Elm Academy Design and Technology Strategy 
"Design is a funny word. Some people think design means how it looks. But of course, if you look deeper, it's really how it works." – Steve Jobs
At Elm Academy, we believe that Design and Technology (DT) is essential to a rich and balanced education that develops the whole child. The study of Design and Technology gives children an insight into how the world is being shaped around them for the evolving needs of people and communities from past to present. In a rapidly changing age of technology, it is essential that children are equipped with the knowledge and technical skills to creatively solve real life problems, so that they have the ability to make their own impact on the world around them.
The National Curriculum for Design and 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 in order 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.
Through a variety of creative and practical activities, we teach the knowledge, understanding and skills needed to engage in an iterative process of designing and making. Our Curriculum ensures that our lessons follow the design, make and evaluate cycle in each project. DT lessons are also taught as a block so that pupil’s learning is focused throughout each unit of work.
Design 
· Use research and develop design criteria to inform the design of innovative, functional, appealing products that are fit for purpose and aimed at particular individuals or groups
· Generate, develop, model and communicate their ideas through discussion, annotated sketches, cross-sectional diagrams, prototypes, pattern pieces and computer-aided design

Make
· Select from and use a wider range of tools and equipment to perform practical tasks (for example cutting, shaping, joining and finishing) accurately
· Select from and use a wider range of materials and components, including construction materials, textiles and ingredients, according to their functional properties and aesthetic qualities 

Evaluate
· Investigate and analyse a range of existing products
· [bookmark: _GoBack]Evaluate their ideas and products against their own design criteria and consider the views of others to improve their work
· Understand how key events and individuals in Design and Technology have helped shape the world

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.

Assessment in Design and Technology is carried out both formally and summatively in order to gain an understanding of the pupil’s achievements and the next steps for their progress. Pupils are assessed during units on both their subject knowledge and also their design and making skills. Assessments are carried out in various forms, including observing, questioning and discussing, as appropriate to the age of the children and the nature of the unit. A summative assessment system is used for Years 1- 6 at the end of each unit.
