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‘I will give teachings to all and live by what I teach.’ 
Lord Chaitanya

Design & Technology Policy
Approved: September 2019          Review Date: September 2022

INTRODUCTION

Design and Technology is essentially a practical subject that allows learners to think imaginatively and creatively and to become more autonomous and effective problem solvers, both as individuals and as part of a team. Our aim is to provide learners with a rich and enjoyable experience of Design and Technology in which they can acquire and develop their own designing and making skills, by considering their own and others’ needs and values.

AIM 

At our school we aim to develop an understanding of 4 key areas in D&T: Planning, designing, evaluating and using technical, knowledge. 

The objectives in teaching design and technology are:
· to use and explore a range of materials, resources and equipment
· to develop the creative, technical and practical expertise needed to perform everyday tasks confidently and to participate successfully in an increasingly technological world
· to enable learners to think and talk about how things work, and to draw and model their ideas
· critique, evaluate and test their ideas and products and the work of others to encourage learners to select appropriate tools and techniques to make quality products, whilst following safe procedures 
· to develop an understanding of technological processes, products, their manufacture and their contribution to our society 
·  to use the internet to explore ideas and already made products 
· to foster enjoyment, satisfaction and purpose in designing and making things

LEARNING AND TEACHING

Through a flexible curriculum, the school uses a variety of teaching and learning styles in design and technology lessons. Teachers ensure that learners apply their knowledge and understanding when developing ideas, during planning and making products and when evaluating them. This is done through a mixture of whole-class teaching and individual or group activities. 

Within lessons, learners are given the opportunity both to work on their own and to collaborate with others, listening to other learners’ ideas and treating these with respect. Learners critically evaluate existing products, their own work and that of others. They have the opportunity to use a wide range of materials and resources, including Computing.  The school uses Purple Mash and Tinker CAD to allow learners to develop and generate their products through 3D modelling and Computer-Aided Design. The school also uses Cornerstones to engage learners in their learning through cross-curricular topics, ensuring full coverage of all subjects in the Early Years Foundation Stage and the National Curriculum.


MONITORING AND EVALUATION

This is carried out by the D&T Lead, across all Key Stages and includes:

· Observation and support. 
· Recommendations and signposting to external sources of support. 
· Monitoring of pupil work and performance by talking to learners.
· Observation of Learning during D&T lessons
· Moderation of any written, pictorial or recorded work
· Staff meetings and INSET to discuss consistency across the school, standards and expectations. 
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PUPIL ASSESSMENT

Teachers assess the work of learners in Design and Technology by making observations of them working, evaluating and recording the progress that they make against the learning objectives for the lessons. This is recorded on Target Tracker. The subject lead keeps evidence of the learner’s work in a portfolio. This demonstrates the expected level of achievement in Design and Technology in each year of the school. 


EQUAL OPPORTUNITIES

All pupils regardless of age, gender, ability or cultural background have equal access to the Designer and Technology Curriculum. Where additional support is needed, children may be catered for with Teaching Assistants and different teaching styles. 

Some strategies include: 

differentiated questioning
differentiated tasks set
appropriate grouping during the delivery of D & T lessons

EXTRA-CURRICULAR OPPORTUNITIES

English - Design and Technology contributes to the teaching of English by providing valuable opportunities to reinforce prior learning. Discussion, drama and role-play are important ways for the learners to develop an understanding that people have different views about Design and Technology. 

Mathematics – In Design and Technology, learners learn to measure and use equipment correctly, generate nets of shapes in order to create packaging and weigh and measure accurately. They also learn about size and shape and make “real” use of their mathematical knowledge in order to be creative and practical in their designs and modelling.

Science- Science helps learners to look at electrical circuits and use diagrams to draw them. It also helps learners to think about using materials to create structures which can withstand a force.

Computing- Learners use Computing to collect information and to present their designs through a range of design and presentation software.

PSHE- Design and Technology contributes to the teaching of PSHE, encouraging learners to develop a sense of responsibility in following safe procedures when making things. They also learn about health and healthy diets. They also learn how to prevent disease from spreading and about personal hygiene when working with food.
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