Manual content allocation tool: Design and Technology Years 7–10 


Design and Technology Core: Activity of designers

This area of core content examines the activities of designers over time and across a range of focus areas. The interrelationship of enterprising activity with innovation is explored to give insights into trends and preferred futures. Problem-solving techniques that are used by designers can be applied by students to their designed solutions. The impact of technologies is investigated and evaluated as they impact on individuals, society and environments.

	Students learn about:
	Students learn to:
	1
	2
	3
	4
	5
	6

	The work of past and current designers across a range of settings

	· cultural

· commercial

· industrial

· historical

· contemporary, including Aboriginal and Torres Strait Islanders and other Indigenous peoples and the contributions of males and females to design industries
	· examine and describe the work of past and current designers across a range of settings and from a range of focus areas of design
	
	
	
	
	
	

	· careers in design and manufacture
	· explore career opportunities and pathways in design and manufacture for males and females
	
	
	
	
	
	

	Trends in technology and design

	· in history 

· across contemporary cultures
	· recognise trends of designed solutions in history and across contemporary cultures
	
	
	
	
	
	

	
	· identify ICT applications used by designers and the impact on their work
	
	
	
	
	
	

	Creativity and problem-solving techniques used by designers

	· needs and opportunity analysis (SWOT — strengths, weaknesses, opportunities and threats)

· constraints analysis

· collaboration

· research and exploration
	· identify creativity and problem-solving techniques used by designers in their work


	
	
	
	
	
	


	Students learn about:
	Students learn to:
	1
	2
	3
	4
	5
	6

	Enterprising activity
	· define and describe enterprising activity
	
	
	
	
	
	

	
	· initiate and manage action to successful completion in response to needs and opportunities when developing design projects
	
	
	
	
	
	

	
	· recognise enterprising activity as related to designers and their work within a focus area of design
	
	
	
	
	
	

	Ethical and responsible design
	· research an example of ethical and responsible design in a focus area of design
	
	
	
	
	
	

	
	· analyse how designers respond ethically and responsibly to design issues and appropriate technology when they develop design ideas and solutions
	
	
	
	
	
	

	
	· discuss issues relating to ethical and responsible design
	
	
	
	
	
	

	
	· explain the need for ethical, responsible design and appropriate technology when developing design ideas and solutions
	
	
	
	
	
	

	Preferred futures 
	· identify visions for preferred futures in design and technology
	
	
	
	
	
	

	
	· identify what is achievable given the constraints of our current thinking, available technology and resources
	
	
	
	
	
	

	
	· justify designed solutions with consideration of preferred futures
	
	
	
	
	
	

	
	· analyse some exemplary designed solutions and predict directions in selected focus areas
	
	
	
	
	
	


	Students learn about:
	Students learn to:
	1
	2
	3
	4
	5
	6

	Innovation

	· types of innovation

· examples of innovation
	· define and describe innovation
	
	
	
	
	
	

	· 
	· identify a variety of past, current and emerging technologies and innovations across a range of focus areas
	
	
	
	
	
	

	· 
	· identify what changes would need to occur to achieve particular visions
	
	
	
	
	
	

	· 
	· assess the impact of past, current and emerging technologies and innovation on society and environments
	
	
	
	
	
	

	· 
	· demonstrate design ideas and solutions that are innovative and enterprising
	
	
	
	
	
	

	Impact of technologies on:

	· the individual

· society (different cultural groups, including Aboriginal and Torres Strait Islanders and other Indigenous peoples)

· environments
	· evaluate and explain the impact of past, current and emerging technologies on the individual, society and environments
	
	
	
	
	
	

	Additional content

	· work of contemporary designers
	· plan and prepare a word-processed report on non-traditional careers in design and technology
	
	
	
	
	
	

	· preferred futures in design and technology
	· identify specific examples of preferred futures
	
	
	
	
	
	

	
	· predict future directions for a designed solution
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