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Australian Curriculum - Technologies: Design and Technologies - Strands with Elaborations
PROGRESSION IN 'PROCESS AND PRODUCTION SKILLS' IS HIGHLIGHTED IN THE FOLLOWING DOCUMENT VIA BOLDED TEXT.
NOTE: In Design and technologies, Technologies contexts are also denoted by BOLDED TEXT.
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Overarching idea
(i Creating preferred futures
The Technologies curriculum provides students with opportunities to consider how solutions that are created now will be sed in the future. Students will identify the possible benefits and risks of creating solutions. They will use critical and creative thinking to weigh up possible short and long term impacts.

As students progress through the Technologies curriculum, they will begin to identify possible and probable futures, and their preferences for the future. They develop solutions to meet needs considering impacts on liveability, economic prosperity and environmental sustainability. Students will learn to recognise that views about the priority of the benefits and risks will vary and that preferred futures are contested.

(il) Project management
Students will develop skills to manage projects to successful completion through planning, organising and monitoring timelines, activities and the use of resources. This includes considering resources and constraints to develop resource, finance, work and time plans; assessing and managing risks; making decisions; controlling quality; evaluating processes and collaborating and communicating with others at different stages of the process.
tudents are taught to plan for sustainable use of resources when managing projects and take into account ethical, health and safety considerations and personal and social beliefs and values.

inking
A system is an organised group of related objects or components that form a whole. Systems thinking is a holistic approach to the identification and solving of problems where the focal points are treated as components of a system, and their interactions and interrelationships are analysed individually to see how they influence the functioning of the entire system.
In Design and Technologies the success of designed solutions includes the generation of ideas and decisions made throughout design processes. It requires students to understand systems and work with complexity, uncertainty and risk. Students recognise the connectedness of and interactions between people, places and events in local and wider world contexts and consider the impact their designs and actions have in a connected world.

Participating in and shaping the future of information and digital systems is an integral part of learning in Digital Technologies. Understanding the complexity of systems and the interdependence of components is necessary to create timely solutions to technical, economic and social problems. Implementation of digital solutions often has consequences for the people who use and engage with the system, and may introduce unintended costs or benefits that impact the
present or future society.

(ii) Design thinking
Design thinking involves the use of strategies for design needs and visualising and generating creative and innovative ideas, planning, and analysing and evaluating those ideas that best meet the criteria for success.
Design thinking underpins learning in Design and Technologies. Design processes require students to identify and investigate a need or opportunity; generate, plan and realise designed solutions; and evaluate products and processes. Consideration of economic, environmental and social impacts that result from designed solutions are core to design thinking, design processes and Design and Technologies.

When developing solutions in Digital Technologies, students explore, analyse and develop ideas based on data, inputs and human interactions. When students design a solution to a problem they consider how users will be presented with data, the degree of interaction with that data and the various types of computational processing. For example, designing a maze; writing precise and accurate sequences of instructions to move a robot through the maze o testing the
rogram and modifying the solution.

(iii) Computational thinking
Computational thinking is a problem-solving method that is applied to create solutions that can be implemented using digital technologies. It involves integrating strategies, such as organising data logically, breaking down problems into parts, interpreting patterns and models and designing and implementing algorithms.

Computational thinking is used when specifying and implementing algorithmic solutions to problems in Digital Technologies. For a computer to be able to process data through a series of logical and ordered steps, students must be able to take an abstract idea and break it down into defined, simple tasks that produce an outcome. This may include analysing trends in data, responding to user input under certain preconditions or predicting the outcome of a simulation.

This type of thinking is used in Design and Technologies during different phases of a design process when computation is needed to quantify data and solve problems. Examples include when calculating costs, testing materials and components, comparing performance, or modelling trends.

STRANDS

“The Australian Gurriculum: Design and Technologies (F~10) comprises two related strands:
(i) Design and T jies knowledge and —the use, and impact of and design ideas across a range of technologies contexts
(ii) Design and Technologies processes and production skills — the skills needed to create designed solutions,...”

Relationship between the strands
' Together, the two strands provide students with knowledge, understanding and skils through which they can safely and ethically design, plan, manage, produce and evaluate products, senvices and enronments. Teaching and learning programs should balance and integrate both strands. Students lear abou technologies and society through diferent technologies contexts (knowledge and understanding) as they
create designed solutions (processes and production skills)....

Teachers can select pecific content from the and ing strand and students can apply skills from the Processes and production skills strand to that content. The common strand structure provides an opportunity to highlight similarities across the two subjects that will facilitate integrated approaches to teaching,

Teaching and learning programs will typically integrate content from each strand.
By the end of each band students will have had the opportunity to create different types of designed solutions that address the technologies contexts:
(i) Engineering principles and systems,
(i) Food and fibre production,
(iij Food specialisations and
(iv) Materials and technologies specialisations.
For breadth of study, the curriculum has been developed to enable students to complete at least one product, one service and one environment within each band.

The combination of technologies contexts and types of designed solutions is a school decision. Students will work on design projects that develop processes and production skills in investigating; generating; producing; evaluating; and collaborating and managing.

Content descriptions for technologies contexts provide the stimulus for teachers to develop teaching and learning programs. Typically, a unit of learning in Design and Technologies would entail the integration of Design and Technologies knowledge and ing content descriptions (T jes and society and at least one Technologies context) and the Design and Technologies processes and
production content descriptions. It may be possible to address multiple technologies contexts in a unit. The unit would be centred on a technologies context and may include a design brief.

n Brief:
A design brief is a concise statement clarifying the project task and defining the need or opportunity to be resolved after some analysis, investigation and research. It usually identifies the users, criteria for success, constraints, available resources, timeframe for the project and may include possible consequences and impacts. A design brief is a tool for clarifying a problem when self-generated, or a guideline for design
when externally imposed. In earlier years of learning, design briefs may be fairly prescriptive and teacher irected. As design skills and design thinking develop, students should have greater input into the development of design briefs for specific identified needs or opportunities.

Factors influencing design decisions
In Design and Technologies students are encouraged to apply their knowledge and practical skills and processes when using technologies and other resources to create innovative solutions that meet current and future needs. In doing so, they consider economic, environmental and social sustainability. Students progress from considering environmental sustainabilty factors in the early years to then also considering
social sustainabiliy factors in primary years and extending the approach to include economic sustainability factors in later years. Students make ethical decisions about the use of design and technologies, considering health and sustainability implications. They consider aesthetic and functional requirements. They also consider the suitability of enterprise and marketing for the designed solution.

Enterprise and marketing in the early years of school focuses on local audiences and promotion through displays and presentations and sharing products and services from a personal perspective. In the later years enterprise and marketing becomes more oriented to the perspectives of others, with the use of more sophisticated mechanisms for sharing services and products. Students become more enterprising in
developing and promoting designed solutions. Markeing increasingly draws on social and sustainability considerations, recognising wider societal acknowledgement of ethics and futures thinking. The Design and Technologies curriculum ideniifies work health and safety issues with increasing complexity in each band description to reflect students' developing knowledge, understanding and skills in the se of a range of
e also Implications for teaching, and reporting - Safety.

Progression of production skills
Students will spend a substantial amount of time engaged in developing processes and production skills. Through the practical application of students develop d , fine motor skills and through experiential activities. The quality 0! their solutons shoud improve as their production skils mprove. Students produce designed solutons using produciion processes imwoling natural and
fabricated materials, and digital The types of they use may become progressively more sophisticated. When students generate, develop and communicate their ideas to a range of audiences and for esign tasks in a range of contexts, they ph skills. They also develop graphics skills when the focus of the design project is on producing a
graphice prociuct,senics or emiranment. Sudents progres from basle arawing and modeling 1 using tachnicalterm and techriques and using dlia techmologles to roduce three-dimensions) drawings and protsypos

Managing projects and collaboration
In Design and Technologies, in the early years, students are actively involved in projects. They plan (with teacher support) simple steps and follow directions to complete their own projects or manage their own role within team projects. As students progress through primary school they take more responsibiliy for specific roles within a project with increasing levels of collaboration and team work. In the early years of
‘secondary school students begin to manage projects, with support from peers and teachers. In the later years students use their increasing skills to fully manage projects and teams. They use digital tools to support their project management. They coordinate teams and collaborate with others locally and globally."
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Bands of Year Ley
Indicators

'BAND DESCRIPTIONS

wledge and

De: kno
The use, development o lmpacr of technologies and design ideas across a range of technologies
t

Design and Technologies processes and production skills —
the skills needed to create designed solutions.

Technologies and society

Technologies contexts

(ii) Food and fibre production
Food specialisations

technologies contexts identified for

[How people use and develop technologies taking into account social, economic, environmental, ethical,
legal. aesthetic and functional factors and the impact of technologies on individuals; families; local, regional
[and global communities; the economy; and the environment

The Technologies contexts content descriptions.
knowledge and understanding about Iechnolagles 'ond design across a range of technologies contexts.
These content descriptions focus on the characteristics
used to create innovative designed solutions.
Ineeds, food security and sustainable food and fire production and health
[rescribed technologies contexts for Foundation — Year 8 are described below. The band descriptions show
how many times each technologies context is addressed in a band,
(i) Engineering principles and systems

This strand focuses on developing the wI dge
[(materials, systems, components, tools and equlpmem] across (echna\og\es contexts and developing
understanding of the relationship between technologies and society.

now and into the future

te a framework within which students can g

and properties of technologies and how they can be
They also reflect national priorities including workiorce
and wellbeing priorities. The

(iv) Materials and technologies specialisations.

\"...Across each band from Foundation — Year 8, students will have the opportunity to produce at
least three types of designed solutions (product, service and environment) through the

aband.'

(i) investigating
(ii) generating
(i) producing
(iv) evaluatin

9
(v) collaborating and managing.'

The Design and Technologies processes and production skills strand focuses on creating designed solutions by:

[The Design and Technologies processes and production skills strand is based on the major aspects of design thinking, design processes and production processes. The content descriptions in this strand reflect a design process and would typically be addressed through a design brief

Content Descriptor

Content Descriptor

Content Descriptor

Foundation to Year 2

Ceaming in Design and Technologies BUIGS on conceps,
skills and processes developed in the Early Years Learning
Framework, revisiting, strengthening and extending these as.
needed.

By the end of Year 2 students will have had the opportunity to
create designed solutions at east once in each of the following|
technologies contexts: Engineering principles and systems;
[Food and fibre production and Food specialisations; and
Materials and technologies specialisations. Students
[should have opportunities to experience designing and
[producing products, sevices and environments. This may
loccur through integrated learning

in Foundation to Year 2 students explore and investigate
technologies - materials, systems, components, tools and
|equipment - including their purpose and how they meel
[personal and social needs within local setings. Students.
[develop an understanding of how society and environmental
[sustainabily factors influence design and technologies
[decisions. Students evaluate designed solutions using
|questions such as *How does it work?, What purpose does i

12, Who will e it7, What do | like about it? or How can
t be improved? They begin to consider the impact of their
[decisions and of technologies on others and the environment
including in relation to preferred futures. They reflect on their
[participation in a design process. This involves students
|developing new perspectives, and engaging in different forms
of evaluating and critiquing products, services an
[environments based on personal preferences.

Using a range of technolagies including a variety of graphical
chniques

e
e el ceson dses; bl crnings; e s

ety Fow people design and produce.
familiar products, services and

Efaborations
Exploning how 1ocal products, services and environments aré Gesigned by
Ipeople for a purpose and meel social needs, for example the range of

consider
meet personal and local community needs
(ACTDEKO001)
cRLHROTY

for the public in a local community; graphical displays to
market school and community events

- Asking t natural and d impacts on
{them when selecting materials, tools and equipment when designing and
making products, for example harvesting products from the school garden
land using recycled clothing

* Making design decisions based on personal and family needs, for example.
| downloading and comparing recipes to suil available cooking facilties such as|
|cooking in the bush compared to cooking in a kitchen

* Exploring and critiquing products, senvices and environments for their
impact on sustainabilty, for example the environmental risks and benelits of a
lsystem for organically or hydroponically growing a vegetable crop from seed
lor seediing to harvest

Explore
nppar\unmes or
designing, and the
technologies needed to.
realise designed
solutions

(ACTDEP00S)
cusHd

Explore how (echnologies use forces 0
create movement in products.

(ACTDEK002)

1t views; draw pr
2 simple smvronments P design ideas.

[They plan (with teacher support) simple steps and follow
[irections to complete their own or group design ideas or
[projects, and manage their own role within team projects.
Students are aware of others around them and the need to
[work safely and collaboratively when making designed
solutions

acare

~ Exploning how the prinGiples of push and pull are Used n e Gesign of 1oys,|
for example in a spinning toy such as an Aboriginal mammandur

* dentifying, and playing and experimenting with, components such as.
|wheels, balls, lides, springs and available local materals, tools and
lequipment to solve problems requiring movement

Selecting ma material properties
for pamcmav desmned solutions, for example materials that enable siding or

" Exploring a sysem such as a maonete o ndonesian wayang Kt shadov
[puppet to see that by combining materials with forces movement
created

* Combining materials and using forces in design, for example designing the
|door on a cage or a simple conveyor belt to move materials short distances.

* Exploring how to manipulate materials using a range of tools, equipment
land techniques to create movement, for example when constructing a toy.
lboat that floats and moves

Explore how plants and animals are
grown for food, clothing and shelter and|
how food is selected and prepared for
healthy eating

(ACTDEK003)
crHOYOY

~ Exploring which plants and animals can provide 100d o malerials for
[clothing and shelter and what basic needs those plants and animals have

- identifying products that can be designed and produced from plants and
Janimals, for example food products, paper and wood products, fabrics and
[vams, and fertiisers

* Considering the suitabilty of a range of tools when culivating gardens,
mulching and building garden structures and preparing and cooking food
rom recipes

 dentifying and categorising a wide range of foods, including Aboriginal
lbush foods, into food groups and describing tools and equipment needed to
lprepare these for healthy eating

* Exploring how people from different cultures including those of Asia design
/and produce different cuisines based on the plants and animals i their
region and avalable tools and equipment

* Exploring the tools, equipment and techniques used o prepare food safely
land hygienically for healthy eating

of materials and components that are used|
o produce designed solutions

(ACTDEK004)
cEms#

~Exploring meet indnidual, family and communiy
Ineeds with a focus on materials, for example fabrics used for sports dlothing,
[soft falfor play spaces

* Developing new meanings for objects and action during play, for example
lexploring how household packaging can be used to represent other objects

* Exploring systems used in the classroom or community for creatively dealing|
[with problems and needs, for example storage systems for equipment, traific
[system flow for drop and go zones, the use of hoists and ramps to facilitate
laccess

- Exploring facilties in local environments for accessiilty and environmental
impact, for example location of bike tracks and sporting fields using digital
maps to view local area

* Exploring materials, components, tools and equipment through play o
[discover potential uses when making products or modeling services and
lenvironments, for example when designing and making clothes, toys and
shelters

 Experimenting with techniques to combine or alter materials to satisfy a
[function

Efaborations
~Tdentiying, galhering and playing wilh materals
|components, tools and equipment to generate
[personal design ideas, for example designing a
loreeling card for a friend

Visualise, generate;
develop and communicate
design ideas through
describing, drawing and

modelling
* Exploring opportunities around the school for

|designing solutions, for example how school play areas| (ACTDEP0OS)
|could be improved: how the school removes classroom cEne

|waste and identifying opportunities to reduce, recycle
land re-use materials; reviewing the school canteen
menu to identity healthy food options and suggesting
lchanges to promole future good health

 Discussing possible designed solutions based on
|experience and some research, for example asking
|adults for advice

- Considering the importance of sustainabilty in
|designed solutions, for example comparing the.
|durabilty of materials for a selected solution

* Exploring which tools, equipment and techniques to
use with selected materials.

Efaborations
Comparing and contrasling fealures of

lexisting products to provide new ideas, for
lexample exploring toys with several movabl

[parts with the
la simple puppet with one movable part

- Communicating design ideas by modelin
nd labellin

d making

ldrawings using a range of technalogies to

|as a cubby house or animal shelter

* Recording a judgment about design ideas

[with teacher guidance, for example
lexpressing own likes and dislikes about a
| design idea.

- dentifying one common testing method,
land recording results, for example taste-
testing comparisons of a food product and
recording results n a digital form

* Describing how design ideas meet the
needs of those who wil use the solution

Foundation to Year 2
Achievement Standard

acaras

NOTE: The standards are not divided into Strands or Sub-

strands in the Australian Curriculum documents. However

logic would dictate that the standards could be put into sub-
strands, as demonsirated to the right.

Sourced from *Achievement standards'
*Achievement standards will be accompanied by portiolios of
annotated student work samples that llustrate the expected
learning and help teachers to make judgments about whether

students have achieved the standard.

By the end of Year 2,

services and ts and how they meet

o needs ofusars and afect others and environments

They identily the features and uses of some technologies for each of the prescribed technologies contexts.

needs or
environments.

They communicate design ideas for their designed products, services
and

using modelling and simple drawings.

Content Descriptor Elaborations Content Descriptor_ Elaborations Content Descriptor Elaborations
e e Use personal —|* Developing Gena or success wil leacher | _Sequence steps for_|* Checking Tnal planned fealures have boen moluded
teols, equipmentand  [materials in new ways or re-using preferences to evaluate [guidancs including consideration of impact on | making designed |in design plans and drawings by refering to identiied
le | techniques to safely make |discarded materials, for example using | the success of design. |environment Solutions and working[citeia for success ncluding care for the environment
aiscarded materials to design, make and | ideas, processes and collaboratively
model a constructed environment Solutions incuding thefr|* Recording a judgment about design ideas - Using lists o storyboarding when planning and
(ACTDEP0O7) care for environment _|with teacher uidance, for example expressing | (ACTDEP00S) | making, for example when planning an elecironic
0 cHmed  Learing and safely practising a range m ikes and dislikes about adesign idea | & @ m w4 a8 1. [planting calender
of technical skils using tools an (ACTDEPOOE)
leauipment, for example joining =B mer @ |"Reflecting on the processes and challenges - Recording the procedure for making & product, for
techniques when making products, of designing and producing a solution and lexample a recipe orinsiructions for making a
watering and mulching gardens, sharing these reflections using diita lcontainer
preparing food, using software o design technologies, for exemple when growing a food
an environment produc, designing a structure o take 2 load or - Identiying roles fo each member of  group when
making  nutrious snack working collaboraively
- Assembling components of systems
[and checing they function as planned, -+ Suggesiing areas fordesign improvement
for example when making a musical
instrument
With quidance students create designed solutions for each of the | Students create and evaluate thelr ideas and designed solutons based
prescribed technologies contexts. personal preferences.
Following sequenced use of tools and equips producing
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knowledge and

Design and Technologies processes and production skills —

the skills needed to create designed solutions.

Content Descriptor Elaborations

Content Descriptor

Content Descriptor Elaborations

Bands of Year Le BAND DESCRIPTIONS The use, development and impact of technologies and design ideas across a range of technologies
Indicators context
Content Descriptor Elaborations C scriptor Elaborations Content Descriptor_ Elaborations
Ceaming T Design and T o ~ExpTorng. payng Wi and esting matenals Tor e Spproprateness. Tor | Gritique oeds or |* EXpIorng The GTarent uses of marerals & range of | Generate, Gevelop, and_|™ EXpIorng Ways of Janng. conmecing and
skils and processes developed i earle years, and toachers d o foranew apporunites for_ |t ncuding tose om Aborignal i Tors 15 that ensure
il revist, srengthen and extend thes as noede explore factors, including sustainabity designing and explore |Strait fsander d countres o Asia using [success
that impact on the design of products, || EXamining the sutability of a service or everyday system and proposing and test a variety of ‘appropriate technical

By the end of Year 4 students will have had the opportunity 10 |  services and ample \g system for a bathroom at home materials, " Criiquing and selecting appropriate joining terms and graphical |" Generating a range of design ideas for
[create designed solutions at least once in the following community needs components, tools _[techniques for materials to produce working models. representation  [Intended products, senvices, environments
Jtechnologies contexts: Engineering principles and systems; " Investigating materials, components, tools and equipment, including by and equipment and techniques
Food and i producion ad Food speialsatons; and (AGTDEKO10) using dighal technologies. o d properts, hou| fiod | Exploing and testing a range of mateials under - deniitying the properties of materials
aterials and technologies specialisations. Student they can be used more sustainably and theirimpact inthe future o brotuce dosgnes. diferent condiions for suiabilty including (AGTDEPots) [needed forthe designed saluton
should have apportunies 1o cperionce designng and curese Solatons . |sustainabilly considerations and identiying
rocucing products, senies and envionments.  Considering the impact of environments on users, for example a school appropriae tools, equipment and techniques e@mod | Visuaising and exploring innovative design

vegetable garden, a potected outdoor play area (ACTDEPO1Y) ideas by producing thumbnaildrawings.
i Vear 3 and 4 studsnts develop a sens of seff and ’ e 1 .| Bxamining the sructure and producton o evryday modsis and labelled cravings to explan
[ownorship o thelr deas and tninking about thei peers Exploing and testing actors that impact on design decisions, for example roducts, services and environments to enhance their features and modifcations.

' e considering the demographics of an area o the impactof natural disasters on lown design ideas
o mavmaes s cresivs iestos on bt design of constructed environments such as the structural design of buicings| ’ - Planning, sharing and documenting
e o e o in Japan to withstand earthauakes Exploring the properties of materils to cetermine creatve idas and processes using digial
g suiabily, for example the absorbency of iferent ool such as a cass blog or colldborative
sorvioes and snvironments. They do this through planning - Criiauing designed products, senvices and environments to establish the fabrics o the sirength of iferent resisant materials document
[and awareness of the characterstics and properties of facors that nflusnce the design and use of common technologies, for
materials and the use of tools and equipment. They leam to ooking such as|
eflct on thei actions to refine their working and develop ok cocking: the suitabilty and sustainable use of paricular timbers
their decision-making skils. Students examine social and
Sustainabilty existing products otios | Examining models 1o ety o Torces and materals are used i The

and processes to raise awareness of their piace in the of materials affect the behaviour of a _[design of atoy
[world. They compare their predicted implications with real-| roduct or system
[world case studies including those from the Asia region,  Explring through play how movement can be iilated by combining
[and recognise that designs and technologles can affect (ACTOEKO1Y) materals and using forces,for example rleasing a wound rubber band to
people and their environments. They become aware of the cEimes0 propel a model boat
ol of thoss working in design and technologies X
ncuatons and how they himk aboutthe wey product Conducting investigations to understand the characteristics and propertes

of materials and forces that may afect the behaviour and performance o a
might change in the future.

Jroduct orsystem, for example woomera design deconstructing a product or

<ystem to dentiy how molion and forces affect behaviour,for sxample in
Using  rango of echnaleges incuing o vty of raphicl uppel Such 3.3 Japancss unra pUpDe or a ol wil i oA
land present ideas, for example by drawing annotated jsais
[diagrams: modeling objects s three-dimensional images - dentitying and exploring properties and construction elatonships of an
irom diferent views by visualising rotating images and lengingerd prodiuct orsystem, forsxample a structure that floats; a brdge to
using materials. Students recogniss techniques for carty a toad
[documenting design and production ideas such as basic
raving symbols, and use simple flow diagrams. - Experimenting with avaabls local material, ools and squipment to sove

Jroblems requiring forces ncluding identiying inputs (what goss i to the
Students become aware ofthe appropriate ways to manage System), processes (what happens within the system) and outputs (what
theirtime and focus. With teacher guidance, they identity lcomes ot of the system),for example designing and testing a container or

Vearganda | lstcrtera for success including inrelation to chu vl kcp e it whn rped o a i

preferred tutures and the major eded to complete

[a design task. They show an understanding of the
importance of planning when designing solutions, in
particular when collaborating. Students identify safety
issues and learn to follow simple safety rules when
producing designed solutions.

ACAIE

o “and fibre production and|”
food technologies used in modern and
traditional socleties.

(ACTDEKO12)
cEinsric®I0

Exploring todls, improve plant and animal
|production, for example nen growing vegetables in the school garden and

roducing plant and animal environments such as a greenhouse, animal
housing, safe bird shelters

 dentifying the areas in Ausiralia and Asia where major food or fibre plants.
land animals are grown or bred, for example the wheat and sheep belts, areas
|where sugar cane or rce are grown, northern Australia’s beef indusry,
[plantation and nalive forest areas

* Describing ideal conditions for successful plant and animal production
including how climate and soils affect production and availabily of foods, for
|example Aboriginal seasons and food avalabilty

* Recognising the benefits food technolagies provide for health and food
|safety and ensuring that a wide variety of food is available and can be
lprepared for healthy eating

 Investigating the labels on food products to determine how the information
Iprovided contributes to healthy eating, for example ingredients and nurition
lpanels.

Investigate the sultabilty of materials
systems, components, tools and
‘equipment for a range of purposes.

 Conducting experiments and tests o understand the properies of malerials,
for example strength, durabilty, warmth, elasticty

* Investigating the mass production of products to ensure standardisation, for

(ACTDEKO013)
e B m i

ol etting up a production
lschool fete

* Investigating the suitabily of technologies - materials, systems,
|components, tools and equipment - when designing and making a product,
|service or environment, for example a toy for a young child, a composting
lsystem for household waste management, raised garden beds for improved
|access, weaving nets, bags or baskels

* Comparing how different components interrelate and complement each
lother in a finished designed solution, for example investigating and playing
[with joining processes for a variety of materials in the production of common
lproducts

* Investigating local
lconstructed in the past and in the present s noting innovations

- Analysing products, senvices and constructed environments from a range of
Itechnologies contexts with consideration of possible innovalive solutions and
impacts on the local community and the sustainabilty of fs environment

Select and use materials, | Using appropriate technologies terms 10

Evaluate design ideas,
o

Efaboration:
~Negotiating crieria for success wih dass or
members

components, tools and
equipment using safe work

techniques for

based on criteria for

technologies have had on these
Iprocesses

- Using tools and equipment accurately
[when measuring, marking and culting:
[and explaining the importance of
|accuracy when designing and making,

for example crealing a template,
measuring ingredients in a recipe, sowing|
seeds.

 Selecting and using materias,
lenvironmental impact at each stage of
the production process

* Demonstrating safe, responsible and

[cooperative work practices when making
[designed solutions

practices to making, for and joning
solutions materials with guidance and
including care for the
(ACTDEPO1E) " Exploring ways of oining, connecting envionment
[and assembing components that ensure
CTE®mL WD fgccess, and the impact digital (ACTDEP017)

clnsio

" Evaluating, revising and selecting design
ideas, based on criteia for success and
including consideration of ethics, social values
and sustainabilty

* Evaluating the functional and aesthetic
qualites of a designed solution

" Reflecting on the sustainabily implications of
selected designed solutions

* Comparing the amount of waste that would
be produced from different design and
development options and the potential for
recycing

* Reflecting on designed solutions to criique.
and assess suitabilty, sustainabilty and
enterprise opportunities and determine how
well they meet success criteria

Determining planning processes as a class, 1or
a procedure or creating time plans.

Plan a sequence of

making designed
solutions individually
and collaboratively

* Managing time and resource allocation throughout

lroducton, for example materal, toos, equipment

land people

(ACTDEPO1E)
* entitying the steps in  mass production process

cimei i the s ° i

- Sequencing steps to collaboratively produce a

ldesigned solution

Year 3 and 4 Achievement|

acare

OTE: The slancard ae ol il Flo Sl or ub-

strands in the Australian Curriculum documents. However

Iogi woul diiat that he standards could be pu it Sub-
strands, as demonsirated to the right.

Sourced from "Achievement standards‘

By the end of Year 4 students explain hoy

d 1o best meet needs of

w products, senvices a

‘communities and their environments.

They

people in design ar ocoupations.

They develop and expand design ideas and communicate these using
odiels and

including ions and symbol

‘They identity appropriate technologies and techniques and
demonstrate safe work practices when producing designed solutions.

Students create designed solutions for each of the prescribed
tech text

“Achievement standards will ortfolos of
amoteted student work samples rt st he oxperiod
learning and help teachers to make judgments about whether

students have achieved the standard.

the features of

solutions for each of the

be used
prescribed technologies contexts.

They explain needs or opportunit

and designed solu

dentied critera for success, including environmental sustainability considerations.

Students plan and sequence major steps in design and production.
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Australian Currculum - Technologies: Design and Technology (Strands with Elaborations)

Based on ACARA | The Australian Curriculum

Bands of Year Levels.
Indicators

'BAND DESCRIPTIONS

The use, development and impact of technologies and design ideas across a range of technologies
context

knowledge and

Design and Technologies processes and production skills -
the skills needed to create designed solutions.

Content Descriptor

Eiaborations

Content Descriptor

Eiaborations Content Descriptor orations

Content Descriptor

borations

Conent Descrptor Eiaborations

Year5.and 6

Cearming i Design and Technor
s and processes developed i et yere, an eachers
will revist, strengthen and extend these as nes

By the end of Year 6 students will have had the opportunity to
[create designed solutions at least once in four technologies
[contexts: Engineering principles and systems, Food and
fibre production, Food specialisations and Maerials and
[technologies specialisations. Students should have
[opportunities to experience designing and producing products,
Iservices and environments.

in Year 5 and 6 students critically examine technologies —
materials, systems, components, tools and equipment - that
are used regularly in the home and in local, national,
regional or global communities, with consideration of
Society, ethics and social and environmental sustainability
factors. Students consider why and for whom technologies
[ were developed.

Students engage with ideas beyond the familiar, exploring
Ihow design and technologies and the people working in a
range of technologies contexts contribute to society. They
[seck to explore innovation and establish their own design
[capabilties. Students are given new opportunities for
clarifying their thinking, creativty, analysis, problem-
solving and decision-making. They explore trends and data
o imagine what the future will be like and suggest design
decisions that contribute positively to preferred futures,

Using a range of technologies including a variety of graphical
representation techniques to communicate, students represent|
[objects and ideas in a variety of forms such as thumbnail
sketches, models, drawings, diagrams and storyboards to
ilustrate the development of designed solutions. They use a
range of techniques such as labeling and annotating
sequenced sketches and diagrams to ilustrate how products|
function; and recognise and use a range of drawing symbols
in context to give meaning and direction,

Students workindividualy and collsbortivly 1 (denify and
design task. Th

[develop plans to oomp\ete dosign tasks, and follow plans to

[complete design tasks safely, making adjustments to plans.

[when necessary. Students identily, plan and maintain safety.

standards and practices when making designed solutions.

acara

‘people in design and
technologies occupations address
‘competing considerations, including
sustainabilty in the design of products,

(ACTDEKO019)
CRRLsHOTIOY

services and environments for current and

Refleciing on the fealures of designed solutions thal ensure safely and
[wellbeing of users, for example smoke alams

- Evaluating the sustainabilty implications of materials, systems, components,
tools and equipment, for example materials can be recycled or re-used to
reduce waste; systems may benefit some, but disadvantage others

* Considering the impact designed products, services or environments have in
relation to sustainabilty and also on local, regional and global communities,
including Aboriginal and Torres Strat Islander communities and countries in
the Asia region

- Reflecting on the importance of asthetics, function and sustainabilty in
[product design, for example a textile product that gives protection and is
lappealing; a motor that moves a vehicle and uses a sustainable power source

 dentifying the components of a service or system that contribute to its
lsuccess and assessing potential sk or failure, for example, communication in
the school or communication of a message to a wide audience; a system that
manages an aspect of the environment; a campaign such as Clean Up
|Australia Day in different communities

* identifying the impact of the designed features of an environment , for
lexample a modification to a home to reduce environmental impact; restoring a
natural environment and retaining access for the public

Torces or electrical ener
 designed product or system

(ACTDEK020)
cRusrHe

can control movement, sound o light in

@ product or system 10 iscover how movement, sound o
light can be controlled, for example deconstructing a torch or buzzer and
lexploring circuit design

* Investigating the properties of materials to solve problems requiring the
lcontrol of movement, sound or light, for example directing light through a
maze using mirrors

 Investigating how biomimicry can be used by engineers and designers, for
lexample the ways plant and animal adaptations can be copied to solve.
Ihuman challenges, for example the Japanese building Sendai Mediatheque
lbased on seaweed-like tubes

* Recognising the need to carefully plan and select components for a system
to perform a specifi task

* Producing models using materials, tools and equipment to show how to
lcontrol movement, sound or light in structures, for example the design of a
Inouse with passive solar; the use of optical fibre in

lirecting sunlight; acoustics of recording studios

- Investigating the technologies in a control system for an identified need or
lopportunity and user, for example a system that allows safe passage at
Ipedestrian crossings.

Investigate how and why food and fibre

(ACTDEKO21)

cERLHOTON

are produced in managed environments,

~Tnvestigating and experimenting wilh diferent tools, equipment and methods|
Jof preparing soil and the effect on soil quality and sustainability, for example
\when designing a garden for a community group.

: ienlying waysof spling, consening a recycing utens i food s
ven designin
cropping ares, or sxample composting and athe orme of organi atlisers

* Considering how low-input sustainable agriculture (LISA) is used in a range
lof environments including Australia and the countiies of Asia

| Desrbing e el betwase p\am types and animal breeds and their
animals for an

lenvironment

- Sequencing the process of converting ‘on-farm’ food o fibre products into @
[product suitable for retail sale, that is, the ‘paddock to plate’ supply chain, or
\when making yam or fabric from fibre

- Investigating the use of technologies including digital technologies in the.
Iproduction of food and fibre

* Exploring and comparing the efficiency of different irigation methods in
plant prciucton ystms incuing e use o s tachcloges o mprove
ol designing a system

Lo be used n  garden

maintaining good health
importance of food safety and hygiene

(ACTDEK022)
cRRsHOTYY

Invesiigate the role of food preparation in

Using current food guides and Y
food choices

* Describing and using safely guidelines for food storage and preparation at
Ihome and school, for example use and care of chopping boards: methods of
[preparing and storing fruits and vegetables to ensure optimum qualiy and
nuirient content

- Experimenting with tools, equipment, combining ingredients and techniques.
to design and make food products or meals for selected groups for healthy
leating taking into consideration environmental impacts and nutritional benefis|
- Considering traditional and contemporary methods of food preparation used
n a variety of cultures, including Aboriginal and Torres Strait Islander
methods

- dentifying work practices that show an understanding of nutiton,

of a range of materials, systems,
components, tools and equipment and
evaluate the impact of their use

(ACTDEK023)
CERSHOTON

Investigale characteristics and properties|

* Identitying the properties of materials for the design and construction of a
lsustainable household item, for example a product for storing harvested water|

* Evaluating the functional properties of a specific-purpose household system
for example a security system

* Examining the materials and systems used in a public use system that
Jatfect the way people live, for example a community exercise environment or
Jarts facilty, water treatment, garbage collection

- Comparing tools, equipment and techniques o select those most
|approprate for a given purpose

* Evaluating the use of computer-aided manufacturing in terms of cost and
impacts on local and regional designers, producers and enterprises

* Comparing the design and production of products, services and
lenvironments in Australia and a country in the Asia region

Critique needs or
opportunities for
designing, and

Exploning e steps volved in the process 1o Salisty
|2 design brief, need or opportunity

Generate, develop,
communicate and
document design ideas

~ Generaling a range of design ideas for
[products, senvices or environments using
[pror knowledge, skills and research

comvonems, loo\s‘
iomi
pr
intended designed
utions

(ACTDEP024)
cRms#m

- Investigating
[world to make sutable, qualty eacoons ot mas ne
|design brief, challenge or scenario

* Developing alternative design ideas and

appropriate technical |considering implications for the future to

torms and graphical _|broaden the appeal and acceptance of
- ientiying parts of tochniques |design ideas

working, svryday systems by deconsincting the

lcomponents, structure and purpose of products, (ACTDEPG2S)  |* Analysing and modifying design ideas to

lservices or environments. lenhance and improve the sustainabily of

bbb L |the product, service, environment or system
- Tosting a range of materials, components, toos and

lequipment to detemine the approprite technologies
needd 1o make producis, senices or enironmens,
for example a moving vehicle

* Representing and communicating design
deas using modeling and drawing
|standards including the use of digital
technologies, for example scale: symbols
land codes in diagrams: pictorial maps and
|aerial views using web mapping service.
|applications

* Investigating how to minimise material use and
manage waste by crtiquing the environmental and
|social impacts of materials, components, tools and
lequipment

* Experimenting with materias, tools and
lequipment to refine design ideas, for
lexample considering the selection of
materials and joining techniques to suit the
lpurpose of a product

Apply safe procedures when
vsing 2 ity of materias,
iponents, tools,
ccuipment and techmies {0
make designed solutions.

(ACTDEP026)
cue

[Waloning material and joining

techniques to the design intention, for
[example accurately cuting and sewing
the fabric pieces to make a community

loanner or joining components to produce|

[an electrc circuit

* Working safely, responsibly and
[cooperatively to ensure safe work areas,
for example the safe use of equipment
[when making a water-resistant, floating
rait or a model of an environmentally
[sensitive outdoor shelter

 Using appropriate personal protective
lequipment required for the use of some
tools and equipment, for example
[protective eyewear

* Manipulating materials with appropriate
tools, equipment and techniques, for
[example when preparing food, cultivating
loarden beds, constructing products

Content Descriptor

Elaboration:

"and collabora
ot for success,

Ty entiying

e ocesses and planning,

consideration of |for example using visual representations such
sustainabily to evaluate|as a flowchart
design ideas, procs
and solutions |* Evaluating the suitability of materials, tools
and equipment for specific purposes.
(ACTDEP027)
= @ w o 4 @ @ -1 |* Reflecting on how well their designed

solutions ensure safety and wellbeing of users
and consumers and meet the needs of
communites and different cultures

* Considering the criteia for success in relation
to the benefits and costs of productio
processes, the environmental impact, future
use and appliation, and social values and
ethics of clients

* Evaluating products, sevices and
environments from a range of technologies.
contexts with consideration of ethics and
sustainabilty

Develop project plans

collaboratively

(ACTDEP028)
LY TN

~Examining the essential features of oSG
[processes to inform project planning including safe.
|work practices that minimise risk

ing
* Setting milestones for production processes and

llocating roles to team members

 identifying when materials, tools and equipment are
required for making the solution

* Outlining the planning and production steps needed
produce a product, service or environment using
igital technologies

* Reflecting on planned steps to see if improvements
[can be made

Year 5 and 6 Achievement]
Standard

acara

NGTE: The standards are nol amded info Strands or Sub
strands in the Australian Curriculum documents. However,
logic would dictate that the standards could be put into sub-

By the end of Year 6 students describe some compeling considerations in the design of products, services and
environments taking into account sustainabilty.

They suggest oriteria for success, including sustainabilty considerations|
ihese to evaluate their ideas and designed solutions.

learning and help teachers to make judgments about whether

‘udents v achioved he sandard,

on designed solutions for each of the prescribed technologies|
contexts.

tancs, 2 domonsiated o o ion. uent oo e p ultble for dentd nosds o opporurits
Sston e s ey doscrivo how design and echnooges ontrbut o meetin prese and uur needs
o portolos of
anotied sdon work sampes tntHuiale ths 606cod [cuats xpram o o foaors of o E— "

ideas and
graphical representation techniques and technical terms.

| and salely o produce designed solutions.

Students record project plans including production processes.
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Australian Currculum - Technologies: Design and Technology (Strands with Elaborations)

Based on ACARA | The Australian Curriculum

Bands of Year Levels.
indicators.

BAND DESCRIPTIONS

knowledge and

The use, development and impact of technologies and design ideas across a range of technologies
context

Design and Technologies processes and production skills -

the skills needed to create designed solutions.

cnnlml Dnl:nnlnv Elaborations Content Dnl:nnlnv Content Descriptor_ Elaborations Content Descriptor Elaborations Elaborations cnnlml Dnl:nnlnv Elaborations
Teming T Design and Tochnologies BUTds on concepts, | amine and Tactors [ Coneierng Tactors Tal Gance The selecion of Spproprate materals S oo | Ty mmuw needs o Wentiyng | Generle, dovlo, 18| 3 varl of il and reaie | Efoctvly and salely usa |- Devlopn eehiclproductin s | ndopendentlydovlop [ DevloFng e (o scces o s e oo ~ExpTaing and Merpreting drawigs, planTIng and
s and processes developed i eatie years, and teachers | including socal, e\mm\ e susinanity [component. 100 and saipment or sample Aborgnal and Tones St - and hinking broad range of materal, [and safe working practices wih o [success of terms of .m,gmm roduction steps needed to produce producs,
il revist, srengthen and extend thes as noede 9 todianshi ecaning ana. |camminiy conve.com oo food somse o ideas, plans and |sketching, &-0 modeling and experimenting | - components, toos, idoas, |assthetcs, sustanabilty rocesses whon senvices or environments for specifc purposes.
echnologies and designed sautons o |Counry investigate, analyse [sport cub processes for various |10 generals innovative design ideas. quipment and techniques to|solutions designed for sustainabilly |orocesses and soluions i sl o
By the end of Vear have had o needs forpreferred and select from a audiences usin make designed solutions and - Gonsidering how toimpy wely to | Organising time, evaluating decisions and managing
create designed solutons a least once in th following four futures - Invstigating how ethics, social valuss, profabity and sustainabilty fange of materials, |" Experimenting with tractonal and contemporary appropriats technical |* Considering which ideas to further explore | Praciising techniques to improve expertise cooniimate procclon 16804156 15 onsre Sucoasell proect completon
iechnologies conterts: Engineering principles and systems, lconsideratons impact o design and technologies,for example animal Components, ools, _|technologies when developing designs, and torms and technlogios [and investigating the benes and (ACTDEPOS7) lexperis, for examplo handing animals, | (ACTDEPOG8) ! Gesigned solutons.|and protection of the work space and local
[Food and fibre production, Food specialisations and (ACTDEK029) |welfare, intellectual properly, off-shore manufacturing in Asia. “equipment and _|discovering the advantages and disadvantages of each |  inclucing gr ks of oz or xamplousng digtal| @ m o 8 @ [cutiing and joining materials ey * Evaluating designed solutions and processes lenvironment
[Materials and technologies specialisations. Students curHDION processes to develop |approach representation techniques pong o capture the views of diffr and transferring new knowledge and skils to (ACTDEPO39)
<hould have opportuniis (o design and produce producis,  Analysing an environment to decide i it meets personal or community dosign deas oups inthe community  dentitying and managing fisks in the future design projects .| dentiing isks and how to avoid them when
Servies and enronments needs, for exampla consulting wih family members when designing an - Investigating emerging technologies and their (ACTDERO3E) [dovelopment of various projecs, for planning production
an indoor or outdoor (ACToEpogs) polota et on st dessions, o campe cBmerds | Mentiying factors that may hinder or lexamplo working safely. responsiby.
i Year 7 and 8 studsots Investigate and sslect fom a range lame retarant farics o smart materias such as sef- lenhance project development, for example cooperatively and ethically on design - Invstigatng the time nseded for each step of
ot echnoogis - mateis, systoms, congonent. s - Crtiquing compeing factors that influence the design of services, for ©® o @ @4 |healing materials, digital technologies and agriculture interculural understanding projects, assessing uncertainty and risk lproduction
ey conter lexample a natural disaster warning system for  community in retation to long-term health and
o o oo et e oo o i - Examining, testing and evaluating a vaiey of suitable| - Developing models, prottypes or samples lenvironmental impacts
iodiindiisrhod potlisciaet Investigating the ethcs of using surveilan systems whils balancing material, componsnts, tols and equipment for each using a range of materals, tools
pres |privacy, security and safely concerns. |design project, for example the differences between lequipment to test the functionality of ideas " Developing innovative ways of
indiiduals and the community, considering society and ethics, Tnvestigale the ways in which products, |* Exploring how products and T natural hardwood and plantation softwood timbers, [ manipulating technologies using
jand economic, environmental and social sustainabily factors. | _ U 5 Ive locally, for example [which determine their suitability for particular uses " Producing annotated concept sketches and| raditional and contemporary materials,
Students use creatiy, innovation end Wi | nally and glabally irough the  o0d packaging related o durabilty, fo example inerir o exteior use. dravings, using: echnical terms, scalo, lcomponents, tools, squipment an
increasing independence and collaboraion. cronivty, movtion and enterorise of symbols. pictoil and aerial views to draw techniques and considerng altematives
- Considering the i esponsibil working in desi - Exaluating the viablty of using difrent techniques. dravings. including emerging technologies hat
Students respond to feedback from others and evaluate individuals and groups e ot el oc8 Toves o matoils i remole. soated rces, ot st lorthogonal drawings; pattems and templates| o b subatutod o reduce waste or
design processes used and designed solutions for preferred echnologles ocoupation oveloped sountries o expraindosign Heas e
futures: They investigate design and technology professions (ACTDEK030) E
and the contriutions that each makes to sodity locally CRRAMOLOL | oy ihe s and dvdopment of syses o nvigaing o " Selecting appropriate materials o acknowledge  Documenting and communicating the
regionally and globaly through ceativy, innovation and \ohelp i hertage sustainabilty requirements by using fe cycle thinking lgeneration and development of design dsas
enterprise. Students evaluate the advantages and o o an intended audience, for cample
aisadvantages of design ideas and technologies. developing a dighal porflo with images and|
" Investigating traditional and contemporary design and technologies, text which clearly communicates each step
Using a range of technologies incucing a vriety of graphical including from Asia, and predicting how they might change i the future in of a design process
techniques response to factors such as social change and the need for more sustainable
[and clarty ideas through sketching, modeling, perspecive atiers of g
[and orthogonal drawings. They use a range of symbols and
technical terms in a range of contexts to produce patterns, - dentitying needs and new opporturitesfor design and enterprise, for
[annotated concept sketches and drawings, using scale, lexampl promation and marketing of designed solutions
picoral and aerial views o draw environments.
- Invstigating how dovelopments in materials, tools and equipment nfluence.
[With greater autonomy, studnts identiy the sequences and designed solutons
steps invoved in design tasks. They develop plans to manage [Analysa how motion, force and energy are " Investgating mfuences Impaciing on manfaciured products and processes|
seign ok, nclucing s an responsive se of matrals used to manipulate and control | [such as historical developments, socely, new materials, control systems and
and toos, and apply manag » liomimicry,for example the development of veloro
tasks. P designing simple, engineered solutions
ihat minimise isk and manage a projec with safety and - Experimenting t selectthe most appropriae princples and systems on
eficiency in mind when making designed solutions. (ACTDEKD31) which ideas, for examp o be tested
. for srength
acara - Calulating an enginsered systems outpus, or example speed, brightnss
ot igh, vlume of sound
- Producing prottypes and jigs totest functionay, inluding the use of rapid
prototyping tools such as 30 printers
- Using code to control systems, for sxample code to program a
imple, object-based coding applicaion o program a
system suich as a remote-controied car o simple robotic arm
Analyse how Tood and lore are | Comparing [and and water management methods n contemporary
produced whon dosigning managed | Ausiraian food and fiore production with radiional Aboriginal systems and
enironments and how thess can betome |countriss of Asia, or example minmum-tilage cropping, waer- fficient
Year7and 8 more sustainable irrigation
(ACTDEKD%2) - Invstigating the management o plant and animal growth through natural
means and with the use of chemical producs like herbicdes and medicines
CRABOT YO |when producing food and fibre products
- Recognising the ned toincreasa food production using cost eficient,
ethical and sustainable production techniques
- Descriing physical and cheical characterstics of soil and their ffects on
plant growth when producing food and fibre products
:nvesigaing ifrnt il e it ch s grading an
supplemenayaein, an s ot onprocuc auaty. o oaple s
ndernss, oo e dametr (mcrn), ik o ‘ot comentwhan
roducig food and f et
- Recognising the impartancs of food and fiore producton to Australia's food
sccury and economy including exports and imports fo and from Asia when
critquing and exploring food and fibre production
Tovalyss how characierics and propertes |- Planning and making qualty, safe and nuirfious 1ood Tems, Using & fange
offood determine preparaton techniques of food preparation tools, equipment and fochniques
and presentation when designing
Solutions for healiy eatng | Examining the reationship between food preparation techniques and the
mpact on nutrient value, for example steaming vegetables
(ACTOEKOS3) I he be modified h: health benefi d
- Invstigating how a ecipe can be modifed to enhance healih bensfis, an
cins#o0 [usiying decbions.for exare by replacn fllream mlk il s ik
- Analysing food prepartion techniquss used in diferent ultures including
those from the Asia region and the impactof thes on nutrient retention,
Jssthetics taste and palatabiy,for example si-ying
- Explaining how ood preparation techniquss impacton the sensory
ropertie (lavour, appearance, texture, aroma) of food, or examp\e the
Jrouning of cut i, the absorption of water when cooking i
Toatyesways o rodues desgnad [ weslgaing sspocs o technlagies spocalsatons. 11 SR T
selocting critiquing the design of an existng buiding to dentiy features of
ertios of matcrils, | or i fashion, evaluating the sustainabilty of iferent fores
systems, components, tools and
- Invstigating and salecting from a broad range of technologies - mateias
systems, components, ools and equipment - when designing fo a range of
(ACTDEK034) technologies contexis
cRsHOT SO - Considering the ways in which the characteristics and properlies of
technologies wil impact on designed solutions, fo example the choice of
louiding materials and housing design in Australia and the countries of Asi:
operties of totie fbres and fab use
- Considering safe
\iden the St ik magement raciees o wong  poce of ecupment
the classroom or within a community
- Evaluating products and servis for the ndiidual and the commnity
considering shics and social factors, for example a short video encouraging
indiidual to increase their uss of public ransport i the local area
- Evaluating environments that have been designed in consulation wih
lcommunity groups, for example a bush tucker communiy garden developed
in consulaton with local Elders
NOTE: The standards are not divided into Strands or Sub- [ g the end of Year 8 students explain factors that influence the design of products, services and environments to meet
strands in the Australian Curiculum documents. Howover, ot o ot o They create and adapt design deas,
Id be put nto sub- They solutons

Year 7 and 8 Achievement|
Standard

acare

strands, as demonsirated to the right.

Sourced from 'Achievement standards'
‘cievement standarcs il be accompanid by portlosof
annotated student work sampl

‘They explain the contribution of design and technology innovations and enterprise 1o Sociey.

different auds terms.

and a range of technologies and graphical oprocentaton techmiques

off
for the intended purpose.

learning and help teachers to ke Audgmenls about {whether
students have achieved the standar

how the features

impacton deswgned solutions and influence design decisions for each
of the prescribed techr

Students create designed solutions for each of the prescribed technologies contexts based on an evaluation of needs or opportunites.

They develop critera for success, including sustainability considerations,

ind use these to judge the sutabilty of their ideas and designed
solutions and processes.

Students apply project management skills to document and use project plans.
to manage production processes.
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