People use observations, evidence and creativity to solve problems, choose materials and design useful solutions.

Remember: A useful solution must match the need and be tested.
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A. GUIDED PRACTICE

~
1. How does a builder use science?
2. Why are material properties important?
3. Name one everyday invention.
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1. Identify a problem at school. h
2. Suggest a science-based solution.
3. Name evidence to collect.
4. Explain one design choice.
5. Describe one improvement.
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Design a simple solution to keep a paper object dry.
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D. APPLY IT

A class needs a container for collecting rainwater. Choose materials and explain how science informs the design.
My answer / plan:

My evidence / explanation:

- J

E. EXPLAIN YOUR THINKING
\

1. How is the solution creative?
2. What science idea supports it?
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MY LEARNING REVIEW

/ N\
[]Icandoit. [] I need a little help. [] I need more practice.
I understood:
| found this difficult:
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PARENT / CARER TIP

When fixing a small problem, ask what evidence and material properties guide the choice.
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Guided Uses properties/forces/measures; match purpose; examples vary.
Practice Problem-solution-evidence responses vary.
Challenge Design includes need, materials and test.
Application Waterproof, stable container with evidence-based reasons.
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TEACHER NOTES - WHAT TO NOTICE
. . . - . N
Success evidence: Explains how science and creativity support everyday solutions.
Common difficulty: Describing decoration rather than functional design.
Next step: Test, evaluate and improve a prototype.
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[] Secure [] Developing [] Re-teach

Evidence / next lesson focus:
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