
SAMPLE BOOKLET

DEVELOP  

PROCESS  AND 

PRODUCTION  

SKILLS  THROUGH

HANDS-ON  

ACTIVITIES!



1. INQUIRE

2. IDEATE

3. PLAN

6. SHARE

4. CREATE

5. EVALUATE

•  Share your design 
and  your creation 
with others

•  Seek and record 
feedback

•  Evaluate your 
creation

•  Make improvements

•  What is the 
problem/issue?

• How can we solve 
the problem/issue?

• Allocate job roles

• Collect resources

• Create your design

• Research designs

• Draw a diagram

•  Plan how to create 
the solution

• Brainstorm 
possible solutions

• Select a suitable 
solution
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Introduction sample card
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Box 1 sample card
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Box 1 sample card
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Box 2 sample card
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Box 2 sample card
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Box 3 sample card
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Box 3 sample card
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Box 4 sample card

 ricpublications.com10

SAMPLE BOOKLET



Box 4 sample card
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Box 5 sample card
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Box 5 sample card
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Box 6 sample card

 ricpublications.com14

SAMPLE BOOKLET



Box 6 sample card
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Use project-based learning 
to unlock students’ 

knowledge and skills!

Design & Technologies Box 1  Code: RIC–8470

Design & Technologies Box 2  Code: RIC–8471

Design & Technologies Box 3  Code: RIC–8472

Design & Technologies Box 4  Code: RIC–8473

Design & Technologies Box 5  Code: RIC–8474

Design & Technologies Box 6  Code: RIC–8475

The examples included may differ from the final edited versions in the product. 

CONTACT US
R.I .C . Publications Pty Ltd
PO Box 332 , Greenwood
Western Australia 6924

T: +61 8 9240 9888
E: mail@ricpublications .com.au

Ready to take the next step?
Have a chat with your dedicated education 
consultant today!

Design & Technologies  
Project-based learning in action

1  Inquire
Look at what the project is, 
why it is important and how 
it can be solved.

2  Ideate
Create a list of possible 
solutions and pick the best 
one.

3   Plan
Research and design a 
solution to the project.

4  Create
Gather the materials 
needed and create the 
design.

5  Evaluate
Assess what worked and 
make modifications to 
improve the design.

6  Share
Display the creation and 
record feedback for further 
projects.

Key Features:
44  Six-box series for Years 1 to 6

44  28 unique projects within each box

44  Hands-on projects to cover the  
Design & Technologies curriculum area

44 Utilises project-based learning, 
anchored by a six-step design process. 
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Design & Technologies: Project 
based learning encourages 
students to be curious, creative, 
and critical-thinkers.  

With 28 unique projects in each 
box, students are taken through 
cross-curricular situations based 
on real-world tasks, issues, and 
challenges. 


