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Raising standards and motivating 
children to learn 
The D&T Association is very aware of the priority 
that primary schools attach to children’s 
achievement in English and mathematics. The 
Cambridge Primary Review indicated that primary 
schools with a broad, balanced and well-managed 
curriculum often achieve the highest standards in 
these subjects at the end of Key Stage 2. The 
Review attributes this to the role of the broader 
curriculum in providing meaningful contexts for 
children to develop and apply their learning in 
these subjects. However, genuine breadth and 
balance requires depth and quality in the teaching 
and learning of each subject in the curriculum. 

Projects on a Page ensures that D&T makes a 
high-quality contribution to a broad and balanced 
primary curriculum, helping to raise standards in 
English and mathematics. Research suggests D&T 
is one of primary-aged children’s favourite 
subjects. Projects on a Page maximises their 
enjoyment by providing scope for teachers to meet 
children’s needs and interests through creative 
and motivating projects within a range of contexts. 

D&T essentials 
Projects on a Page is based on the six essentials 
of good practice in D&T. These need to be in place 
in teachers' planning to ensure children’s learning 
is genuinely design and technological in nature. 
They are consistent with the National Curriculum 
requirements and should be applied whenever 
children are designing and making products: 

• User – children should have a clear idea of 
who they are designing and making products 
for, considering their needs, wants, interests or 
preferences. The user could be themselves, an 
imaginary character, another person, client, 
consumer or a specific target audience. 

• Purpose – children should know what the 
products they design and make are for. Each 
product should perform a clearly defined task 
that can be evaluated in use. 

• Functionality – children should design and 
make products that function in some way to be 
successful. Products often combine aesthetic 
qualities with functional characteristics. In D&T, 
it is insufficient for children to design and make 
products which are purely aesthetic. 

• Design Decisions – when designing and 
making, children need opportunities to make 
informed decisions such as selecting materials, 
components and techniques and deciding what 
form the products will take, how they will work, 
what task they will perform and who they are 
for. 

 
• Innovation – when designing and making, 

children need some scope to be original with 
their thinking. Projects that encourage 
innovation lead to a range of design ideas and 
products being developed, characterised by 
engaging, open-ended starting points for 
children's learning. 

• Authenticity – children should design and 
make products that are believable, real and 
meaningful to themselves i.e. not replicas or 
reproductions or models which do not provide 
opportunities for children to make design 
decisions with clear users and purposes in 
mind. 

The six essentials are embedded into the Project 
Planners, each of which has suggestions for users 
and purposes, and a list of authentic products that 
children could design and make. Each Planner has 
a star diagram that enables you to evaluate the 
overall potential of the project to ensure each of 
the D&T essentials has been addressed. Different 
projects will have a different profile. Schools may 
wish to evaluate projects in long-term planning to 
ensure each essential is adequately addressed 
over the course of a year or key stage. 
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Building on the Early Years 
Foundation Stage 

 

The statutory Early Years Foundation Stage 
(EYFS) framework for England clearly identifies 
the role of design and technology in young 
children’s learning and the subject is specifically 
named in the area of learning ‘Expressive Arts 
and Design’. It is therefore extremely important 
to build on children’s prior learning in the EYFS 
when planning D&T projects in KS1. 

 
D&T in the EYFS 
The early learning goals for Expressive Arts and 
Design indicate what children should know, 
understand and be able to do by the end of the 
reception year. A significant proportion of this 
learning should be delivered through high 
quality D&T experiences and activities, enabling 
children to ‘safely use and explore a variety of 
materials, tools and techniques, experimenting 
with colour, design, texture, form and function’ 
and ‘use what they have learnt about media and 
materials in original ways, thinking about uses 
and purposes’. D&T also makes an important 
contribution to young children’s learning across 
the remaining six areas of the EYFS framework, 
including Understanding the World, Physical 
Development, Literacy, Mathematics, Personal, 
Social and Emotional Development, and 
Communication and Language. 

Identifying prior learning 
Children’s experience of D&T in the EYFS may 
have included some or all of the following 
elements: 

• Designing by talking about what they intend 
to do, are doing and have done. 

• Saying who and what their products are for. 

• Drawing what they have made, with some 
children drawing their ideas before they 
make. 

• Opportunities to make their own choices and 
to discuss the reasons for these. 

• Learning procedures for safety and hygiene. 

• Developing practical skills and techniques 
using a range of materials including food, 
textiles and construction materials. 

• Developing their knowledge and 
understanding in relation to mechanisms, 
structures, food and textiles. 

• Exploring and using a range of construction 

kits. 

• Asking questions about a range of existing 
products. 

• Exploring the designed and made world 
through the indoor and outdoor environment, 
and through roleplay. 

• Learning and using appropriate technical 
vocabulary. 

 

 

 

 
The Y1/2 Project Planners specifically identify 
what children should ideally have learnt in the 
EYFS before carrying out the project. Early 
years teachers will have used the flexibility 
available in the EYFS framework to ensure 
curriculum content is appropriate to young 
children’s developmental needs. Y1/2 teachers 
may therefore need to adjust the pitch of Project 
Planners – either where prior learning from 
EYFS has not been covered or where more 
challenge is required in KS1 to move children’s 
learning on. 
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Full list of 21 planners 

Key Stage 1 
• Year 1/2 Mechanisms – Sliders and levers 

• Year 1/2 Structures – Freestanding structures 

• Year 1/2 Food – Preparing fruit and vegetables 

• Year 1/2 Textiles – Templates and joining 
techniques 

• Year 1/2 Mechanisms – Wheels and axles 

 

Early Key Stage 2 
• Year 3/4 Mechanical Systems – Levers and 

linkages 

• Year 3/4 Mechanical Systems – Pneumatics 

• Year 3/4 Structures – Shell structures using 
computer-aided design 

• Year 3/4 Electrical Systems – Simple 
programming and control 

• Year 3/4 Textiles – 2-D shape to 3-D product 

• Year 3/4 Food – Healthy and varied diet 

• Year 3/4 Structures – Shell structures 

• Year 3/4 Electrical Systems – Simple circuits 
and switches 

 
 

Late Key Stage 2 
• Year 5/6 Food – Celebrating culture and 

seasonality 

• Year 5/6 Textiles – Combining different fabric 
shapes 

• Year 5/6 Structures – Frame structures 

• Year 5/6 Electrical Systems – More complex 
switches and circuits 

• Year 5/6 Mechanical Systems – Pulleys or 
gears 

• Year 5/6 Mechanical Systems – Cams 

• Year 5/6 Textiles – Using computer-aided 
design in textiles 

• Year 5/6 Electrical Systems – Monitoring and 
control 


