans, choose suitable materials and solve problems as they design and build their own models.
	 
	Cooking and nutrition: Soup
6 lessons
Exploring vegetables, where they come from and how they can be prepared for cooking by designing and making a class soup. The children describe and compare the tastes of different vegetables, practise cutting skills and evaluate the finished soup.
	
	Textiles: Bookmarks
6 lessons
Developing fine motor skills through a range of threading activities before moving on to use a binka and a needle. The children design bookmarks, considering what to include and why, then follow their designs to complete them.

	Year 1


2026-27
	Structures: Stable structures 
(6 lessons)
Investigating stable shapes and using an understanding of balance to discover how wide or heavy bases improve stability in freestanding structures. Pupils apply their understanding by designing and making a fun, stable pencil pot for someone.

	Cooking and nutrition: Christmas / seasonal  themed
Revisiting key skills form EYFS – cutting, shaping and evaluating
	Textiles: Simple Stitches
(5 lessons)
Examining fabrics, practising basic sewing techniques and identifying how different materials are made from threads. Pupils learn how to thread a needle and sew simple stitches before designing and creating a piece of decorative bunting.
	
	Mechanisms: Wheels and axles
(6 lessons)
Developing an understanding of how wheels, axles and axle holders work while practising cutting straight and curved shapes with scissors. Pupils problem-solve to improve their wheel designs before designing, building and evaluating a pull-along toy against design criteria.
	

	Year 2


2026-27
	
	Mechanisms: Levers 
(5 lessons)

Investigating different types of levers and how they work in everyday mechanisms.

	
	Cooking and Nutrition: A balanced diet
(6 lessons)

Discovering the importance of a balanced diet and creating a tasty, balanced wrap to meet a design brief.

	
	Structures- A chair for a bear
(5 lessons)

Investigating strong shapes and the properties of stiff and flexible materials by designing a chair inspired by the story ‘There’s a Bear on My Chair’.


	Year 3


2026-27
	Structures- Product packaging 
(5 lessons)

Exploring how 3D shell structures are created from nets and used in packaging, pupils evaluate what makes good packaging and follow a simple design criteria to create their own.
	
	Digital world- Wearable technology 
(5 lessons)

Developing an understanding of programmable products by designing, coding and promoting wearable technology for use in low-light conditions. Pupils monitor and control their product to a real-world design scenario.

	
	Cooking and nutrition- Eating seasonally
(6 lessons)

Discovering where and when fruit and vegetables are grown by learning about seasonality in the UK. Pupils respond to a brief by designing a seasonal tart using ingredients harvested in the UK during May and June.
	

	Year 4


2026-27
	
	Cooking and nutrition -Adapting a recipe
(6 lessons)

Adapting a simple biscuit recipe for a chosen target audience. Pupils work collaboratively to select suitable ingredients, manage a budget for overheads and ingredients, and create a biscuit that meets specific design criteria.
	
	Mechanical systems- Mechanical cars (5 lessons)

Exploring mechanical systems by building and testing prototype cars to identify effective design features. Pupils conduct market research, create design criteria and evaluate products from a customer perspective before designing their own mechanical car kit.
	
	Electrical systems-Exploring electrical products 
(5 lessons)

Applying scientific understanding of electrical circuits through designing and making a torch using recycled and reclaimed materials. Pupils construct and evaluate their product against design criteria to improve its effectiveness and functionality.
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