
Teaching and Learning Policy – Appendix 1 
  Expectations for all learners by the end of KS2 
 

Subject Attitudes Knowledge Skills Enrichment 

Design 
Technology 
and Food 
Technology 

 Show curiosity about product 
design  

 Be resilient and creative in 
trying to solve problems 

 Take risks with design and 
technology 

 Be thoughtful about what 
works, what doesn’t and why 

 Be interested in healthy 
eating, where food comes 
from and sustainability 

 See design technology and 
food technology as viable 
career options 

 

 Know how to use a range of 
tools appropriately and choose 
the correct tool for the task  

 Know the properties of 
different materials and which 
are suitable for which 
task/project 

 Understand that mechanical 
and electrical systems have an 
input, process and an output. 

 Understand how gears and 
pulleys can be used to speed 
up, slow down or change the 
direction of movement 

 Know and use technical 
vocabulary  

 Use computer control 
programmes effectively 

 Understand and use electrical 
systems in their products, eg. 
switches, bulbs and buzzers 

 Know how to strengthen and 
reinforce complex structures 

 Understand how to use 
mechanical systems eg. gears, 
pulleys, levers 

 Understand how key events/ 
individuals in DT have helped 
shape the world 

 Know which foods are healthy  

 Know how to use a range of 
cooking techniques, eg. baking, 
grilling 

 Know which products are in 
season when and where food 
comes from 

 Investigate a range of existing products 

 Generate innovative ideas by carrying out research 
using surveys, interviews, questionnaires and web-
based resources. 

 Develop a simple design specification to guide their 
thinking. 

 Develop and communicate ideas through discussion, 
annotated drawings, exploded drawings and 
drawings from different views. 

 Formulate step-by-step plans and, if appropriate, 
allocate tasks within a team. 

 Compare the final product to the original design 
specification.  

 Test products with intended user and critically 
evaluate the quality of the design, manufacture, 
functionality and fitness for purpose.  

 Consider the views of others to improve their work. 

 Evaluate ideas and products against their own 
criteria to improve their designs 

 Give constructive feedback to others 

 Investigate famous manufacturing and engineering 
companies relevant to the project  

 
 

 STEM workshops and projects, eg. 
egg drop 

 Allotment visits 

 Fiver challenge 

 


