
 

 

 

Teaching D.T. at KJA 
  

 

The teaching of Design Technology at Kensington Junior Academy encourages our pupils to become curious and creative problem 

solvers, both as individuals and as part of a team.  Combining practical skills and knowledge with an understanding of aesthetic, social 

and environmental issues. 

The learning at KJA is rooted in the five Learning Behaviours  and combines practical skills with greater knowledge, which will prepare 

pupils for life in a world where understanding, adaptability and transferable skills are critical. 

Our core intent is to enable all pupils to: 

o Develop imaginative thinking, enabling discussion about 
preferences, workings and construction. 

o Use ICT software to assist designing and learning where 
appropriate 

o Able to draw, plan and model their ideas demonstrating 
an understanding of materials and resources. 

o Critically evaluate both their own and others work, 
extending and improving their ideas. 

o Select appropriate tools and techniques whilst following 
safe procedures. 

 

DT is taught, where possible, as part of a cross-curricula model with staff following a process model to ensure pupils become adept at 

‘Thinking like a Designer’. 

 

 

 

 



 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Link it Learn it Check it Show it
A Process Model for Design Technology 

#1 Investigate and research 

• Evaluation of past and present 

product design. 

• Understanding impact of the design 

on daily life. 

•  

#4 Evaluate 

• Improve their ideas and products 

against the design criteria. 

• Consider views of others and 

targeted audience. 

•  

#2 Design 

• Develop their own ideas based on 

the design criteria. 

• Understand how designers and 

designs have influenced the world. 

•  

#3 Make and modify 

• Use a range of tools and equipment 

safely and accurately. 

• Select appropriate materials. 

• Consider functionality and aesthetics 

when making prototypes. 

 

Think like an  

Designer 



In order to ‘Think like a Designer’ pupils will work through four distinct areas: 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



Outcomes of Learning  

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 



 



Year 4 Shadufs 

Design Problem: The school garden needs watering in the summer, but it's hard to move water around. 

Design Brief: Make something that helps move water easily from one place to another in the garden. 

  

 


