[image: image1.jpg]ELLEN MACARTHUR FOUNDATION
Rethink the future



[image: image2.png]How We
wake Stufye



A design that works

Objectives

· To understand that all objects start with a design

· To explore the link between waste and badly designed products. 

Curriculum

Design & Technology

Materials 

· Resource sheet: Future designers
· A collection of objects that we use everyday: mobile phone, MP3 player, book, football, watch etc.
· Video ‘From lines to loops’
· One torch for each team
Procedure

· Discuss how all objects start with someone designing them. Designers have to think about shapes, materials, colours, functions, energy use, longevity, smells and sounds.

· In teams, investigate the design of a particular object (e.g. torch) by dismantling it. What is it for? How would you describe its appearance? What materials are used? How is it powered? What happens when it is broken? Could it be repaired and reused? What does recycling mean? In your view, is it a good or bad design and why?

· Show the video ‘From lines to loops’ and explore how objects such as torches could be designed differently to get rid of waste. Could broken parts be repaired? Could materials be recovered and used again? Introduce the concept of a circular economy. Natural materials can be returned to the soil safely. Manmade materials can be used again and again in an endless loop.

· Invite the children to develop an idea for a well-designed product that would not end up as waste (e.g. school shoes that can have a grip sole added on if you forget your P.E. shoes; a coat that teachers can wear on playground duty with a refillable tea cup and integrated whistle; a new school uniform that can be turned into different clothes for different occasions). This could lead to a school design competition.  

Additional resources

· Article ‘Pop goes the mobile!: Could mobile phones be designed so we can recover and reuse precious materials to make new phones? 

· Video ‘Smart technology’: An object that can do lots of different things

· Diagram ‘A circular economy’ (in the section ‘Creatures’ on the website): A diagram that illustrates how we can mimic nature in the way we make, use and dispose of our stuff. 

· Book ‘How we Make Stuff’- What’s the link between gorillas and mobile phones?: The life cycle of a mobile phone and the key inventions that led to its development. 

Resource sheet

Future designers

1. Use few simple materials (Mixed materials such as in juice cartons are tricky to recover).

2. Choose materials that can either be composted (so no harmful chemicals) or that can be reused to make something else.

3. Think about materials that can be used a number of times for different things before being returned to the soil (e.g. trees to furniture to chipboard to paper to soil).

4. Think about what happens to the product at the end of its life.

5. Think about how your product can be easily taken apart so materials can be recovered quickly and cheaply.

6. Design for easy repair so parts can be replaced or upgraded.

7. Think about whether your product should be rented or bought (e.g. Is it worth buying a power drill that will only be used for a few hours in its lifetime?).

