Technology

Definition and rationale
Technology is about the processes of purposefully applying knowledge, skills and resources to create the needs and wants of people and communities. Technology is as old as civilisation and arose out of the fundamental human needs for shelter, food and clothing. These needs and wants determine what technologies are created and how they are used. Decisions about them are influenced by cultural issues including the values, experiences, locations and backgrounds of different people and communities, and environmental factors. Hence consideration of the potential environmental and social impact of any product (solution) must be undertaken as part of the design process.

The process of designing, making and appraising is at the heart of the Technology Key Learning Area with students exploring, applying and developing information, materials and systems. The development process is not a linear one; appraising is as much a part of designing as it is about making, for example. All aspects of the process are interconnected and as they interconnect they generate new ideas which can be acted upon. 

In an information-rich 21st century society, creating information solutions are increasing in importance. Ways to manage, control and organise data and information will continue as an urgent need for all developed societies. It should not be assumed however, that Technology is merely about Information and Communication Technologies (ICT) since this is only one context for the technology process. The Technology curriculum provides an opportunity and place for students to learn how to meet the challenges that confront them increasingly at school and in their future paid and unpaid work where competency with many technologies is required.

The importance of enterprise as part of the technology process should not be overlooked since enterprising behaviours such as seizing opportunities for innovation, resourcefulness, responsibility and adaptability are central to motivation and engagement with the school curriculum as well as in designing a product or system to meet a need.
Major outcomes
The Technology Process is the way that students work within the technology learning area. It should be embedded in all activities and contexts that require students to create or change products, processes, systems, services or environments to meet the needs of humans and to realise opportunities. 

The Technology Process involves: 

· designing and devising plans and proposals

· investigating needs, issues, possible impacts and values

· producing, building or making products and systems services

· evaluating or appraising designs, plans, products and consequences.

Students use the Technology Process when choosing and using materials, designing, adapting and using systems, and designing, adapting and displaying information appropriate for the technology challenges they embrace or are confronted with. 
Summary of performance expected at different junctures
	Stage
	Technology process
	Resources: materials, information, systems

	Early Phase    (P- Year 3)
	· Designing and making simple products such as a greeting card, pet enclosure, lending system for books.
· Knowing how purpose, user and availability of resources influence design (e.g. racing cars differ from vans; toys for little children differ from those for teenagers).
· Products impact lives differently (e.g. mobile phones, shopping trolleys).
	· Characteristics of products and resources usually match the purpose and audience (e.g. bright colours and animations on a website, materials that float for a boat).

· Simple tools and techniques are used to make products (e.g. cutting and pasting for a poster, power-point presentation for a talk.




	Stage
	Technology process
	Resources: materials, information, systems

	Early Middle Phase
(Years    4-6)
	· Technology has different impacts and influences on people in different ways, and some are more appropriate than others (e.g. playgrounds for children require more safety features than for adults; some cars go faster but have greater impact on the environments).

	· Characteristics of products and resources make them more suitable for some purposes (e.g. shoes made of leather are more hard-wearing than those made of PVC, those for factory workers needs different properties than those for a fashion worker).
· Tools and techniques used need to match their purpose (e.g. a saucepan can’t be made out of plastic because it won’t conduct heat).

	Later Middle Phase
(Years    7-9)
	· Parameters and specifications impact on design (e.g. menu design is influenced by location, community tastes and cost).
· Impacts of design can have far-reaching consequences (e.g. the use of plastic bags for groceries has negatively impacted on environments despite cheap production costs).
	· People need to choose appropriate techniques and tools to match the requirements of the product and the purpose of the user (e.g. an outdoor sprinkler system may needs to be made from water-proof materials locally available to save transport costs).
· Techniques and tools can enhance qualities for a broader market (e.g. capacity to develop in black and white as well as colour and sepia make photos more appealing).


Ways of working
The ways of working in the Technology learning area are primarily about the technology process (see Major Outcomes).
Pedagogy

Teachers should use pedagogies that embed the technology process in all lessons and units of work. They must engage students in discussions about the contexts of their creation: for example why a product might be needed, what its impact might be on the environment or on the society, what materials would be suitable in order that students make informed and reasoned choices, and so on. It is inappropriate for teachers to make all the decisions concerning designing, materials, tools, technologies, measurements, applications, and evaluations.  These decisions should all be made by the student from an informed base of materials and their properties, audience and purpose for the product, effectiveness of completed product, aesthetics, values and other considerations. This pedagogy requires that students be heavily involved through discussion with each other, making and justifying choices, interpreting and reviewing designs and communicating their thinking and processes to each other and various audiences.

It is essential that students:

· use ICT as a tool for design and communication
· be active participants in decision-making at every step in the technology process
· have a voice in how they demonstrate their learning (assessment)
· actively research the purposes and reasons for possible designs and products, considering the values, cultural natures and characteristics of individuals and communities they might design for, and use numeracy skills to survey potential ‘clients’. 
These demands describe the appropriate pedagogical strategies that a teacher might need to employ in order to maximise learning for students in this KLA.

In the Early Phase, pedagogy should include the opportunity for design to result from play situations since students will not only enjoy engaging and creating they will gain knowledge about materials such as blocks and re-cycled materials and develop their understandings about shapes and structures around them. Teachers should encourage trial and error in design and should support students to talk about what they have drawn or made, how it works, why it works and what they might do differently if they made it again. Students should learn that there are stages in the development of products such as collecting materials they need, cutting out shapes and gluing pieces together. In these formative years students should learn how to safely use and care for tools and equipment, such as staple guns, saws, cooking implements and sewing needles.

In the early Middle Phase, pedagogy should include opportunity to use more sophisticated ICT in design such as drawing packages and computer graphics, power-point, scale models and prototypes. They should be encouraged to design a step-by-step process using appropriate terminology such as investigate, evaluate, produce while learning that these steps do not always occur in order. They should examine different design features or products and discus why they appeal and/or work. They should be supported to research technologies for various communities, realising that what meets a need in one will not necessarily meet a need in another due to different environments, cultural practices and values.

In the later Middle Phase, pedagogy should include opportunity to devise more than one product solution for any situation, considering parameters such as safety standards. They will be given opportunities to work with more sophisticated tools and challenging materials. They should develop understandings about the ways different societies value different technologies and how these impact on the sophistication levels of products. They should also be given opportunities to discuss and learn about these as differences, not as one being necessarily better than another. They should consider costs in production and discuss limitations of production and in the context of markets and other external factors such as health issues in food production and style and aesthetics in textile products.

Key written genres 
	Assessable elements
	Key written genres 
	Cultural and social purpose of this genre in Technology 

	Knowledge and understanding 

Investigating and designing technologically


	Factual Genres

Explanation
	Explains facts, concepts and procedures related to working technologically in an appropriate way with materials, information and systems (including diagrams)

	
	Procedural recount


	Provides a recount of the method undertaken to investigate the purpose, content, specifications and constraints for design ideas as well as results and conclusions

	
	Analytical exposition
	Presents data, draws conclusions and makes decisions/recommendations for design ideas

	Producing 


	Procedure 
	Plans for investigation and/or production of an artefact and/or how to use an artefact

	
	Procedural recount
	Recounts, in order, the purpose for a sequence of steps and results of artefact construction

	Evaluating 
Reflecting 
	Response Genres

Personal response
	Reflects on the effectiveness of the process and product 

	
	Critical response
	Critiques and evaluates by analysing the impacts of processes and products on people, their communities and environments and providing evidence to support the challenges the response makes


Using ICT in Technology

The use of ICT in design and production has become increasingly important in recent decades. ICT tools have streamlined design in particular; drawings that once took hours to produce are now completed in minutes, and ICT solutions have now become a major industry, re-defining the Technology KLA.

ICT should provide a significant addition to the range and repertoire of design and production tools available to students learning about Technology. It should also open up the range of contexts for design and production to meet the needs of a new digital generation. Balance however, should prevail – teachers need to ensure that ICTs do not dominate the KLA but must, of necessity, be included.

In the Early Phase, ICT might include digital cameras, DVDs and computers. In the early Middle Phase ICT would include mobile phones, iPods, and some software used to produce a school newsletter, for example. Later students would be using ICT such as scanners, graphic calculators, computer assisted drawing packages (CAD) and software such as PrintShop and Publisher.

Numeracy opportunities and demands
Numeracy within the Technology classroom involves students identifying and using mathematics skills and knowledge to access the learning context. In some instances there will be opportunities for teachers to support students to make links to their prior mathematics learning and where teachers will use Technology learning contexts to reinforce mathematical understandings, and in other contexts, there will be numeracy demands which might require the explicit teaching of new mathematics knowledge needed.
In the Technology KLA, learners develop and use mathematics skills and knowledge to solve problems related to the design and development of products or ideas. In particular, students are involved in applying numerical and measurement concepts in practical situations; visualising and constructing 3D structures from 2D plans; and using and critiquing technological data and statistics.  

The teacher’s role is to provide students with the skills and confidence to use the mathematics they have identified and to provide explicit teaching of the mathematics demands in consultation with a mathematics teacher in a secondary setting, if necessary.

	Organisers
	Examples of numeracy opportunities
The teacher should use these opportunities to reinforce the mathematics learned by the student.
	Examples of numeracy demands
The teacher should ensure students understand this mathematics concept in order to access the Technology learning required.

	Technology practice
	· In Year 7 when students are gathering information about the desirable features of playground equipment to be considered for a new lower school play area, they will use data displays to record survey information and make inferences from the numerical data. They may also use estimation and measuring skills when considering the physical requirements of young students engaging with the equipment.


	· In Year 4, students use their knowledge of spatial concepts but may need explicit teaching of measurement skills to generate and record design ideas for a 3D object (e.g. a sunsafe hat or space vehicle) using simple plans and then they can produce the item from their design specifications.

· Students in the middle years will need skills in measurement in order to design and make products. These will include, for example, measuring lengths of timber, paper, metal, halving and doubling recipes, determining fabric requirements and drafting patterns when working with leather or textiles.

	Resources: materials, information, systems
	· In Year 7, a student knows that labels on food packaging are required to show the type and quantity of ingredients included. This allows for the revisiting and deeper understanding of measurement units relating to mass. 

· In Year 7, when students are manipulating materials to produce a toy from recycled textiles they need to use spatial and measurement skills in the planning and constructing phases.
	· In Year 3, when students are comparing forms of news reports (e.g. newspaper, television, radio) and examining the purposes behind the news report they will encounter mathematical language, symbols and diagrams.  These will need to be discussed explicitly so that the students can make sense of the information.

· In Year 3, when students are combining ingredients to bake or moulding materials (e.g. plaster of paris) they will need to use mathematics knowledge that includes ratio (doubling, halving) or proportion .


	Concept
	In Year 1
the student:
	In Year 2
the student:
	In Year 3

the student:
	In Year 4
the student:
	In Year 5
the student:
	In Year 6
the student:
	In Year 7
the student:
	In Year 8
the student:
	In Year 9
the student:

	Investigates

relevant issues, values, technological developments and applications of technology, including implications for communities, societies and environments


	· Investigates by observations and conversations the connection between everyday products and their uses in terms of materials to create them (e.g. having gathered information about party hats makes simple statements about them such as ‘the party hats are all made of cardboard and they can stand up and not go floppy’).
	· Investigates existing solutions and talks to a single client, using a simple interview schedule provided by the teacher to get information about design and materials that will help them to design a good product (e.g. says ‘I talked to my brother about the sort of insect trap he wanted and he said it had to be made of wood’).


	· Investigates and gathers information using simple surveys and questionnaires to gather information that will help design a good product (e.g. asks people what they like to eat, whether they like to sit or stand, and collects pictures about table layout to help them design a morning tea event).


	· Identifies design constraints for a given problem likely to influence their design, including materials available and time for production, and examines how others have solved similar problems (e.g. when designing a desktop organiser they look at commercial solutions and research who the product was created for).


	· Investigates ideas and possibilities from a range of sources, including through experimenting and testing materials to directly inform their design and construction process (e.g. collects and critiques various promotional and information packs from the tourist office and the library when gathering ideas for their own brochure, experiments with layouts to see how much text will fit).


	· Investigates the needs of potential users through developing their own surveys, questionnaires and interviews, and recording data from clients in their school in a systematic way (e.g. graphing for tables) to draw conclusions about any trends in the data and implications for their design (e.g. surveys students at the school to find out what they want to see in a solar car design website and attends to their suggestions in the creation process). 
	· Investigates the appropriateness of technologies for particular communities and environments (e.g. researches a range of battery-driven toys to evaluate design features and determines how well the toys will meet the needs of the intended age group, or investigates past and present playground equipment to identify the features which are attractive to consumers and which meet the developmental needs of all users, including those with specific disabilities).
	· Knows that market research can be used to investigate aspects of a product and investigates how data collected influences product design options (e.g. investigates how advertising, promotions and feedback influence decisions on design options for a hydroponics business). 


	· Develops, chooses and uses appropriate methods of inquiry and explains how a design and its production is affected by the needs of communities and environments (e.g. investigates food-related behaviours including production, distribution, packaging, preparation, consumption practices that minimise environmental impacts; undertakes market research to determine client needs in terms of food products; develops detailed design specifications for a supermarket product based on their findings).

	Generates and records design ideas in response to identified constraints.


	· Generates and records their design ideas through play and pictures (e.g. draws party hat designs for a class celebration, crossing drawings out and starting again a number of times to improve their design).


	· Generates and records ideas using drawings and simple written explanations (e.g. writes on their drawing of the insect trap ‘spring trap door to catch insects’). 

	· Generates and records their design ideas using annotated drawings that identify basic design features (e.g. draws a ‘birds-eye view’ of the layout of tables and where the food should be placed for the community morning tea, including leaving room near doorways for serving). N
	· Generates and records their design ideas using simple plans and labels that describe how aspects of the finished product will function (e.g. creates 2D plan of ‘desk organiser’ to fit into a drawer, which includes labels explaining the key purposes of the storage sections).


	· Generates a range of creative design ideas and records these using presentations, models and plans, taking into account  the product’s purpose and audience (e.g. generates a range of brochure layout ideas noting that they need to use large print for their elderly audience and so will need more pages). 


	· Creates proposals collaboratively to improve and extend their pool of ideas that include options to be evaluated when choosing which design they will use (e.g. says ‘we listened to other people’s comments about our ideas before we decided on our final design’).


	· Generates and records their design ideas in a detailed design proposal (e.g. puts together a design proposal for the healthy lifestyles website that includes a timeline and work-plan, expected costs, final plan and expectations). ICT

	· Generates and records their design ideas for several options for one design solution using scale drawings and working drawings including the justification for their final selection by considering  functional, aesthetic, social and environmental issues (e.g. says ‘we recorded several ideas for portable hydroponics systems and chose the one that was easiest to fold and post’).
	· Generates and records their design ideas using a range of presentations for improving their own products based on analysis of existing products using criteria of functionality, aesthetics, social implications and environmental friendliness (e.g. presents a design folio including detailed sketches and scale drawings for a range of new and improved food products for distribution in a supermarket to promote the ‘eating green’ concept).

	Produces

a product considering constraints such as time management, team work, skills needed, the useability of the product.
	· Produces simple models and products that relate to design challenges (e.g. uses glues and sticky tape to create a party hat for themselves using their selected materials) and describes the steps in making the product. 


	· Produces a product following a set of production procedures (e.g. constructs an insect trap using the teacher’s instructions and considering the needs of insects and what has been learnt through investigation).


	· Produces products independently and in small groups on design projects, using a simple sequence and sharing tasks (e.g. works in small teams and allots prescribed tasks in the order they need to occur, collecting ingredients needed, and creating a healthy food snack for their morning tea). N

	· Produces products by cooperatively developing production procedures and a simple flow chart, and allotting tasks to meet a given timeframe and required levels of precision (e.g. collaboratively makes a desk organiser, collecting materials, measuring, cutting, testing and gluing as planned in sequence).


	· Produces products by cooperatively developing production procedures and a simple flow chart, allotting tasks to meet a given timeframe and meeting required levels of precision considering  accuracy and safety (e.g. draws a flowchart and work-plan to make a brochure, making sure the margins are inside the page and taking care – such as wearing protective clothing when using ink).


	· Produces a product that meets both their own and external specifications to reflect the needs of specific users (e.g. designs a solar car to meet the rules/specifications of the local competition), using a team chosen for collective expertise).


	· Produces products using the skills and practical knowledge of others to assist them to create quality products for a specific user (e.g. asks the ICT teacher to help create the front page of their healthy lifestyles website). ICT
· Plans ahead to minimise waste and reduce the final cleaning up process when making something (e.g. deletes files that are no longer needed). ICT
	· Produces products to set specifications, recognising safety risks/hazards and adopting safe work practices (e.g. is careful to wear protective clothing and ensure the electric cord is not in the way of people walking through, and re-checks their measurements before using a jigsaw to cut holes for the frame of the hydroponics system).
	· Produces products that meet detailed specifications described in technical language and conventions (e.g. uses specialised food preparation techniques when producing a range of original (or improved) food products for a particular target market that promote the concept of ‘eating green’ and can be distributed through a supermarket). 


	Concept
	In Year 1
the student:
	In Year 2
the student:
	In Year 3

the student:
	In Year 4
the student:
	In Year 5
the student:
	In Year 6
the student:
	In Year 7
the student:
	In Year 8
the student:
	In Year 9
the student:

	Evaluates

their intentions, plans and actions and considers refinements and modifications for improvement.
	· Talks about how well their product ‘works’ by describing their feelings about it (e.g. says ‘I like the party hat I made because it fits well and doesn’t fall off’).


	· Evaluates their products and the products of others by discussing what they most like about their designs (e.g. says ‘I really like John’s insect trap because it contains a light for attracting insects at night’).


	· Evaluates by discussing how their product compares with their original ideas and gives reasons for similarities and differences (e.g. says ‘it was a great morning tea, but we could have left more room around the tables so people could get to the food more easily’).

· Reviews the suitability of their product for its intended audience (e.g. says ‘this toy would be better for an older child, because it has small parts that a young child might swallow’).


	· Evaluates by describing how well the steps in the process worked and gives reasons for changes made during the production process (e.g. says ‘I had to modify the size of my original design for the desk organiser because I didn’t make the section long enough to hold the pens; I should have measured them first’). 
	· Evaluates each step of the design process as it happens and makes recommendations for changes to the overall product and plan (e.g. says ‘they should have taken their photos first to make sure they fitted the layout of the brochure’).

· Ensures that ethical and cultural considerations are taken into account in design decisions (e.g. says ‘that picture is the totem of another Aboriginal group so it shouldn’t be used without permission’).


	· Evaluates at the design stage by gathering feedback from potential users on the usefulness and appropriateness of the product and suggests further changes that could be made (e.g. says ‘we asked the Grade Four and Five students  to tell us what parts of our design they liked and which we should modify further’).


	· Evaluates by testing at the investigation stage and seeking feedback from potential users and/or experts on the usefulness and appropriateness of the product, suggesting changes that could be made (e.g. tests each of the cars using the same size solar cell, drawing up a table to record results for comparison; interviews an expert to get feedback on their design).
	· Evaluates by developing criteria for the process and product, gathering feedback from potential users, and uses this information to make judgements about their production processes and final product (e.g. says ‘we changed the dimensions of the hydroponics system because people said they wanted to reduce water use’ and ‘we road-tested the survey form before using it’).
	· Evaluates their product against predetermined criteria, including ethical criteria (e.g. evaluates ‘eating green product’ against pre-determined criteria that include environmental appropriateness), and recommends for modifications and improvements. 

· Recognises when changes have been demanded in a product or process to meet standards (e.g. says ‘that breakfast cereal was taken off the market because its sugar content was too high and it didn’t meet the standards’). 

	Resources: Systems
Systems are created from a series of interrelated components that work together.

	Concept
	In Year 1
the student:
	In Year 2
the student:
	In Year 3
the student:
	In Year 4
the student:
	In Year 5
the student:
	In Year 6
the student:
	In Year 7
the student:
	In Year 8
the student:
	In Year 9

the student:

	Students identify and describe systems that are appropriate to achieve solutions to technology challenges


	· Identifies and describes some of the features of systems in their local environment (e.g. says ‘watering systems have pipes, valves and taps’).


	· Designs and creates simple systems to undertake familiar tasks within the classroom and school (e.g. designs and creates a classroom roster to water the plants in the room).

· Explains the operational sequence of familiar systems (e.g. says ‘when dad was making a sandwich, he first put the bread out, then he buttered it, then he put meat and lettuce on the bottom bit; then he put mayonnaise on the other piece of bread and put it on top’).
	· Describes the components of familiar systems, how some of their major elements operate and who they are designed for (e.g. says ‘my mum uses a fax machine for work, she loads the paper here, the printing cartridge here and the phone line connects here’).


	· Draws and labels simple diagrams of some obvious elements of systems created by others (e.g. students draw the features of a simple plumbing system such as tap, pipe, drains and suggests how a filter could be added to trickle the water onto plants).

· Knows that simple systems can be made up of people and parts and identifies these (e.g. says ‘the watering system is made up of a tap, a hose, some sprinklers and needs a person to switch it on’).
	· Uses flow charts of the inputs, processes and outputs of systems (e.g. describes how a vehicle manufacturing line works and the steps involved).


	· Describes the relationship between the inputs, processes and outputs of systems and predict what might happen if one part of the process is modified or breaks down (e.g. says ‘we could add laundry water to our irrigation system but would need a different filter and a tank to control the flow of water from the washing machine to the trickle pipes’).


	· Identifies subsystems within a system and the sequencing of their operation within the system (e.g. knows that when building a house the electrical appliances are installed after the building is finished and each of these are constructed off site as part of a separate system).
	· Identifies the interdependence of all elements of a system (e.g. crop production system: light, water, nutrients, plant support and protection) and recognises the significance of their application through sub-systems such as irrigation and disease control).
	· Understands that the elements, structure, sequences, operation and control of systems influence the ways that systems interact with people and the environment (e.g. describes the impact on the community and the manufacturer when a piece of metal is found in a manufactured item such as a packaged cake).

	Students design, adapt and use systems that are appropriate to achieve solutions to technology challenges


	· Draws a simple diagram (or sequence of diagrams) depicting the cause and effect relationships of a system (e.g. Diagram 1 of someone turning on a tap, Diagram 2 of water coming from a sprinkler and Diagram 3 of grass and trees growing).
	· Designs and carries out a simple operational sequence to produce a product (e.g. makes a sandwich using a system; establishes an in-class mailing system).
	· Creates a simple system - with three or more parts - to undertake a task around the home or school (e.g. creates a cooling system using a fan, spray bottle and water).
	· Suggests ideas for improvement and automation of everyday systems (e.g. says ‘traffic lights could be modified with music systems so that people could listen to music while they wait for the lights to go green’) and discusses why some design ideas are more viable than others. 
	· Organises and participates in a simple system such as a production line to make a class product (e.g. helps to design a better sports equipment borrowing system or creates a food manufacturing system for a charity fund-raising event).
	· Identifies a fault in a system and acts to modify it (e.g. sees that the screen printing system is producing a ‘bleed’ in the finished print and mends the tear in the wire mesh, or notices that their solar-powered car isn’t going as fast as it should and cleans the surface of the collectors).
	· Knows that systems can be combined in new ways to create better or more refined systems and subsystems (e.g. combines a torch and fan to create a device that will give light and keep them cool when camping).
	· Creates sub-systems (often called protocols) to ensure that all parts of the system continue to work well (e.g. when using a sewing machine they design a ‘quality assurance’ system to ensure the quality of the finished garments). 

· Examines other systems to identify the ‘quality assurance’ processes.
	· Selects and safely uses procedures/ techniques appropriate to safety standards and workplace design to monitor and maintain sub-systems while adhering to environ-mental and/or health and safety standards (e.g. chooses organic pest control to get rid of snails in garden and justifies their decision).


	Concept
	In Year 1
the student:
	In Year 2
the student:
	In Year 3
the student:
	In Year 4
the student:
	In Year 5

the student:
	In Year 6
the student:
	In Year 7
the student:
	In Year 8
the student:
	In Year 9
the student:

	Information 

Knows about methods, techniques and purposes for the use of information.
	· Explores and describes ways in which information is communicated (e.g. an invitation to a party tells people when and where it is; the news on TV tells people what is happening in the world).

	· Explores and compares how information can be presented and used in different ways and for different audiences (e.g. compares different forms of advertising for the same product and says ‘the flyer isn’t as good as the poster because it is hard to read and doesn’t have bright colours’).

· Investigates techniques people use to make advertising interesting for different audiences. 
	· Compares related forms of media and how they are used by different people for particular purposes (e.g. examines newspapers, TV news and radio news as ways of spreading the news about a specific topic). N

	· Knows that information can be stored and transmitted in different ways within the community (e.g. sounds and pictures can be stored on CDs in a standard format for sharing; information on food packets indicate what is in the packet; labels on seed packets display information about seeds and how to plant them).


	· Explains the ways information is used, created and presented in different ways for particular audiences  to suit particular purposes (e.g. says ‘I have used a poster instead of a brochure because it is larger and more people can see it from a distance’). 

· Describes the advantages and disadvantages of different forms of publishing or distributing information (e.g. says ‘billboards are designed to be large so that they can easily be seen while driving but they may distract drivers causing accidents’).
	· Infers the target audiences and purposes of information products from their features (e.g. examines the target age group for a brochure and examines the way graphs and tables are included in reports and pictures of people are selected and used in advertising).


	· Knows and follows different forms, standards and conventions used in particular information products and processes (e.g. knows that labels showing type and quantity of ingredients are required on food packaging, and examines various junk mail comparing size of photos and aspects of photography). N
	· Knows that the use of information has changed over time and that new technologies have increased the impact on users, the speed of dissemination of information (e.g. compares radio advertising with TV advertising and the human senses that are influenced in marketing; compares a 1940s newscast with a blog to consider how information impacts on and changes society).
	· Knows that various methods and strategies in advertising are used to influence buyers (e.g. identifies the use of a loud, fast voice in advertising furniture or cars and knows that this creates a sense of urgency, or identifies the use of colour on food packaging for children).

· Knows that control and dissemination of information can be used to influence society (e.g. use of propaganda to influence voters; targeting fast food advertisements at young children).

	Information

Uses methods, techniques and purposes with information
	· Uses information technologies to communicate simple messages (e.g. designs a party invitation considering important design factors such as font size and colour).
	· Designs simple information products with a particular audience in mind (e.g. an information brochure for parents on healthy eating, or a poster for others in the school).

· Contributes to classroom displays on current classroom topics (e.g. make a poster to promote healthy eating).
	· Uses simple techniques to access, record and present information (e.g. operates a DVD player or iPOD, and presents the information gathered in a different form using words or pictures). ICT
· Creates simple advertising products using existing advertising as a model (e.g. makes a poster to advertise a public display of their insect-catching devices).  N
	· Designs and generates a range of information products for real life and life-like purposes (e.g. prepares a two-page advertising brochure to market their desktop organiser to other classes). M
	· Designs and generates several related information products for a specific event (e.g. designs posters, business cards and brochures to highlight the local festival). N
	· Transforms information from one form to another for a different purpose or audience and recognises when this has been done (e.g. re-writes a brochure reducing its complexity for a younger audience, develops a web page tutorial using a technical manual as their source, or creates a brochure incorporating tables and graphs). N
	· Follows standards and conventions to design their own advertising material or product label such as a CD label or food-product label. N
	· Selects and uses procedures, conventions and language to create  a range of information products (e.g. develops a step-by-step set of instructions to carry out a complex task;  develops a criteria sheet to be used to award marks for their own assessment; develops advertising materials for an election campaign). N
	· Manipulates, transforms and creates information to achieve particular effects (e.g. uses colour and design when serving food in order to make it look more appetising and describes how and why they have done this, or designs a brochure on recycling, promoting the health benefits rather than just the technical aspects). N
· Analyses issues related to copyright of packaging ideas and control of information related to food standards (e.g. nutrition panel labelling requirements according to FSANZ) to identify requirements on the packaging for an ‘eating green’ product they have developed.


	Concept
	In Year 1
the student:
	In Year 2
the student:
	In Year 3
the student:
	In Year 4
the student:
	In Year 5
the student:
	In Year 6
the student:
	In Year 7
the student:
	In Year 8
the student:
	In Year 9
the student:

	Materials Understands that the properties of materials reflect their selection and application in products.

(Note the links to the Science KLA ‘natural and processes materials’)


	· Names and identifies different materials used in everyday products and makes simple statements about why particular materials are suitable for the product (e.g. says ‘party hats are made from paper because it is light and easy to shape ‘). Sc
· Tries simple methods for joining materials when creating products (e.g. tries gluing and stapling to create a party hat and compares results).


	· Selects a material by matching its characteristics to design requirements.  Sc
· Considers products, and materials used to make them, and proposes logical reasons for designer’s choices (e.g. says ‘insects can’t chew through the plastic and it lets in light’). Sc
· Uses a range of construction materials to design products which relate to the stories and activities they are undertaking in the classroom. 


	· Explains how the materials they have selected match the design needs of the product they are creating (e.g. says ‘we selected carrots because they are healthy and last a long time but not lettuce because it goes limp’) and chooses to cover their morning tea with plastic wrap so to protect it from insects and to prevent it from drying out.


	· Examines the materials used by others in their products and discusses probable reasons for their choices (e.g. says ‘they probably used clear plastic so that they can see what is inside the container’). Sc

	· Selects materials from a range of similar materials for a purpose, explaining their choice (e.g. selects from a range of pliable materials where flexibility is required, and explains why they suit the product). Sc

	· Compares various materials by considering environmental appropriateness and the intended use of the product (e.g. says ‘I selected plastic material to print my brochure on because it will be hung on trees in the rainforest and if it’s plastic it will last longer than if it is paper’). Sc

	· Compares and contrasts materials considering combination of factors including functionality, appearance, and environmental impact (e.g. says ‘we created our packaging from recycled cardboard for strength and to minimise the long-term impact on the environment’). Sc
· Compares and contrasts materials that are viable options in terms of design requirements as well as impacts and consequences for one or more defined aspects of appropriateness including aesthetics, environment, culture and economics (e.g. creates a product for a gift and exemplifies a commitment to recycling by processing and manipulating discarded materials, making writing paper from recycled paper and toys from discarded textiles).


	· Compares and contrasts a range of modern materials with those used in the past, relating properties to their performance and suitability. 

· Compares and contrasts materials of similar properties to identify a more specific material appropriate to the design brief (e.g. says ‘using a timber with a more obvious grain will make the polished case more attractive’).


	· Creates ‘eating green’ products as part of a range of products to be distributed through a supermarket, where accuracy, specialist techniques and equipment are required to make items to detailed specifications, and justifies their choice of materials. Justifies choice of specific materials in terms of performance required, market research, environmental impacts and aesthetic qualities.



	Understands that the choice and use of equipment and techniques will vary depending on availability, physical constraints, safety requirements, presentation and precision required


	· Uses simple equipment, with care, to change the shape or appearance of their product (e.g. uses scissors carefully to cut a piece from their party hat so that it will look different).


	· Selects and uses equipment and techniques for manipulating materials including cutting, shaping, joining (e.g. chooses heavy duty scissors to cut cardboard and kitchen scissors to cut the plastic netting, and uses this equipment with care).
	· Creates products using simple hand tools to combine materials with awareness of safety requirements. (e.g. combines ingredients of a cake using kitchen implements).


	· Selects and uses appropriate equipment for processing materials including baking, moulding, melting, pulping) with safety and hygienic control (e.g. chooses and carefully uses a heavy duty saucepan to melt wax when making a candle and washes it before the residue sets).
	· Creates products using simple hand and electric tools to process materials in order to meet design requirements (e.g. chooses an electric beater to beat the eggs for a pavlova knowing that a whisk won’t make the egg mixture stiff enough).


	· Knows that lack of appropriate care with equipment can shorten its life or cause it not to work well (e.g. knows that paint brushes lose their flexibility if they aren’t washed and stored properly, and that cake tins will rust if not dried out after use).

· Recognises the need for accuracy when designing and creating products (e.g. says ‘we had to cut a hole in the centre of the roof really carefully to fit our solar cell so that it didn’t move around’ and ‘we had to make sure we spelt the words right when icing the cake’).


	· Without prompting, maintains equipment after its use (e.g. having painted a wall ensures that brushes are cleaned and stored properly).

· Selects tools and techniques to enhance an existing product and explains the choice (e.g. says ‘using animation will make the presentation of our story more interesting to non-readers’).
	· Operates equipment and applies specialised techniques to safely manipulate and/or process materials to meet predetermined standards of quality.


	· Selects techniques and equipment to effectively and efficiently work the materials to enhance the qualities that make them suitable for a product (e.g. uses a fine grade of sandpaper to sand a new table, bringing out the colour and texture of the timber and smoothing flaws created in the making processes; glazes a pastry with egg to improve its appearance and make it more appetising).
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