
[bookmark: _Toc231915985]Designing a wombat environment
Integrated STEM unit – ES1 and Stage 1
Driving question: How can I design an environment for a visiting wombat?

[image: Seven examples of different wombats in their natural habitats.]
Problem statement: A wombat is coming to visit the school. The playground is not suitable for a wombat because there is no safe place for it to rest, hide or stay comfortable. The task is to design and create an environment that meets the wombat’s needs for food, shelter and comfort.
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[bookmark: _Toc231915986]Unit overview
Provides a flexible teaching and learning sequence that builds foundational knowledge and skills through explicit instruction, modelling and guided practice.
Each lesson includes clear learning intentions and success criteria (LISC), with opportunities for feedback and reflection.
The engineering design process (EDP) is explicitly introduced and revisited across lessons to support students to apply their learning in scaffolded, age-appropriate contexts and develop problem-solving, collaboration and design thinking skills.
Key vocabulary and concepts are introduced gradually and reinforced throughout the unit.
Students engage in individual, paired and collaborative learning through structured problem-solving tasks.
Learning activities are adaptable for targeted support or extension and may be delivered independently, in pairs or small groups.
Assessment opportunities are embedded throughout the unit through observation, discussion, student work samples and practical design tasks.
[bookmark: _Toc231915987]Activity description
[bookmark: _Int_O0GMa3Ma]Students explore the needs of animals and use the Engineering Design Process to plan, research, design and create a suitable environment for a visiting wombat, developing problem-solving and design thinking skills. Ideas are inspired by the book Diary of a Wombat by Jackie French.
Note: it is optional to select another Australian animal, for example one that is locally relevant or based on student interest. This may help strengthen connections to local environments, habitats and student engagement.
[bookmark: _Toc231915988]Learning across the unit
Early Stage 1
By the end of this unit, students may:
identify the basic needs of a wombat and describe how these support its survival in its environment
recognise a simple design problem and describe what a wombat needs from an environment
explore size, length and mass using everyday language and direct and indirect comparisons
share ideas through drawings, talk and play and begin to use simple steps of the Engineering Design Process to plan a wombat environment
work with others to reflect on ideas and make simple improvements with teacher support.
Stage 1
By the end of this unit, students may:
describe and compare the features, behaviours and needs of wombats and other familiar animals
explain how environmental features support an animal’s survival, safety and wellbeing
apply the Engineering Design Process to plan and explain a model environment for an animal
measure and compare length, height and mass using informal and some formal units to inform design decisions
work collaboratively to plan, refine and evaluate design solutions.
[bookmark: _Toc231915989]Syllabus links
This unit aligns with outcomes from the Science and Technology K–6 (2024), Mathematics K–10 (2022) and English K–10 (2022) syllabuses for Early Stage 1 and Stage 1.
	
Syllabus
	Stage
	Outcome
	Content

	
	Early Stage 1 
 
	STE-SCI-01 
	identifies and describes characteristics of living things, properties of materials, and movement 

	
	
	STE-DDT-01 
	identifies and uses technologies to make products to address user needs or opportunities 

	Science and technology 
	Stage 1 
	ST1-SCI-01 
	measures and describes changes in living things, materials, movement, Earth and the sky 

	
	
	ST1-PQU-01 
	poses questions based on observations and information to investigate cause and effect 

	
	
	ST1-DDT-01 
	uses technologies and materials to design and make products to address user needs or opportunities 

	
	Early Stage 1 
	MAE-GM-02
	describes and compares lengths

	Mathematics
	
	MAE-NSM-01 
	Mass: Identify and compare mass using weight

	MAO-WM-01
	Stage 1 
	MA1-GM-02 
	measures, records, compares and estimates lengths and distances using uniform informal units, as well as metres and centimetres

	
	
	MA1-NSM-01
	measures, records, compares and estimates the masses of objects using uniform informal units

	
	Early Stage 1 
	ENE-CWT-01 
	creates written texts that include at least 2 related ideas and correct simple sentences 

	
	
	ENE-VOCAB-01
	understands and effectively uses Tier 1 words and Tier 2 words in familiar contexts

	English 
	
	ENE-OLC-01
	communicates effectively by using interpersonal conventions and language with familiar peers and adults

	
	Stage 1 
	EN1-CWT-01 
	plans, creates and revises texts written for different purposes, including paragraphs, using knowledge of vocabulary, text features and sentence structure 

	
	
	EN1-VOCAB-01
	understands and effectively uses Tier 1, taught Tier 2 and Tier 3 vocabulary to extend and elaborate ideas

	
	
	EN1-OLC-01
	communicates effectively by using interpersonal conventions and language to extend and elaborate ideas for social and learning interactions


Note: NSW classrooms include a diverse range of students, including Aboriginal and Torres Strait Islander students, students learning English as an additional language or dialect (EAL/D), high potential and gifted students and students with disability. Some students may identify with more than one of these groups. Teachers should refer to Advice on curriculum planning for every student for guidance on inclusive planning and adjustments.
[bookmark: _Toc231915990]Explicit teaching focus areas and teacher notes
This unit uses explicit teaching at key points to support students to build understanding of animals’ needs, environments and design thinking. Teachers can select and adapt strategies based on class context.
Building understanding of animals’ needs and environments
Use explicit, teacher-led instruction to support students to identify and understand an animal’s basic needs (for example, food, water, shelter and air).
Teachers may support learning by:
using the book Diary of a Wombat by Jackie French during shared reading to model think-alouds, clarify vocabulary and infer the wombat’s needs from the text and illustrations
viewing short videos (for example, Meet Wattle the Wombat and Walking with Wombats) and pausing to clarify ideas, address misconceptions and make connections
connecting learning to real environments, including how people support wombat habitats (for example, wildlife corridors or road signage)
comparing wombats with familiar animals using simple charts or diagrams (movement, food, shelter, behaviour).
Activating and connecting prior knowledge
Support students to link new learning to prior experiences using simple retrieval tools such as KWL charts, anchor charts, mind maps or picture walks.
Use consistent retrieval prompts and sentence starters (for example, ‘Remember when we …’, ‘Wombats need … because …’) to support recall and explanation.
Explicit vocabulary instruction
Key vocabulary is introduced and revisited throughout the unit through:
anchor charts, word walls, drawings and labelled diagrams that may be co-constructed with students over time
real-world examples, picture books, videos and class discussion
opportunities for students to use new vocabulary during speaking, drawing and problem-solving tasks.
Note: This section provides suggested strategies to support explicit teaching across the unit. Teachers are not expected to use every strategy in every lesson.
Assessment, feedback and collaboration
Use structured discussion strategies (for example, turn and talk, think–pair–share and gallery walks) to support idea sharing, collaboration and feedback.
Assessment is ongoing and used to inform teaching. Evidence of learning may include teacher observations, annotated work samples, student explanations and visual or digital artefacts.
Opportunities for student reflection support evaluation of learning and design decisions.
Teachers reflect on student progress and record adjustments and differentiation strategies to inform future teaching.
Technology may be used purposefully to support communication, engagement and documentation of learning.
Engineering Design Process (EDP)
This unit is designed to introduce and reinforce the Engineering Design Process (EDP) throughout the learning sequence. Each stage of the process is explicitly introduced, led and revisited using colour-coded EDP cogs and visual supports (for example, posters, tabletop cards and lanyard role cards) to support student understanding and engagement.
Teachers use explicit teaching strategies, including modelling, effective questioning and feedback, to help students develop understanding of each phase of the process.
The EDP provides a consistent framework for students to identify needs, generate ideas, create solutions, test ideas and reflect on how well their solutions work (see Figure 1 and Table 1). This supports the development of engineering design and problem-solving skills across the unit.
Shared language, prompts and sentence stems are used throughout to support student understanding and communication, such as:
The problem is …
We could try …
Our design works because …
[bookmark: _Ref216851395]Additional EDP support resources, including tabletop cards and lanyard role cards, can be used as needed to scaffold discussion, guide collaboration and support differentiation, particularly for Early Stage 1 and Stage 1 learners. For more detailed guidance, refer to the Engineering Design Process – comprehensive guide.
[bookmark: _Ref227848836]Figure 1 – Engineering Design Process posters
[image: Engineering Design Process wheel with symbols for each stage.
1. Define – cog with a cursor in it.
2. Identify – cog with a magnifying glass in it.
3. Brainstorm – cog with a lightbulb in it.
4. Design – cog with a pencil in it.
5. Prototype – cog with a wrench and screwdriver in it.
6. Evaluate – cog with a clipboard checklist in it.
7. Iterate – cog with rotating arrows in it.
8. Communicate – cog with a mobile phone in it.]
[bookmark: _Ref231900595][bookmark: _Ref231900580]Table 1 – Engineering Design Process overview and icons
	Process
	Icon

	1 Define – clarify the driving question or problem
	[image: Cog with a cursor in it.]

	2 Identify – think, ask questions, research and plan
	[image: Cog with a magnifying glass in it.]

	3 Brainstorm – encourage curiosity and generate ideas
	[image: Cog with a lightbulb in it.]

	4 Design – draw and communicate potential solutions
	[image: Cog with a pencil in it.]

	5 Prototype – produce a model or early version of possible solutions
	[image: Cog with a wrench and screwdriver in it.]

	6 Evaluate – test your design and share what you found
	[image: Cog with a clipboard checklist in it.]

	7 Iterate – reflect and improve your solution
	[image: Cog with rotating arrows in it.]

	8 Communicate – share your ideas with others
	[image: Cog with a mobile phone in it.]



[bookmark: _Toc231915991]Glossary of key terms
A glossary is provided at the end of this unit primarily as a teacher reference to support the consistent use of key vocabulary throughout the learning sequence. Using shared terminology across lessons helps students become familiar with important STEM, science and mathematics language over time.
Teachers may introduce and explicitly teach selected terms as they arise naturally through the picture book, videos, discussions and design tasks, using visuals, examples and student-friendly explanations suited to class context.
A student-friendly version of key vocabulary, supported by visuals, is available in the accompanying slide deck and may be used for word walls, anchor charts, classroom discussion or ongoing vocabulary development.
Teachers may adapt, add or refine terms to suit student needs while maintaining consistency in shared language across speaking, reading and writing.
[bookmark: _Toc231915992]Resources overview
The table below outlines the duration and resources required for each lesson.
	Lesson
	Duration and resources

	Lesson 1 – exploring wombat needs and behaviours
	Lesson duration: 45 minutes
Simple graphic organiser
Writing materials
Diary of a Wombat by Jackie French
Digital devices
Images of wombats, local animals and non-living things
Word wall and materials for creating anchor charts (optional digital template)

	Lesson 2 – exploring wombat habitats and environments
	Lesson duration: 45 minutes
Video: Walking with Wombats (5:42)
Video: Meet Wattle the wombat (1:00) (optional)
Wombats and their environment
Diary of a Wombat by Jackie French
Images or short clips showing wombats and their environment
Writing materials

	Lesson 3 – investigating wombat facts – measuring the length of a wombat
	Lesson duration: 50 minutes
Video: Walking with Wombats (5:42)
Video: Meet Wattle the wombat (1:00)
Diary of a Wombat by Jackie French
Images or short clips showing wombats
Writing materials
Variety of materials to measure length
Digital device
Gymnastics crawling tunnel (optional)
Word wall and co-constructed anchor charts (optional digital template)

	Lesson 4 – investigating wombat facts – measuring the mass of a wombat
	Lesson duration: 50 minutes
Equal arm balances
Everyday items to weigh and compare mass
Images or short clips showing wombats and their environment
Writing materials
Digital device
Word wall and co-constructed anchor charts (optional digital template)

	Lesson 5 – define – the visiting wombat problem
[image: Cog with a cursor in it.]
	Lesson duration: 45 minutes
Images of Wattle the wombat
Engineering Design Process resources
Writing materials
Digital devices
Word wall and co-constructed anchor charts (optional digital template)

	Lesson 6 – identify – What does a wombat need?
[image: Cog with a magnifying glass in it.]
	Lesson duration: 45 minutes
Images of wombats and wombat habitats
Video: Walking with Wombats (5:42)
Engineering Design Process resources
Writing materials
Digital devices
Word wall and co-constructed anchor charts (optional digital template)

	Lesson 7 – brainstorm – generating ideas for a wombat habitat
[image: Cog with a lightbulb in it.]
	Lesson duration: 45 minutes
Images of wombats and wombat habitats
Engineering Design Process resources
Photos collected in the previous lesson
Writing materials
Digital devices
Word wall and co-constructed anchor charts (optional digital template)

	Lesson 8 – design – draw and communicate potential solutions
[image: Cog with a pencil in it.]
	Lesson duration: 45 minutes
Diary of a Wombat by Jackie French
Images of wombats and wombat habitats
Engineering Design Process resources
Photos collected in the previous lesson
Writing materials
Digital devices
Word wall and co-constructed anchor charts (optional digital template)
A selection of construction materials for designing and building habitats (for example, cardboard, newspaper, recycled materials, bark, leaves, sticks, stones, fabric)

	Lesson 9 – prototype – produce a model
[image: Cog with a wrench and screwdriver in it.]
	Lesson duration: Approximately 60 to 90 minutes (Time required may vary depending on class needs, available materials and the level of support required.)
Diary of a Wombat by Jackie French
Images of wombats and wombat habitats
Video: Walking with Wombats (5:42)
Engineering Design Process resources
Photos collected in the previous lessons
Writing materials
Digital devices
Word wall and co-constructed anchor charts (optional digital template)
A selection of construction materials for designing and building habitats (for example, cardboard, newspaper, recycled materials, bark, leaves, sticks, stones, fabric, masking tape, glue, wool, clay or dough)

	Lesson 10 – evaluate – test and share designs
[image: Cog with a checklist in it.]
	Lesson duration: 45 minutes
Images of wombats and wombat habitats
Engineering Design Process resources
Photos collected in the previous lessons
Writing materials
Digital devices
Small cardboard or paper wombat cut-out for each student
Word wall and co-constructed anchor charts (optional digital template)
A selection of construction materials for designing and building habitats (for example, cardboard, newspaper, recycled materials, bark, leaves, sticks, stones, fabric, masking tape, glue, wool, clay or dough)

	Lesson 11 – iterate – reflect and improve solution
[image: Cog with rotating arrows in it.]
	Lesson duration: 45 minutes
Images of wombats and wombat habitats
Engineering Design Process resources
Photos collected in the previous lessons
Writing materials
Digital devices
Folio, checklist template, paper
Small cardboard or paper wombat cut-out for each student
Word wall and co-constructed anchor charts (optional digital template)
A selection of construction materials for designing and building habitats (for example, cardboard, newspaper, recycled materials, bark, leaves, sticks, stones, fabric, masking tape, glue, wool, clay or dough)

	Lesson 12 – communicate – share ideas with others
[image: Cog with a phone in it.]
	Lesson duration: 60 minutes
Images of wombats and wombat habitats
Engineering Design Process resources
Photos collected in the previous lessons
Writing materials
Digital devices
Folios, templates or paper
Word wall and co-constructed anchor charts (optional digital template)




[bookmark: _Toc231915993]Learning experiences
Note: at the beginning of each lesson, share and explain the learning intentions, then revisit them throughout the lesson while making connections to prior learning. Unpack the success criteria so students understand what they are learning and what success looks like.
[bookmark: _Lesson_1:_Exploring]

[bookmark: _Lesson_1_–:][bookmark: _Toc231915994]Lesson 1 – exploring wombat needs and behaviours
Duration: 45 minutes
[bookmark: _Toc231915995]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment 
Examine animal bodies, their body coverings, and how and what they eat
Pose questions to compare the characteristics of living things and non-living things
Living things and objects move in different ways
Observe, describe and categorise the ways in which living things move
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
describe the characteristics and behaviours of a wombat
recognise the basic needs of living things.
Students can:
join a class discussion by describing what a wombat looks like and what it does
share simple examples of what living things need to stay alive
explain how living things are different from non-living things.
	Use guiding questions during discussion to assess how students describe what a wombat looks like, how it moves and what it does.
Observe students identifying the basic needs of living things through talk, drawings or sorting tasks.
Provide images or objects for students to sort into living and non-living groups and explain their choices using simple reasons.
Collect labelled drawings, oral retells or student explanations that show understanding of wombat features, behaviours and needs.
Listen to partner or group discussions to assess participation, vocabulary use and developing understanding.
	Students draw or sequence key events from the story using pictures, labels or oral retell.
Work in small groups to support discussion of guiding questions.
Conduct targeted discussions with students, focusing on key concepts and vocabulary.
Create an animal comparison chart to compare a chosen animal with the wombat.
Provide images of wombat features and basic needs for students to match with labels or simple phrases.
Use sentence starters orally or in a drawing or writing task. (For example, ‘A wombat needs … because …’)




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
Describe the changes in an animal as it goes through its life cycle using data and scientific models
	(Learning intentions and success criteria are best co-constructed with students.)
Students are learning to:
sort and group living things and explain how they are the same or different
describe what animals look like and what they do
use diagrams or models to show how animals change as they grow. 
Students can:
name and describe animals they observe in the school or local environment
sort animals into groups and explain why they belong together
describe how animals grow and change over time using drawings, labels or simple models.
	Assessment opportunities:
During discussions, listen for how students describe and justify how they grouped animals, using features such as body coverings, movement or diet.
Collect and review students’ sorting diagrams, animal comparison charts or labelled drawings showing how animals are similar or different.
Use think-alouds or partner discussions to assess how students describe animal features, behaviours and changes over time.
Observe students using diagrams, models or digital tools to represent how animals grow and change.
Students may use a digital device to take photos of animals or select pictures and sort them into groups, adding voice recordings or labels to justify their choices.
	Suggested adjusted activities:
Provide pre-selected photos or printed images of animals with simple labels. Use matching activities where students pair animals with their features.
Invite students to create simple 2D or 3D models of animals to support grouping and explanation. Students explain why their animals belong together using observable features or behaviours (for example how they look, move or what they eat).
Support students with vocabulary scaffolds as they work in pairs or small groups.
Allow students to record thinking using drawings, voice recordings or simple digital tools.
Provide opportunities for students to create their own grouping rule and explain their reasoning.


[bookmark: _Toc231915996]Beginning – check for prior knowledge
Display teacher-selected images of wombats and other animals commonly seen in the school environment, along with images of non-living things (for example, a scooter, a book, a toy or a house).
Ask:
Which of these are living things? Which are non-living things?
What makes something living? How do you know?
Have you seen any of these in real life? Where?
Using a sorting mat or chart, labelled ‘Living things’ and ‘Non-living things’, invite students to place the images in the correct category.
Discuss:
What do living things need to survive?
How did you know what was non-living? What was different about them?
Record student responses on the sorting mat using words and simple pictures. Invite a choral response as you point to each of the needs (for example, students say aloud, ‘water’, ‘air’, ‘food’).
Note: it is optional to conduct part of this lesson outdoors in the school playground or garden. A short, quiet observation walk can help students make meaningful connections between classroom learning and their local environment. Encourage students to look carefully, listen closely and notice examples of living and non-living things. This experience can support deeper discussion and help students apply vocabulary in real-world contexts.
[bookmark: _Toc231915997]Core lesson
Objective: Students explore the characteristics, behaviours and basic needs of wombats through the story Diary of a Wombat. They make connections between the wombat’s features, actions and how these help it survive.
1. Say: ‘Can you imagine if a wombat came to visit our school one day? We would want to help it feel safe, calm and comfortable. To do that, it is a good idea to learn all we can about wombats, where they live and what they need.’
Display an image of a wombat and the cover of the book, Diary of a Wombat. Use think-alouds to model curiosity. Say, ‘I wonder where wombats live?’, ‘What do they eat?’, ‘How do they move?’, ‘How would you describe a wombat?’, ‘What do they look like, feel like and sound like?’.
As a class, share ideas and discuss questions. Record responses on an anchor chart titled ‘What do we know about wombats?’, as shown in Figure 2. Clarify misunderstandings and reinforce key ideas.
[bookmark: _Ref227855258]Figure 2 – example of an anchor chart
[image: An example of an anchor chart with a hand-drawn educational diagram about wombats featuring labelled physical traits like rough thick fur, small ears, big head, and strong claws. Includes facts about wombat behavior, habitat, diet, and marsupial nature, with small colored drawings depicting digging, running, burrows, nocturnal activity, and herbivorous diet.]
Extend this activity using a KWLH chart to deepen understanding. Complete the ‘Know’ and ‘Want to know’ sections together using think-alouds. Return to the chart throughout the unit to update the ‘Learned’ and ‘How we learned it’ sections.
Read Diary of a Wombat by Jackie French. Pause at key points to highlight wombat behaviours, features and needs.
After reading the story, discuss what students remember about the wombat. Record ideas on the board, anchor chart or a digital think board and sort them into categories such as those shown in Figure 3.
[bookmark: _Ref227779539] Figure 3 – example categories for recording ideas about the wombat
[image: An example showing a digital think board or a visual framework for describing a wombat's behavior using icons and text labels. It includes an eye for 'looked like', paw prints for 'did', sun, water, and shelter for 'needed', a thought bubble and heart symbol for 'thought and felt'.]
Use selected questions such as the following to elicit discussion and support understanding:
What does a wombat need to keep warm or cool in its environment?
What did you notice about when the wombat ate and when it slept? Why do you think that happened?
Do wombats really need to scratch? Why or why not?
Why do wombats dig? How does digging help them?
How do a wombat’s senses help it detect danger and stay safe?
How do a wombat’s body parts help it dig, find food and water and stay safe?
Based on the story, what are the things wombats cannot live without?
Guide students to connect these behaviours to the basic needs of all living things, food, air, water and shelter. Ask guiding questions such as, ‘Which need does this behaviour help meet?’ or ‘Why do you think the wombat is doing that?’ to check understanding and prompt explanation.
Note: although we never see the wombat drinking, this is a good time to reinforce that all living things share these common needs – food, air, water and shelter.
Revisit the story, Diary of a Wombat. Discuss with the class why the wombat in the story behaved in certain ways. For example, why did it create a dust bath? Why did it eat the door? Encourage students to predict whether the tunnel the wombat dug under the house would make a good shelter and explain why.
For Stage 1 students, introduce that wombats change as they grow. Provide images or simple diagrams of a baby wombat (joey) and an adult wombat. Students discuss and compare how the wombat changes over time in size, features and independence. Record ideas using drawings, labels or a simple life cycle sequence. Invite students to make connections to how they have grown and changed from when they were babies to now, including size, skills and independence.
Note: teachers may complete the Stage 1 activity during independent learning or as a guided small-group task.
[bookmark: _Toc231915998]Review and reinforce learning
1. Begin by reminding students what they observed and discussed earlier in the story and through the images. Prompt them to recall key behaviours and features of wombats before answering. You might say, ‘Let’s think back to what the wombat was doing in the story. What was it trying to get or do?’
Use questions to encourage connections:
How did the wombat’s behaviour help it survive?
Why did the wombat dig a hole?
How is a wombat’s body suited to where it lives?
What is one new thing you learned today?
What might the wombat do next?
Display the wombat images used at the beginning of the lesson. Use strategies such as thumbs up/down, mini whiteboards or think-pair-share to check for understanding and gather student responses. Use selected prompts, such as:
Do wombats use their noses to smell danger?
Do wombats need food, water and air to survive?
Do wombats live in trees?
Do wombats have very smooth, soft fur?
Do wombats have a big, tough bottom to help protect them from predators?
[bookmark: _Lesson_2:_E][bookmark: _Lesson_2:_–][bookmark: _Toc231915999]Lesson 2 – exploring wombat habitats and environments
Duration: 45 minutes
[bookmark: _Toc231916000]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment 
Examine animal bodies, their body coverings, and how and what they eat
Pose questions to compare the characteristics of living things and non-living things
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
identify features of a wombat’s habitat
describe what a wombat needs in its habitat to live safely and comfortably.
Students can: 
name things found in a wombat habitat
share how the habitat helps a wombat survive
create a drawing or model of a suitable wombat habitat
	Assessment opportunities:
Observe students identifying natural features such as soil, burrows, grass, rocks or trees.
Listen to student explanations about what wombats need in their habitat to survive and stay safe.
Collect drawings, labelled pictures or models showing features of a wombat habitat.
Use oral prompts to assess how students connect habitat features to wombat needs.
	Suggested adjusted activities: 
Provide pre-drawn habitat scenes for students to label or add features.
Use picture cards of habitat items for sorting into ‘suitable/not suitable’.
Offer sentence stems such as: A wombat needs …/This helps the wombat because …
Support students through shared drawing or small-group discussion.
Allow oral responses instead of written labels.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
Describe the changes in an animal as it goes through its life cycle using data and scientific models
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
describe features of a wombat habitat and environment
explain how habitat features help a wombat survive
represent a suitable habitat using drawings, labels or models
Students can:
identify natural features found in a wombat habitat
explain why these features are important
represent and label a habitat that meets a wombat’s needs.
	Assessment opportunities:
Observe students describing habitat features using appropriate vocabulary.
Listen to explanations linking burrows, shade, soil, food and safety to survival needs.
Collect labelled habitat diagrams, maps or simple models.
Use partner sharing or gallery walk explanations as evidence of understanding.
	Suggested adjusted activities:
Provide habitat word banks and labelled image supports.
Offer partially completed diagrams for students to finish.
Allow students to record ideas using drawings, voice recordings or digital tools.
Provide opportunities for students to compare 2 habitats and discuss which better suits a wombat.
Support students in pairs or small groups during planning and labelling.


[bookmark: _Toc231916001]Beginning – check for prior knowledge
1. Revisit the shared list, graphic organiser or anchor chart from Lesson 1. Ask students to retell some events from Diary of a Wombat and ask:
What is something you know about wombats?
How do you know wombats are living things? What do they need to survive?
Where do you think wombats live?
What is a habitat? What is an environment? Are they the same or different? (Refer to the glossary and add key terms to the anchor chart or co-constructed word wall as needed.)
Display the book Diary of a Wombat and briefly reintroduce it. Watch the video Walking with Wombats (5:42). Pause as needed to clarify or discuss observations.
Note: explain that all the wombats are being cared for by trained wildlife professionals in a zoo setting. Remind students that wombats are wild animals and should not be handled, walked on a harness or approached by the public.
Select illustrations from the book and ask: ‘I am curious if Elle the wombat and the wombat in the story have similar behaviours, needs and environments.’ Provide time for students to turn and talk with a partner about what they are still curious about.
Invite students to share their curiosities and record these on a ‘think cloud’ or similar visual organiser. Use prompts like:
What are you still wondering about wombats?
Is there anything you noticed in the video or story that made you curious?
What are you wondering about where wombats live?
Define any new vocabulary introduced through the video, images or discussion. Add these terms and drawings to the class word wall, shared glossary or graphic organiser.
[bookmark: _Toc231916002]Core lesson
Objective: Students explore where wombats live and the features of their habitat. They explain how the environment helps wombats survive and stay safe, then create a drawing or model to show their ideas.
Note: habitat is the place an animal lives. Environment includes the surrounding conditions and features.
1. Explain that students will learn interesting facts, things that are true, about wombats and their environment. They will explore where wombats live and what they need in their habitat, including places to rest, sleep, hide, explore and stay safe in hot or rainy weather.
Invite students to use their whiteboards to draw things in their home or environment that help keep them safe, comfortable and healthy.
Display the video, Meet Wattle the wombat (1:00), pausing to highlight key physical features. Revisit the images of wombats used in Lesson 1. Ask students if their understanding about wombats or their environment has changed and why. Allow time for discussion.
Share the following background information:
‘Wombats have a large head, small eyes and ears and a short muscular neck. They have sharp claws and short, powerful legs. They are strong diggers.’
Ask guiding questions such as:
What do you notice about the wombat’s head, eyes and ears? Why might a wombat have small eyes and a big head?
Why is the wombat’s neck short and thick?
Which body parts help the wombat to dig?
How do these body parts help the wombat live and stay safe in its environment?
Can you predict what a wombat’s environment might look like? (Display images to support ideas or clarify misconceptions.)
Say, ‘I wonder how accurate our predictions were about the wombat’s environment.’ Share more facts about wombats and their natural environment. Discuss what makes an environment ‘natural’ and add ideas to the word wall, shared glossary or graphic organiser.
Watch selected sections of the video, Walking with Wombats (5:42). After watching, ask:
What did you see in a wombat’s home?
What makes it a natural environment?
What features does the wombat have that help it live safely and comfortably in this environment?
What can people do to help keep a wombat’s environment a safe and comfortable place?
In small groups, provide writing materials, paper or a digital device for students to draw and record their observations. Encourage use of the word wall or shared glossary to label wombat features and environment details.
As a class, conduct a gallery walk. Ask:
What can you see in other students’ drawings that is like your group’s drawings?
What is something different that you noticed, something you did not include in yours?
What do we now know about wombats and their environment that is a fact?
What other plants and animals might live in the wombat’s environment? What would not be found there?
[bookmark: _Toc231916003]Review and reinforce learning
1. Invite students to role play and act out:
how wombats dig
what wombats do during the day and night
what sounds wombats make
how wombats move in their environment
how wombats stay safe in their habitat.
Note: this activity allows students to demonstrate understanding through movement and imaginative play. To support students, model actions first or use images or the video to scaffold role play. It is optional to record role plays and revisit them in later lessons to reinforce key concepts.
[bookmark: _Lesson_3:_I]

[bookmark: _Lesson_3:_–][bookmark: _Toc231916004]Lesson 3 – investigating wombat facts – measuring the length of a wombat
Duration: 50 minutes
[bookmark: _Toc231916005]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Working mathematically
Explain how they measured or compared objects using drawings or actions
Length: Use direct and indirect comparisons to decide which is longer
Identify the attribute of 'length' as the measure of an object from end to end
Use comparative language to describe length
Compare lengths directly by placing objects side by side and aligning the ends
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
describe and compare length using words such as longer and shorter
recognise that length is how long something is from end to end.
Students can:
use words such as longer and shorter when comparing a wombat and its burrow model
show that length is how long something is from end to end.
	Assessment opportunities:
Students draw a wombat and its burrow, showing relative size based on what they have investigated and measured.
Use direct comparison or informal units placed side by side to compare objects that are longer or shorter than a wombat. Students record their thinking using drawings.
Ask students to verbally describe the length of a wombat and its burrow model using comparative language (for example, ‘The burrow is longer than the wombat’).
Use guiding questions to elicit discussion and listen to how students describe and compare length using appropriate measurement language and reasoning.
Observe students using comparative language (for example, longer/shorter, same length) as they measure and compare wombat-related objects, such as string to represent burrow lengths or toy wombats.
Ask students to place 2 objects side-by-side and explain which is longer or shorter, using drawings, gestures or verbal explanations.
	Suggested adjusted activities:
Students use a toy or outline to represent a wombat and sheets of newspaper to build and compare the length of a burrow model.
Provide sentence starters, visual prompts and modelling to support students who need scaffolding in using comparative language and measurement concepts.
In small groups, provide an outline of a wombat on the floor. Students use a variety of informal units to compare measurements. For example, determine how many pencils placed end to end equal the length of a wombat and compare this to the number of counters needed for the same length.
Conduct targeted discussions with students, focusing on key concepts and vocabulary.
Encourage peer collaboration and teacher guidance during measurement tasks to assist diverse learners and promote confidence and understanding.
Provide opportunities for students to research and compare the length of different wombat species.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Working mathematically
Explain how they measured, compared and recorded measurement using uniform informal materials
Length: Measure the lengths of objects using uniform informal units
Use uniform informal units to measure lengths and distances by placing the units end to end without gaps or overlaps
Record lengths and distances by referring to the number and type of unit used
Use a single informal unit repeatedly (iteratively) to measure length
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
measure and compare length using uniform informal units placed end to end.
Students can:
use uniform informal units placed end to end without gaps or overlaps to measure the length of a wombat and its burrow
record how many units and what kind were used.
	Assessment opportunities:
Have students measure the length of a model wombat and its burrow using uniform informal units (like cubes), then record their measurements with number and unit type. Students work in pairs to compare measurements and discuss differences.
Explain that a wombat’s burrow is usually 3 metres long. Ask students to estimate, measure and record how many hand spans, foot spans, blocks and craft sticks it would take to represent that length. Ask students to explain which unit was easier to use and why.
In pairs, students record an oral journal describing how they measured the length of a wombat’s burrow using uniform informal units, compared classroom objects that were shorter or longer than the burrow and justified their choices 
Use exit ticket questions like ‘What did you learn about measuring length today?’ or ‘How did you decide which informal unit to use?’
	Suggested adjusted activities:
Provide various sized boxes or tunnels representing wombat burrows. Students measure each using informal units and compare lengths.
Have students measure the length of a model wombat or burrow representation using uniform informal units (for example cubes), then record the number and unit used. Students work in pairs to compare measurements.
Students create simple data displays to show which wombat or burrow models are longer or shorter.
Students design a simple model of a wombat’s burrow and measure different parts using uniform informal units. They explain how they measured and compared lengths using comparative language.
Provide images or models of wombats at different life stages. Students estimate and compare lengths before measuring using informal units.
Provide paper cut-outs of wombats in 3 sizes (joey, young, adult) and burrows in different lengths. Students match each wombat to a suitable burrow and explain their choice.


[bookmark: _Toc231916006]Beginning – check for prior knowledge
1. Display an image, outline or model of an adult wombat. Ask students to estimate how long they think a wombat might be. Invite students to show their estimate using their arms, a piece of string, blocks or a drawing on a whiteboard.
Ask:
What does length mean?
How can we find out how long something is?
What words do we use when comparing length?
Explain that today students will investigate how long a wombat is by exploring ways to measure length.
[bookmark: _Toc231916007]Core lesson
Objective: Students investigate the size of wombats by comparing and measuring length. They use comparative language and informal units to describe and record their findings.
Note: for some students, this lesson may introduce predicting. Explain that a prediction is a thoughtful guess based on prior knowledge, observations or experiences. Use think-alouds to model how to make a prediction and the vocabulary that supports it (for example, ‘I think …’, ‘I predict …’, ‘because …’, ‘longer than …’, ‘shorter than …’, ‘about …’). Provide opportunities for students to explain their thinking and then test their predictions through measurement.
1. Explain that students will learn an interesting fact about wombats by investigating how long they are and how measurement helps us understand size.
Display selected sections of the video Walking with Wombats (5:42) again, pausing to observe and discuss the key physical features of Elle and Bunker. Briefly discuss how a wombat’s size helps it live safely in its environment.
Display an image of a wombat and share the fact: ‘Wombats can grow to be quite large, up to about 1.3 metres long.’
Model what length means by showing a line from one end of the wombat to the other. Explain that length is how long something is from end to end.
Demonstrate measuring a short object using blocks placed end to end with no gaps or overlaps.
Ask:
Do you think you are longer or shorter than a wombat? How do you know?
How many hands long do you think a wombat might be?
What other body part could we use to measure it?
Note: when students are using their hands to predict the length of a wombat, encourage use of comparative language like ‘longer’, ‘shorter’ or ‘about 7 hands long, end to end’. Ensure students are placing their hands end to end with no overlaps.
Provide time for students to use their hands, feet or arm spans to predict how long a wombat may be.
Regroup and discuss problem-solving strategies. Ask:
How many feet, arms or hands long do you think a wombat is?
Did you need more feet or hands? Explain.
Why might it be helpful to know how long a wombat is?
What else in our classroom could we use to measure the length of a wombat?
Provide time for students to walk around the classroom and select one item that could be used to measure a wombat.
Note: in this lesson, Early Stage 1 students focus on understanding and comparing length, rather than measuring precisely. They explore length as how long something is from end to end, use comparative language (longer, shorter, same length) and compare lengths by placing them side by side and aligning the ends, with no gaps. They may also compare lengths indirectly (for example using string) and learn that length remains the same even when an object is bent or moved.
Stage 1 students extend this learning by measuring length using uniform informal units. They place the same unit end to end with no gaps or overlaps, select and justify appropriate units and record the number and type of units used. Students also recognise that larger units need fewer repeats and smaller units need more. They estimate lengths and check predictions by measuring.
Discuss the appropriateness of selected items. Address misconceptions and ensure students understand that the same unit will be repeated end to end with no overlaps.
Use masking tape, string or a wombat cut-out to show 1.3 metres on the floor. Explain that students will measure and record the wombat’s length using uniform informal units such as counters, pencils, coloured bricks or craft sticks. Students may record findings using numbers, comparative language, drawings or digital devices.
Select students to share their results and discuss strategies. Ask:
Which materials did you prefer using? Why?
Which were easiest or hardest to measure with?
Why is it important to line items up end to end with no gaps?
Prompt reflection on new learning about measurement and how their thinking has changed. For example, ‘I thought a wombat was as long as my leg but it’s longer’ or ‘We needed a lot more counters to measure the wombat. It was easier to count craft sticks because we used fewer’.
Optional task: some wombat burrows may be about 3 metres long. Ask students to estimate how many foot spans this might be, then measure to check.
[bookmark: _Toc231916008]Review and reinforce learning
1. Explain that students will respond using movement, actions or gestures to show their understanding of length and comparison.
Use prompts such as the following:
Freeze like an animal that is smaller than a wombat.
Freeze like an animal that is bigger than a wombat.
Freeze like an animal that is longer than a wombat.
Point to something that is shorter than a wombat.
Stretch your arms to show something longer than a wombat.
Freeze like an animal that is about the same length as a wombat.
Point to something about the same length as a wombat.
[bookmark: _Lesson_4:_I][bookmark: _Lesson_4:_–][bookmark: _Toc231916009]Lesson 4 – investigating wombat facts – measuring the mass of a wombat
Duration: 50 minutes
[bookmark: _Toc231916010]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Working mathematically
Students explain how they compared the mass of objects through hefting and justify their predictions using everyday language.
Mass: Identify and compare mass using weight 
Identify that objects can be heavy or light 
Compare 2 masses directly by hefting
Predict which object would be heavier than, lighter than or have about the same weight as another object and explain reasons for this prediction (Reasons about relations)
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
compare the mass of objects by holding (hefting) them
use the words ‘heavier than’, ‘lighter than’ and ‘about the same’ when comparing objects.
Students can:
hold 2 objects and say which one feels heavier or lighter
explain why they think an object is heavier or lighter.
	Assessment opportunities:
Display a variety of familiar objects (for example, a box of tissues, a can of food, a pillow and a lunchbox). Ask students to predict which items would be lighter than, heavier than or about the same mass as a wombat.
Use guiding questions to prompt discussion and listen to students’ responses, observing how they describe, compare and justify their thinking about mass using appropriate language.
Observe students using comparative language (for example, heavier/lighter/about the same) as they heft and compare wombat-related objects or classroom items.
Support students to record their observations using simple drawings and sentences, to communicate ideas and make connections with objects in previous lessons.
During hefting activities, listen for students’ reasoning (for example, ‘This one feels heavier because …’).
	Suggested adjusted activities:
Conduct targeted discussions with students, focusing on key concepts and vocabulary.
Students investigate visuals and real-world examples, using sentence starters such as ‘I think this is heavier because …’ or ‘This is lighter because …’
Provide opportunities for students to explore and compare the mass of the 3 different wombat species. Use visual aids and teacher guidance to help students notice differences in size and mass.
Provide a basket of familiar classroom objects for students to pick up and compare by hefting, encouraging them to describe which objects feel heavier or lighter.
Use an equal arm balance with teacher support to compare items in the classroom that have greater mass, lesser mass or the same mass.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Working mathematically
Students explain how they compared the mass of objects through hefting and using an equal-arm balance and justify their predictions using everyday language.
Mass: Investigate mass using an equal-arm balance
Place objects on either side of an equal-arm balance to obtain a level balance
Use a balance to find 2 collections of objects that have the same mass
Compare and order the masses of 2 or more objects by hefting, and check using an equal-arm balance
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
compare and order the mass of objects using hefting and an equal-arm balance
explain what they noticed using every day and mathematical language.
Students can:
compare and order the masses of objects by holding (hefting) them
use an equal-arm balance to check if 2 objects have the same mass
explain what they noticed using everyday words such as heavier, lighter and equal.
	Assessment opportunities:
Give students sets of objects to place on an equal-arm balance to find pairs or groups that balance evenly and record their findings.
Provide several objects for students to heft and order from lightest to heaviest, then check their ordering using the balance.
Have students heft a set of model wombats (representing joey, young, adult) and order them from lightest to heaviest. Ask students to explain how they knew the order.
In pairs, students record an oral explanation describing how they compared mass using hefting and an equal-arm balance and how they decided which objects were heavier, lighter or equal.
Students match objects or pictures with labels such as heavier, lighter or equal mass and explain their reasoning verbally or in writing. Findings may be recorded in simple tables, drawings or photos.
	Suggested adjusted activities:
Create cards with pictures of objects and their approximate mass, then have students find physical objects that match the mass or balance pairs on scales.
Using a kitchen or bathroom scale (teacher-led), pose the question: ‘If an adult wombat has a mass of about 26 kilograms, what items in our classroom could we combine to match that mass?’ Encourage students to select, weigh and combine objects, then discuss their reasoning.
Provide sentence stems to support explanations, such as ‘I know this object is heavier because …’ or ‘These objects balance, so they have the same mass.’
Provide visuals or scaffolded graphic organisers to help students record observations and justifications.
Explicitly reinforce key vocabulary, including heavier, lighter, balance, equal mass, heft, compare, order.


[bookmark: _Toc231916011]Beginning – check for prior knowledge
Note: when selecting objects for this activity, choose items that are similar in size but different in mass (for example, a full drink bottle and an empty one, or a hardback book, lunch box or a soft toy of similar size). This supports students to focus on mass rather than confusing mass with size.
1. Display 2 classroom objects. Ask:
Which object feels heavier?
Which object feels lighter?
How do you know?
1. Invite students to lift (heft) each object and compare how they feel. Introduce the words heavier, lighter and about the same.
1. Explain that mass means how heavy or light something feels when we compare it. Add the word mass to the word wall or anchor chart.
1. Display several familiar objects and ask students to predict which has the most mass and which has the least mass.
1. Explain that today students will investigate the mass of wombats and explore ways to compare mass using their hands and an equal-arm balance.
Note: optional task – introduce 2 objects that are different in size but unexpected in mass (for example, a large empty box and a small heavy book). Ask: Which one looks heavier? Which one actually feels heavier? What does this tell us about size and mass?
[bookmark: _Toc231916012]Core lesson
Objective: Students investigate the mass of a wombat by comparing objects and using an equal-arm balance. They explain whether objects are heavier, lighter or the same mass.
1. Display an image from Meet Wattle the wombat (1:00) and ask:
What do you remember about Wattle?
What did we learn about how big wombats are?
How did we measure the length of a wombat?
What else did we measure or compare?
Briefly revisit key ideas (for example, a wombat can be about 1.3 metres long, or about 24 foot spans, using informal units and measuring end to end).
Explain: ‘Last time, we learned how long a wombat is. Today, we are going to learn how heavy a wombat is.’
Display an image of an adult wombat. Say: ‘This is an adult wombat. A grown wombat can have a mass of about 26 kilograms.’ Explain: ‘That means a wombat is very heavy, much heavier than most things in our classroom.’
Ask students to think and predict. Record a few predictions on the board using simple words and drawings:
What do you think might have a mass about the same as a wombat?
Would a wombat be heavier or lighter than a chair, a school bag or a table?
Why do you think that?
Display an equal-arm balance and explain: ‘This is a tool that helps us compare mass. When both sides balance, the objects have the same mass.’ Model how to use it by placing one classroom object on one side, then placing another object on the other side. Ask:
Which side went down?
Which object is heavier?
Which object is lighter?
Introduce and reinforce the language:
heavier than
lighter than
the same mass.
In small groups, provide an equal-arm balance and a basket of familiar classroom objects. Explain that students will take turns to:
place objects on the balance
observe what happens (for example, which side goes down or whether both sides stay the same)
say which object is heavier, lighter or the same.
Circulate and prompt students as they work, listening for their use of comparative language (heavier, lighter, the same mass), their ability to explain what they observe and whether they adjust objects to make the balance level. Provide immediate feedback and model correct language as needed. For example, ask:
Which one is heavier?
How do you know?
What happens when the balance is level?
For Stage 1 students, ask:
Can you put these objects in order from lightest to heaviest?
How did you decide where to place each one?
Which 2 objects have the most similar mass? How do you know?
If we added another object, how could we check where it belongs?
Regroup as a class to check for understanding and identify misconceptions. Ask students to share what they noticed, encouraging them to point and explain their thinking. Prompt:
Which objects were the heaviest?
Which were the lightest?
Did any objects have the same mass?
Explain: ‘A real wombat is much heavier than all these classroom objects. We cannot put a real wombat on the balance, but we can use what we know about mass to help us compare and reason.’
Add a section to the class anchor chart titled, ‘Mass: What We Know’. Record student ideas using their words and simple drawings (for example, heavy, light, heavier than, balance, same). Prompt:
What have we learned about mass today?
What words can we use to talk about mass?
[bookmark: _Toc231916013]Review and reinforce learning
1. Explain that students will move safely around the room and stand beside an object that matches the mass clue.
Call out prompts such as:
Stand beside something heavier than an orange.
Stand beside something lighter than a shoe.
Stand beside something heavier than a basketball.
Stand beside something about the same mass as your drink bottle.
Stand beside something that might have the same mass as a book.
Stand beside something lighter than your lunch box.
Stand beside something that you think would balance with a pencil case (Stage 1).
Invite selected students to explain their choices using the words heavier, lighter or the same mass.
[bookmark: _Toc231916014]Optional consolidation task
1. In small groups, give students an equal-arm balance and a digital device. Ask them to find classroom objects that are lighter, heavier or the same mass. Students record their findings using the digital device.
Conduct a gallery walk and invite groups to present their findings. Prompt with questions such as:
How did you know this object was heavier than that one?
Did any objects surprise you by having the same mass?
What did you notice about the objects with the same mass?
What did the balance show you?
Use the photos and recordings to create a class display labelled Heavier, Lighter and The Same Mass to make students’ thinking and language visible.


[bookmark: _Lesson_5:_–][bookmark: _Toc231916015][image: Cog with a cursor in it.]Lesson 5 – Define – the visiting wombat problem
Duration: 45 minutes
[bookmark: _Toc231916016]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment 
Describe how living things get air, water and energy to survive in their environment 
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
understand the problem of creating a suitable environment for a wombat
talk about what a wombat needs to be safe and comfortable
share and draw ideas.
Students can:
say what the problem is
name at least one thing a wombat needs
draw an idea for a wombat home and talk about it.
	Assessment opportunities:
Use guiding questions to observe how students identify the problem (for example, ‘The wombat needs a home’) and name basic wombat needs such as food, water, shelter and safety.
Collect and review students’ drawings of a wombat environment to see whether they include simple features that support the wombat (for example, a burrow, food, space to move).
Listen to students as they talk about their drawings, noting whether they can describe what they have included and how it helps the wombat.
Record students’ contributions to the word wall, anchor chart or class discussion to see how they are asking simple questions about wombats and their needs.

	Suggested adjusted activities:
Use the Engineering Design Process (EDP) posters, tabletop and lanyard cards to provide visual and language scaffolds for the Define stage, supporting students to identify the problem and generate ideas.
Provide picture prompts of wombats, burrows, food and shelter for students to use when drawing or talking about their design ideas.
Use small-group or teacher-led discussions to support students in naming the problem and identifying what a wombat needs. (Refer to the anchor chart and word wall during discussions).
Provide sentence starters such as ‘A wombat needs …’ or ‘My design has …’ to support oral and drawn explanations.
Offer pre-drawn templates (for example, a simple burrow outline or environment scene) for students who need support to begin their design.
Allow students to explain their ideas orally rather than in writing or labelling.





	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
A design process is used to define user needs and create solutions
Recognise that a design process breaks large projects into manageable, logical steps
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
describe the design problem and the needs of a wombat
ask questions to help understand what is needed for the design
use simple design steps to begin planning a solution.
Students can:
explain what the design problem is
describe the needs of a wombat
use steps (for example, think, plan, draw) to plan a design.
	Assessment opportunities:
Use guiding questions to assess how students explain the design problem and describe the needs of a wombat in more detail (for example, shelter, food, safety, space).
Collect and review students’ labelled drawings or design sketches to see how well their ideas match what they know about wombat characteristics and environments.
Listen to students’ oral explanations of their designs, noting how they justify their choices and use appropriate vocabulary.
Review students’ ‘I wonder …’ questions to assess how they are thinking about the problem and what information they think is needed to design a solution.
	Suggested adjusted activities:
Use the Engineering Design Process (EDP) posters, tabletop and lanyard cards to provide visual and language scaffolds for the Define stage, supporting students to identify the problem and generate ideas.
Students use a digital device and a simple mind map or graphic organiser to research wombat needs and environment and record information to inform their design ideas.
Students use EDP tabletop or lanyard cards to link their research findings to the Define stage of the Engineering Design Process.
Provide design templates or planning sheets with prompts (for example, What will the wombat eat? Where will it sleep? How will it stay safe?) to support more detailed thinking.
Encourage students to label key features of their design (for example, burrow, food, water, shade).
Ask students to compare their design ideas with what they know about real wombat habitats and make one improvement.
Support students to record questions on the Wonder Wall to guide their planning.
Allow students to redraw or refine their designs after partner feedback.


[bookmark: _Toc231916017]Beginning – check for prior knowledge
1. Explain that students will use mini whiteboards to show whether each statement is true (T) or false (F).
1. Read statements aloud, such as: If a wombat visited our school …’
‘… we would need to know what it eats.’
‘… we could feed it pizza.’
‘… we would need to give it some water so it can survive.’
‘… we would need to find a space where it could dig a burrow.’
‘… we know that it is smaller than a mouse.’
‘… we would make it some shelter so it felt safe.’
‘… we know that its mass is more than a kitten.’
‘… we know that wombats like to sleep at night and eat during the day.’
1. Ask students to explain their thinking after selected responses. Clarify misunderstandings and reinforce key facts.
1. Explain that today students will use what they know about wombats to solve a design challenge.
[bookmark: _Toc231916018]Core lesson
Objective: Students define the design problem by identifying the user (wombat) and describing its needs using what they know about wombats, their environment and survival needs.
Note: explain that this is an imaginary design challenge used to help students think like engineers and designers. Where appropriate, schools may connect learning through a zoo visit, virtual excursion, guest speaker or wildlife education incursion.
1. Display the Engineering Design Process (EDP) poster with text and point to the first cog: Define.
Note: explain that engineers are people who solve problems and design things that help others. They think carefully about what people or animals need, then create and improve ideas and solutions.
State: ‘When engineers start a design, they first define the problem. They work out what needs to be solved, who the user is and what the user needs. Define means understanding the problem before creating a solution.’
Display the problem statement and read it aloud slowly: ‘A wombat is coming to visit the school. The playground is not suitable for a wombat because there is no safe place for it to rest, hide or stay comfortable. The task is to design and create an environment that meets the wombat’s needs for food, shelter and comfort.’ Clarify any unfamiliar words or terms.
As a class, unpack the problem statement. Ask:
What is the problem?
Who is the user?
What needs to be made?
Why is this important?
Refer to the co-constructed class charts and ask:
Based on what we know, what does the wombat need?
What needs have we already identified?
What do we still need to know?
Briefly review and confirm student responses. Circle or highlight the most important needs (for example, shelter, food, protection, quiet, space, burrow).
Explain that before designing, students need to clearly understand the problem, the user and the user’s needs.
In pairs, provide students with mini whiteboards to record their thinking using words, simple sentences or drawings. Prompt further thinking with:
What do you already know about wombats that could help?
What do you know about our school that is helpful?
What would happen if the problem was not solved?
Regroup and invite selected pairs to share their ideas. Record responses on a class chart using 2 headings: ‘The problem’ and ‘What the wombat needs’.
[bookmark: _Toc231916019]Review and reinforce learning
1. Provide each student with 3 sticky notes or a digital device to check in on learning and identify any misconceptions. Ask students to respond to the following prompts using words, drawings or symbols:
Who is the user?
What is the problem?
What does the wombat need? (Provide at least one need.)
Circulate and observe responses, listening for correct identification of the user (wombat), a clear explanation of the problem (no safe place to rest, hide or be comfortable) and needs that match the problem (for example, shelter, food, quiet, space or a burrow).
Provide immediate feedback aligned to the learning intentions and success criteria, and model clear language where needed, for example: ‘The user is the wombat.’ ‘The problem is that the wombat has nowhere safe to rest.’
If using sticky notes, invite students to place them on a class display with the headings ‘User’, ‘Problem’ and ‘Needs’. If using digital devices, select students to share responses and record key ideas under the headings.


[bookmark: _Lesson_6:_Identify:][bookmark: _Lesson_6:_–][bookmark: _Toc231916020][image: Cog with a magnifying glass in it.]Lesson 6 – Identify – What does a wombat need?
Duration: 45 minutes
[bookmark: _Toc231916021]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment
Examine animal bodies, their body coverings, and how and what they eat
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to: 
identify what a wombat needs to feel safe and comfortable
plan a simple design for an environment that meets the wombat’s needs.
Students can: 
say what the wombat needs and why
draw and talk about a planned design for a wombat environment.
	Assessment opportunities:
Use guiding questions to elicit discussion and observe how students identify the wombat as the user and describe its basic needs.
Use visual organisers (for example KWL or class mind map) to support students to identify what they already know about wombats and describe basic needs using drawings and oral explanations.
Observe students’ drawings and oral explanations to assess how they represent a simple planned environment for a wombat and whether it reflects identified needs.
Listen for students using everyday language to explain what they have included in their plan and why it would help a wombat feel safe or comfortable.
	Suggested adjusted activities:
Provide structured visual supports (KWL chart, picture cards, anchor charts, EDP prompt cards) to support understanding and communication of ideas.
Allow students to record thinking through drawings, symbols or oral explanations using mini whiteboards or digital devices, with teacher modelling and prompting.
Provide opportunities for students to work collaboratively in small groups to discuss ideas, share thinking and support participation.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
A design process is used to define user needs and create solutions
Recognise that a design process breaks large projects into manageable, logical steps
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
identify a wombat’s needs to help plan a design solution 
ask questions, gather ideas and plan what the design needs.
Students can:
explain what a wombat needs and why it is important
share ideas about what should be included in the design
make a simple plan based on those needs.
	Assessment opportunities:
Assess students’ use of mind maps, fact files or annotated drawings to identify key facts, needs and constraints related to the design problem.
Observe and record how students identify and describe the wombat’s needs and link these needs to planned design features during discussion and planning tasks.
Observe and question students during group discussions to assess how they justify which information is most important for planning a solution.
Use exit tickets or reflection tasks to assess whether students can identify both a possible solution idea and a limitation or constraint.
Assess students’ design plans (drawings, annotated sketches or digital plans) to determine how well they explain design choices in relation to the user’s needs.
	Suggested adjusted activities:
Use shared research roles (for example environment, safety, materials, needs) so each student investigates one aspect and contributes to a group fact file or mind map.
Provide optional graphic organisers (mind maps, checklists, Frayer diagrams) to support organisation of ideas or extend students to analyse constraints and possibilities.
Provide opportunities for students to work collaboratively in small groups to discuss ideas, compare options, solve problems and contribute to shared planning.


[bookmark: _Toc231916022]Beginning – check for prior knowledge
1. Display images of wombats and briefly revisit what students learned about how wombats move, rest, dig and stay safe, referring to selected sections of the video Walking with Wombats (5:42) if needed.
1. Ask:
What do you remember about how wombats move?
Where do wombats like to rest or hide?
What helps a wombat feel safe?
1. Revisit sticky notes or digital responses from Lesson 5. Briefly review the headings ‘User’, ‘Problem’ and ‘Needs’.
1. Ask:
Who is the user?
What problem were we solving?
What needs did we identify?
1. Display photos of the playground, school grounds or an aerial map of the school. Ask students to point to:
one place that may be suitable for a wombat
one place that may not be suitable for a wombat
1. Invite students to explain their thinking using words such as safe, quiet, shelter, open, busy, noisy or shade.
1. Explain that today students will identify the best ideas and features for designing a wombat environment.
[bookmark: _Toc231916023]Core lesson
Objective: Students identify important information needed to plan a suitable wombat environment by organising what they know and deciding what they still need to find out.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Identify.
State: ‘After engineers define the problem, they identify important information. They work out what they already know and what they still need to find out before they start designing. Identify means gathering information to help plan a good solution.’
Display the EDP tabletop card or lanyard prompt for Identify. Read selected prompts aloud, for example:
What do we already know?
What do we still need to find out?
What information will help us plan a good solution?
What must our design be able to do?
What might be tricky?
Refer to the class charts and records from the previous lesson. Ask:
What facts about wombats will help us plan an environment?
What do we already know about their needs, space and safety?
State: ‘We have defined the problem and like engineers, we are now organising information so we can make good planning decisions. We are not designing yet; we are getting ready to plan.’
Note: where students demonstrate readiness, gradually reduce prompts and encourage students to independently identify the user, problem and key needs using clear planning language.
In pairs or small groups, provide students with sticky notes or coloured markers and direct them to sort and group the ideas recorded on the class chart (and their planning sheets) to show which information is most important for planning a wombat environment. Students may group ideas using colour, circling or simple symbols. For example:
Wombat needs (food, shelter, safety, comfort)
Habitat features (burrows, space, shade, comfort, warmth)
Materials or features that could help (for example, sticks, bark and rocks; protected entrances and exits; shrubs nearby; spaces wide and tall enough for a wombat)
Things that might make designing tricky (for example, stability, making the space inviting and allowing the wombat to move safely, stay dry and comfortable)
Regroup as a class and guide students to identify the most important needs a design must include. Ask students to explain why these needs are important, using simple reasoning such as ‘This is important because …’ or ‘A wombat needs this because …’ Then ask:
Which needs must be included for the wombat to be safe?
Which needs are most important to think about first?
What might be tricky or challenging?
[bookmark: _Toc231916024]Review and reinforce learning
1. Display a set of images or physical examples related to planning a wombat environment (for example: sticks, bark, rocks, plastic toys, soft fabric, tunnels, boxes, open playground spaces, shaded areas) to make student thinking visible.
Explain that students will decide whether each item or place could help or would not help meet a wombat’s needs.
For each image or item, ask students to indicate using a thumbs up for ‘Yes, it is helpful for a wombat’ or a thumbs down for ‘No, it is not helpful for a wombat’.
Prompt brief justification using sentence stems such as: ‘This would help because …’ or ‘This would not help because …’
Prompt students to explain connections to safety, shelter, space and comfort.
[bookmark: _Toc231916025]Optional consolidation task
1. Explain that engineers use information to help them plan solutions. State explicitly that in the next lesson, all the information students explored in this lesson will be used to plan a wombat environment.
Provide pairs or small groups of students with a digital device and explain that they will take part in a school environment investigation.
Students take photos of areas in the school grounds that could help a wombat (for example quiet corners, shaded areas, soft ground) and areas that would not be suitable (for example, loud, open, busy spaces). Students also use the digital device to photograph classroom or outdoor materials they think could be useful for a wombat environment and some that would not be suitable.
Reinforce that students are not designing yet and that they are identifying possibilities to inform planning.
Briefly share and discuss a small selection of photos as a class, grouping them under headings such as:
Could help a wombat
Might not help a wombat


[bookmark: _Lesson_7:_B][bookmark: _Lesson_7:_–][bookmark: _Toc231916026][image: Cog with a light bulb in it.
]Lesson 7 – Brainstorm – generating ideas for a wombat habitat
Duration: 45 minutes
[bookmark: _Toc231916027]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment 
Examine animal bodies, their body coverings, and how and what they eat
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
generate ideas to help solve a design problem
suggest things that could help meet a wombat’s needs
share ideas using drawings, words and talk
Students can:
suggest one or more ideas for a wombat habitat
explain how an idea could help a wombat
share ideas with a partner or group using drawings or talk.
	Assessment opportunities:
Use guiding questions to elicit discussion and observe how students generate ideas for a wombat environment and link features to basic needs (for example, shelter, safety, comfort).
Observe students’ drawings, oral explanations or role play to assess how they represent one or more ideas and whether these ideas connect to what wombats need to live safely.
Listen for students using everyday language to explain their ideas (for example, ‘The wombat can hide here’, ‘This keeps it quiet’, ‘It can sleep here’).
Observe student participation during pair or small group brainstorming to assess how they share ideas, build on others’ suggestions and stay focused on the problem.
Collect evidence through photographs of brainstorming work, annotated drawings or brief teacher notes capturing student explanations.
	Suggested adjusted activities:
Explicitly model brainstorming using think-alouds and images, showing how to share multiple ideas that could help a wombat, without deciding which is best yet.
Use sentence starters and visual prompts (for example, ‘A wombat might need …’, ‘We could add …’) to support students to contribute ideas verbally or through drawings.
Provide opportunities for students to brainstorm collaboratively in pairs or small groups, using shared talk, role play or drawing to develop ideas together.





	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
A design process is used to define user needs and create solutions
Recognise that a design process breaks large projects into manageable, logical steps
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
generate multiple design ideas to solve a design problem
connect design ideas to the needs of a wombat
build on and discuss ideas with others.
Students can:
share more than one idea for a wombat habitat
explain how ideas meet the wombat’s needs
share, compare and build on ideas with others.
	Assessment opportunities:
Use guiding questions to observe how students generate multiple ideas and explain how each could help the wombat.
Assess annotated sketches or planning sheets to determine how ideas link to user needs and environment features.
Listen for students using everyday and emerging technical language to describe ideas (for example safer, quieter, sheltered).
Observe students during discussion to assess how they build on others’ ideas and contribute collaboratively.
Use peer-sharing or exit prompts to assess whether students can explain one new idea they generated today.
	Suggested adjusted activities:
Model and co-construct brainstorming strategies, such as listing many ideas first, building on others’ ideas and keeping ideas focused on the design problem and user needs.
Encourage students to record multiple ideas, using labelled sketches or short notes, before discussing which ideas best meet the problem requirements.
Provide opportunities for students to brainstorm collaboratively in pairs or small groups, using shared planning templates or group sketching.


[bookmark: _Toc231916028]Beginning – check for prior knowledge
1. Prepare the space by labelling 3 areas of the classroom using a combination of words and images:
Could help a wombat
Not helpful for a wombat
Not sure yet
Display or place visual prompts one at a time (for example, images or real objects such as sticks, bark, plastic toys, soft furnishings, loud play equipment, soft grass, tunnels, shaded areas, concrete pathways).
Invite students to move to the area that matches their thinking. Explain that there is not always one correct answer, and students may choose ‘Not sure yet’ if they are still thinking. Prompt brief justification using questions such as:
Why might this help a wombat?
Why might this not help?
What makes you unsure?
Record key ideas using simple words, symbols or quick sketches under the headings ‘Helpful ideas’, ‘Not helpful ideas’ and ‘Need to think more’.
Clarify misunderstandings as needed, particularly when size, appearance or human preferences are confused with animal needs.
Conclude by explaining that students will use what they already know to think of many ideas that could help a visiting wombat stay safe and comfortable at school. These ideas will help plan a solution before choosing the best design.
[bookmark: _Toc231916029]Core lesson
Objective: Students generate and share multiple ideas to help a visiting wombat stay safe and comfortable within the school environment. They explain ideas using drawings, words and oral language without selecting a final design.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the cog: Brainstorm.
Note: brainstorming is explicitly taught as a skill. Students are supported to generate multiple ideas without evaluating them, focusing on creativity and the user’s needs before selecting solutions in later phases.
State explicitly: ‘After engineers identify important information, they brainstorm. Brainstorming means thinking of lots of ideas before choosing the best one.’
Display the EDP tabletop card or lanyard prompt for Brainstorm.
Read selected prompts aloud, for example:
What ideas could help solve the problem?
What features could we include?
What materials could we use?
How might this help the user?
Revisit the problem statement briefly: A wombat is coming to visit the school. The playground is not suitable and there is no safe place for it to rest or stay comfortable. The task is to design an environment that meets the wombat’s needs.
Model brainstorming explicitly. Use a think-aloud while sketching or listing 2–3 ideas (for example, a burrow under soft ground, a shaded area or a quiet tunnel).
Emphasise that all ideas are welcome and do not need to be perfect. Provide students with a brainstorming space (mini whiteboard, folio page, planning sheet or digital device).
Students brainstorm ideas in pairs or in small groups and record ideas using drawings, labels or short phrases. Focus on places a wombat could rest or hide, features that keep it safe and comfortable, and materials or natural elements that could be used.
Remind students to keep generating many ideas.
Circulate and prompt as needed, listening for:
multiple ideas rather than a single solution
links to wombat needs (food, shelter, safety, comfort)
creative but relevant suggestions.
Prompt with questions such as:
What else could help the wombat feel safe?
Can you think of another idea?
How would this help the wombat?
Invite students to share one idea with a partner or small group.
Encourage respectful listening and idea-building (for example, ‘I like that idea because …’ or ‘That makes me think of …’).
Record a selection of student ideas on a class chart or digital board under the heading ‘Brainstorm Ideas’, grouping similar ideas together without evaluating them.
State clearly: ‘Today we are brainstorming. In the next lesson, we will look at these ideas and decide which ones might work best.’
[bookmark: _Toc231916030]Review and reinforce learning
1. Display or describe different elements that could be included in a wombat environment (for example, an umbrella, concrete path, grass, burrow, couch, rocks or a water source).
Students respond using thumbs up, down or sideways to show whether the idea would help a wombat meet its needs.
Prompt students to explain their thinking using sentence stems such as:
This helps because …
This would not work because …
Listen for students linking their responses to the needs of a wombat (for example shelter, food, safety). Address misconceptions, such as ideas based on human needs rather than animal needs.


[bookmark: _Lesson_8:_Design][bookmark: _Lesson_8:_–][bookmark: _Toc231916031][image: Cog with a pencil in the middle.]Lesson 8 – Design – draw and communicate potential solutions
Duration: 45 minutes
[bookmark: _Toc231916032]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment 
Examine animal bodies, their body coverings, and how and what they eat
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
draw and share a design for a place where a wombat can live safely.
Students can:
draw a place for a wombat
include something a wombat needs (for example, shelter, food, space)
talk about their ideas.
	Assessment opportunities:
Use guiding questions to elicit discussion and observe how students draw and share a design for a wombat environment, linking their ideas to at least one need (for example, shelter, food, space).
Observe students’ drawings, oral explanations or role play to assess how they represent a simple design that supports a wombat to live safely.
Listen for students using everyday language to explain their ideas (for example, ‘The wombat can hide here’, ‘It can sleep here’, ‘This keeps it safe’).
Observe student participation during planning and sharing to assess how they communicate their ideas with others.
Collect evidence through photographs of drawings, teacher observations and brief notes capturing student explanations.
	Suggested adjusted activities:
Explicitly model drawing a simple design using a think-aloud (for example ‘The wombat needs shelter, so I will draw a burrow’).
Provide visual supports such as an anchor chart, picture cards (burrow, grass, water) to help students select features.
Use sentence stems, such as ‘The wombat needs …’ and ‘This helps because …’
Provide a simple template or outline for students to draw within.
Allow students to communicate their ideas through drawing, talk or play-based explanations.
Provide opportunities for students to discuss and share ideas with a partner or small group before drawing.





	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
A design process is used to define user needs and create solutions
Recognise that a design process breaks large projects into manageable, logical steps
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
draw, label and explain a design solution that meets the needs of a wombat.
Students can:
draw and label their design
include features that help a wombat survive
explain how their design solves the problem.
	Assessment opportunities:
Use guiding questions to observe how students design and represent a solution that meets the needs of a wombat, linking features to survival and safety.
Observe students’ drawings and labels to assess how they include and identify features (for example, burrow, food, water, shelter).
Listen for students explaining how their design solves the problem (for example, ‘This is the burrow so it can hide’, ‘This helps it stay safe’).
Observe student participation during planning and sharing to assess how they communicate and justify their ideas.
Collect evidence through annotated drawings, student explanations and teacher observations.
	Suggested adjusted activities:
Model planning and drawing a design, including adding simple labels to identify features.
Provide a word bank (for example, shelter, burrow, food, safe, space) to support labelling and explanation.
Use guided questioning to support reasoning, such as, how does this help the wombat?
Provide scaffolded templates for students needing support.
Provide opportunities for students to include multiple features, add labels, compare ideas with others and explain how different features support the wombat’s needs.


[bookmark: _Toc231916033]Beginning – check for prior knowledge
1. Revisit previous learning by asking:
Who is our user?
What is the problem?
What does the wombat need to live safely?
Prompt students to recall their brainstorming ideas. Ask: ‘Think about one idea you had in our last lesson. How would this help a wombat?’
Use turn and talk or brief whole-class responses to activate prior knowledge and connect ideas to today’s design task.
[bookmark: _Toc231916034]Core lesson
Objective: Students design and communicate a solution that helps meet the needs of a wombat.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Design.
State explicitly: ‘After engineers brainstorm ideas, they begin to think about one or 2 ideas that may work as a solution to the problem. Design means drawing and explaining a possible solution.
Model drawing a simple design for a wombat environment. Use a think-aloud, stating: ‘The wombat needs shelter, so I will include a burrow. It also needs space and a quiet place to rest, so I will include areas where it can stay safe and undisturbed’.
Note: encourage students to think about different ways to meet a need rather than focusing on one specific feature. For example, if a wombat needs shelter, students might suggest a burrow, a hollow log or a shaded area. Prompt students to explain how each option meets the need.
Ask students:
What did I include in my design?
How does this help the wombat?
What else could I add to help it stay safe and comfortable?
Record a few student responses, linking features to needs.
Ask students to think of one or 2 ideas they could include in their design. Provide students with a mini whiteboard, folio or simple ‘2 ideas’ organiser to draw their ideas.
In pairs or small groups, students share their ideas. Invite selected students to share with the class or ask all students to hold up their boards when prompted to make their thinking visible. Record ideas on a class anchor chart or digital display under headings such as:
Shelter
Safe spaces
Food and water
Space and movement
Prompt students to explain their thinking:
What could you include?
How will this help the wombat?
Ask students to review their ideas and choose one design they think will work best. Ask:
Which idea will work best for the wombat?
Why did you choose this idea?
Model kind and helpful feedback using an example design. Use sentence stems such as:
I like this because …
This helps the wombat because …
You could also add …
Students share their chosen idea with a partner and give feedback.
Display available materials (for example, cardboard, paper, natural materials, recycled items). Explain that these materials may be used to build the wombat habitat next lesson. Ask:
What could you use to make your design?
What could you use for shelter or space?
Students may draw, list, photograph or record materials they could use.
Note: food and water features may be represented symbolically in the prototype (for example, grass, leaves, drawings, labels or a small container to represent water). Real food or open water is not required.
[bookmark: _Toc231916035]Review and reinforce learning
1. Display a selection of materials (for example, cardboard, leaves, bark, paper or fabric).
Ask students to respond by pointing, holding up a material or speaking:
Show me a material you could use to make shelter. Why would this work?
Show me something you could use to help the wombat stay safe.
What could you use for food or water?
How would this help the wombat?
Note: listen for students making connections between materials and the needs of a wombat (for example, shelter, safety, food, space). Address misunderstandings where materials do not match the intended purpose.
Explain that in the next lesson students will use their plans and selected materials to create a wombat habitat, independently or with a partner, depending on class needs and available resources.

[bookmark: _Lesson_9:_Prototype][bookmark: _Lesson_9:_–][bookmark: _Toc231916036]Lesson 9 – Prototype – produce a model
Duration: approximately 60 to 90 minutes. Time required may vary depending on class needs, available materials and the level of support required.
[bookmark: _Toc231916037]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
· Describe how living things get air, water and energy to survive in their environment
· Examine animal bodies, their body coverings, and how and what they eat
· Pose questions to compare the characteristics of living things and non-living things
Understanding user needs inspires design and digital solutions
· Distinguish between user needs and wants and describe how they can lead to design opportunities
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
build and explain a model habitat that meets a wombat’s needs.
Students can: 
build a prototype of a wombat habitat
choose materials for different parts of the habitat
explain why they chose certain materials.
	Assessment opportunities:
Use guiding questions to observe how students build a simple prototype (model) habitat and include features that meet the needs of a wombat.
Observe how students choose and use materials for different parts of their habitat (for example, burrow, shelter, food area, quiet space) and explain simple reasons for their choices.
Observe how students build one feature at a time, check whether it is working and make changes if needed.
Listen for students explaining their prototype using everyday language (for example, ‘This is where it sleeps’, ‘This keeps it safe’).
Observe student participation during building, sharing and reflection to assess how they follow directions, problem-solve and communicate ideas.
Collect evidence through photographs of prototypes, teacher observations and brief anecdotal notes.
	Suggested adjusted activities:
Model how to build one part of a habitat using a think-aloud (for example, making a burrow or shelter).
Provide pre-cut materials, simplified choices or partially prepared bases for students requiring support.
Use picture prompts to help students choose features to include.
Use sentence stems such as: This is the … It helps because …
Allow students to explain their prototype verbally, through gesture or role play.
Encourage students to add more than one feature or explain how to improve their habitat.
Provide opportunities for students to build independently, with a partner or in a small group, depending on support needs and available materials.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time 
Collect data about the variety of living things in a local habitat, group them and justify the groupings 
Describe the changes in an animal as it goes through its life cycle using data and scientific models 
A design process is used to define user needs and create solutions 
Recognise that a design process breaks large projects into manageable, logical steps
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
build and explain a prototype solution that meets a wombat’s needs.
Students can:
build a prototype using selected materials
include features that help keep a wombat safe and meet its needs
explain why they chose certain materials.
	Assessment opportunities:
Use guiding questions to observe how students create a model solution that links design features to a wombat’s survival and safety.
Observe how students select and use materials purposefully for different parts of their habitat and explain reasons for their choices (for example, strength, shape, texture, stability).
Observe how students follow their design plan, adapt ideas where needed and build their habitat in manageable steps.
Listen for students describing how they check whether features are working and what changes they make during construction.
Observe how students solve problems during building (for example, joining materials, strengthening structures, reshaping features).
Observe student participation during building, gallery walks, collaboration and reflection to assess how they communicate design decisions and respond to feedback.
Collect evidence through photographs of prototypes, student explanations, labelled additions or teacher notes.
	Suggested adjusted activities:
Model how to follow a design plan and select materials for different purposes.
Provide a word bank (for example, shelter, burrow, strong, safe, water, space) to support explanation and reflection.
Use guided questioning to support reasoning, such as:
Why did you choose this material?
How does this feature help the wombat?
Provide scaffolded templates, collaborative options or reduced material choices, if required.
Encourage students to improve one feature, compare their prototype with their original plan or explain how they would make it stronger or safer.
Provide opportunities for collaborative building, shared problem-solving and discussing different ways to improve features.


[bookmark: _Toc231916038]Beginning – check for prior knowledge
1. Display selected images of wombats, natural habitats and pages from Diary of a Wombat by Jackie French to prompt discussion. Refer to selected sections of the video Walking with Wombats (5:42) where appropriate to support understanding.
Ask students:
What do you notice about where the wombat rests or hides?
What does the wombat need to live safely?
What features could we include in our habitat?
Which ideas from our last lesson might help today?
Record student responses on the board or a co-constructed anchor chart under headings such as:
Shelter
Food and water
Safe spaces
Space and movement
Pause on illustrations and ask students to justify their thinking using evidence from the text or images. For example: ‘I think the wombat needs shade because …’
Use a think-aloud to connect ideas to the task: ‘We can use these ideas to help us build our wombat habitat today. We know the wombat needs shelter, space and safety, so I will think about how to include those in my prototype.’
[bookmark: _Toc231916039]Core lesson
Objective: Students create a model habitat using chosen materials that meets the needs of a wombat.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Prototype.
State explicitly: ‘After engineers draw and design a possible solution, they think about what materials they can use and how they can build a model to show their ideas. Prototype means making a model of a possible solution.’
Remind students of the problem statement: ‘A wombat is coming to visit our school. We need to create a habitat with shelter, safety, space and comfort.’
Revisit the available materials and provide students with time to observe, discuss and consider how they might be used. Display a simple example prototype or begin constructing one part of a habitat in front of students.
Explain that students should begin by choosing only the materials they need to start their design. Remind students that materials are shared and they may return to the materials table to swap, add or change items as their ideas develop.
Model using a think-aloud: ‘I need shelter first, so I will use cardboard to make a burrow. I want it to be strong, so I will fold it carefully. I also need a quiet place, so I could add leaves and bark around this area. I will check that my burrow is working before I move on to the next part.’
Explain that students will now use their design plans and selected materials to create their wombat habitat, independently or with a partner depending on class needs and available resources. Encourage students to build one feature at a time and check that it is working before moving to the next part.
Ask students to look at their design plan or folio and identify the first part they will build. Prompt:
What will you make first?
What materials will you use?
How will this help the wombat?
Students begin constructing their model habitat using chosen materials. Encourage students to refer to their drawings, design plans, anchor charts and previous learning as they work.
Circulate and confer with students during construction. Provide feedback aligned to the learning intention and success criteria, model problem-solving strategies and support safe use of materials. Use guiding questions such as:
What are you making now?
How does this part help the wombat?
Why did you choose that material?
Is this material working well?
What do you need to do next?
Can you explain your thinking?
Pause midway through the lesson and invite students to briefly share progress with a partner or nearby group. Encourage sentence stems such as: ‘I have made …’ ‘This helps the wombat because …’ ‘Next, I need to …’
Note: where students demonstrate readiness, support increasing independence in selecting materials, sequencing construction steps, solving problems and monitoring progress.
Students continue building and refining their habitat prototype. Encourage students to make changes if materials or ideas are not working as planned.
Invite selected students to share one feature of their habitat with the class. Ask:
What did you build?
Why did you choose that material?
How does it help the wombat?
[bookmark: _Toc231916040]Review and reinforce learning
1. Conduct a brief gallery walk where students observe the model habitats created by peers. Remind students that they are looking for designs that help the wombat, not choosing a favourite.
Provide each student with a counter. Ask students to place it beside a prototype that best meets the needs of a wombat.
Regroup and invite students to discuss selected prototypes. Ask:
What features can you see?
How does this habitat help the wombat?
What needs does this design meet?
Why do you think students selected this prototype?
Listen for students identifying specific features such as shelter, space, quiet areas, food or water and linking these to the needs of a wombat.


[bookmark: _Lesson_10:_Evaluate][bookmark: _Lesson_10:_–][bookmark: _Toc231916041][image: Cog with a clipboard and check marks.]Lesson 10 – Evaluate – test and share designs
Duration: 45 minutes
[bookmark: _Toc231916042]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment
Examine animal bodies, their body coverings, and how and what they eat
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
Social and learning interactions
Contribute to group conversations
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
test and share their habitat design to see how it helps a wombat.
Students can:
look at their habitat and talk about what works well
show features that help the wombat
share their prototype with others
say one thing they could change or add.
	Assessment opportunities:
Use guiding questions to observe how students test one feature of their habitat at a time and describe whether it is working.
Observe students identifying parts of the prototype that help meet the wombat’s needs (for example, shelter, safe space, place to rest).
Observe students during testing and sharing to assess how they talk about what works well (for example, shelter, safe place, space to rest).
Listen for students using everyday language to describe simple changes they could make (for example, ‘It keeps falling’, ‘I need more leaves’, ‘I can make it bigger’).
Observe student participation during sharing and gallery walks to assess how they communicate ideas and respond to questions.
Collect evidence through photographs of prototypes, teacher observations and brief anecdotal notes.
	Suggested adjusted activities:
Model how to test one feature of a habitat using a think-aloud (for example, ‘Does the shelter stay up? Is there space for the wombat?’).
Use visual prompts or picture cards showing wombat needs (shelter, food, water, safe space) to support discussion.
Use sentence stems such as:
This helps because …
I like this part because …
I could add …
Allow students to share verbally, through gesture or by pointing to features in their prototype.
Encourage students to explain one improvement they would make and why.
Provide opportunities for students to test and discuss their prototype with a partner or small group.





	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time
Collect data about the variety of living things in a local habitat, group them and justify the groupings
A design process is used to define user needs and create solutions
Recognise that a design process breaks large projects into manageable, logical steps
Social and learning interactions
Initiate, listen and/or respond in partner and group conversations
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
test, evaluate and explain how a habitat design meets the needs of a wombat.
Students can:
test parts of their prototype to see if they work
explain how their design helps the wombat
describe strengths of their prototype
suggest a change to improve their design.
	Assessment opportunities:
Use guiding questions to observe how students test design features against the problem statement and the needs of a wombat (for example, shelter, safety, space, comfort).
Observe students describing strengths of their prototype using evidence from testing and observations.
Listen for students identifying improvements and justifying changes to materials, structure or features.
Observe how students compare their final prototype with their original design plan and explain what changed and why.
Observe student participation during peer sharing, gallery walks and feedback to assess how they communicate, justify and respond to suggestions.
Collect evidence through photographs, student explanations, reflection notes or teacher observations.
	Suggested adjusted activities:
Model how to test a design against the problem statement and success criteria.
Provide a word bank (for example, evaluate, improve, shelter, safe, strong, space, comfort) to support explanation and reflection.
Use guided questioning to support reasoning, such as:
How does this feature meet the wombat’s needs?
What would make your prototype stronger or safer?
Provide scaffolded reflection templates and multiple ways for students to share ideas (oral, visual or written), if required.
Encourage students to compare their final prototype with their original plan and explain what changed and why.


[bookmark: _Toc231916043]Beginning – check for prior knowledge
1. Revisit the gallery walk from the previous lesson. Ask students to remember where they placed their counter. Prompt:
Which design did you choose?
What part of the habitat helped the wombat?
Why do you think it was a good idea?
Remind students that designers test prototypes and make changes when something is not working. Model using a think-aloud: ‘The burrow keeps collapsing. I need it to stay up. I could fold the cardboard to make it stronger and add bark to support the sides. Now I will test it again.’
Ask students to turn and talk:
What problem did I notice?
What did I change?
Why did I test it again?
[bookmark: _Toc231916044]Core lesson
Objective: Students test and evaluate their model habitat to check whether it meets the needs of a wombat, then make improvements where needed.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Evaluate.
State explicitly: ‘After engineers build their prototype or model, they test and check how well it works. They think about what worked well, what was challenging and what could be improved. Evaluate means testing your design and sharing what you found.’
Explain that students will imagine they are a wombat to help them think about whether their habitat prototype would meet the wombat’s needs. Invite students to act out scenarios such as:
going in and out of the burrow
resting during the day
searching for food and water
hiding to stay safe.
Ask:
What should you check in your prototype?
What would a wombat need in this part of the habitat?
Would your habitat help the wombat?
Is there anything missing from your habitat that the wombat needs?
Students return to their prototypes and test one feature at a time. Support students to identify what to check first and explain whether each feature is working.
In small groups, students explain their prototype and receive constructive feedback.
Note: explain that constructive feedback is helpful, kind and specific and focuses on how the habitat meets the wombat’s needs.
Model using a think-aloud: ‘Your burrow looks strong and gives the wombat shelter. You could also add leaves near the entrance to make it feel safer and more comfortable.’
Provide sentence stems such as:
· I like your …
· This is good because …
· This helps the wombat because …
· My favourite part is …
· You could add …
· One thing to change is …
Students make modifications, retest and improve their habitat. Provide guidance and support as needed to help students decide what to change, how to improve features and how to retest their design.
Regroup as a class and ask students to show:
thumbs up if your prototype is complete
thumbs to the middle if you still need time to make a change
thumbs down if there are still modifications to make.
Explain next steps:
Students showing thumbs up may review their design plan, draw any changes or additions to their original plan, tidy their prototype or add labels to name features.
Students showing thumbs to the middle continue making one planned improvement.
Students showing thumbs down receive teacher or peer guidance to complete the most important features.
[bookmark: _Toc231916045]Review and reinforce
1. In small groups, students explain:
What did you test?
What needed to change?
Why did you change it?
Students revisit their design plan and check whether they have completed the key parts of their habitat.
Regroup as a class and provide each student with a small cardboard wombat or paper wombat cut-out.
Ask students to place the wombat in the part of their habitat they think would be the safest and most comfortable place for the visiting wombat. Ask students to explain why.


[bookmark: _Lesson_11:_Iterate][bookmark: _Lesson_11:_–][bookmark: _Toc231916046][image: Cog with rotating arrows in it.]Lesson 11 – Iterate – reflect and improve solution
Duration: 45 minutes
[bookmark: _Toc231916047]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
· Describe how living things get air, water and energy to survive in their environment
· Examine animal bodies, their body coverings, and how and what they eat 
Understanding user needs inspires design and digital solutions 
Distinguish between user needs and wants and describe how they can lead to design opportunities
Social and learning interactions
Contribute to group conversations
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
improve their habitat design and talk about changes they made.
Students can: 
make a change to their prototype
explain what they changed
tell how it helps the wombat
share something they learned.
	Assessment opportunities:
Observe how students make a purposeful change to improve their habitat.
Listen for students explaining what they changed using simple language.
Observe how students link changes to the wombat’s needs.
Collect evidence through photos and teacher notes.
	Suggested adjusted activities:
Model how to choose one simple improvement using a think-aloud (for example, ‘My burrow keeps falling, so I will make it stronger.’)
Offer 2 clear improvement choices (for example, stronger shelter, softer resting place, safer hiding space).
Use visual prompts or picture cards showing wombat needs to help students decide what to improve.
Provide sentence stems such as: ‘I changed …’, ‘This helps because …’ or ‘Now the wombat can …’
Allow students to explain changes verbally, through gesture, pointing or role play.
Provide extra time, pre-cut materials or adult/peer support for students needing assistance with construction.
Encourage students to make a second improvement or compare before and after versions of their prototype.




	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time 
Collect data about the variety of living things in a local habitat, group them and justify the groupings 
A design process is used to define user needs and create solutions 
Recognise that a design process breaks large projects into manageable, logical steps
Social and learning interactions
Interact to evaluate ideas and refine meaning
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
refine their habitat design using feedback and reflection.
Students can:
improve their prototype based on feedback
explain changes they made and why
describe how their prototype better meets the wombat’s needs
reflect on what they learned as a designer.
	Assessment opportunities:
Observe how students use testing results or feedback to improve their prototype.
Listen for students justifying changes made.
Observe how students compare original and improved versions.
Collect evidence through photographs and teacher notes.
	Suggested adjusted activities:
Model how to use feedback or testing results to choose the most important improvement first.
Provide a reflection scaffold or checklist (for example, shelter, safety, space, comfort, food/water) to help students prioritise changes.
Use guided questioning to support reasoning, such as:
What needs improving most?
Why is this change important?
How will this help the wombat?
Provide collaborative support, simplified reflection templates or a smaller selection of materials as required.
Provide sentence stems such as: ‘I changed … because …’, ‘My prototype is better now because …’ or ‘Next time I would …’
Encourage students to make multiple improvements, compare their final prototype with their original plan or explain trade-offs in design choices.


[bookmark: _Toc231916048]Beginning – check for prior knowledge
1. Display a class checklist titled: What does a wombat need in a good habitat?
Invite students to suggest important needs and record ideas.
Possible headings (use words and pictures):
Shelter
Safety
Space to move
Food and water
A comfortable, quiet place to rest
Review each item and briefly discuss why it matters. Ask:
Why does the wombat need shelter?
Why is space important?
What helps a wombat feel safe?
Ask students to help order the checklist from most important needs to extra helpful features.
Encourage students to justify why the top 3 priorities are most important for the visiting wombat. Explain that designers improve the most important needs first. Invite students to explain why they chose the top 3 priorities.
[bookmark: _Toc231916049]Core lesson
Objective: Students improve their habitat model using feedback and reflection and explain how their design has changed.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Iterate.
State explicitly: ‘After engineers test and check their prototype or model, they ask others for feedback and make changes to improve it. They think about what the user needs and what will work best. Iterate means improving your design and trying again.’
Explain that designers look carefully at each part of a design before making improvements. Review key words such as evaluate, reflect and improve.
Display the checklist or folio and review each area together.
Guide students through a structured habitat check using prompts such as:
Shelter – Is there a safe burrow or shelter? Can the wombat get in and out easily? Is there enough space?
Weather – Would the wombat stay dry in rain? Is there shade when it is hot?
Food and water – Is there food and water nearby?
Rest and comfort – Is there a quiet, comfortable place to rest? Is there somewhere to hide? Can the wombat move safely?
Students use the checklist to review their own prototype or work with a partner to discuss one area at a time.
Ask students to choose one or 2 important improvements to make first. Remind students that designers improve the most important needs first.
Students make changes to their habitat and retest affected features.
Provide guidance, feedback aligned to the learning intentions and success criteria and materials support as needed.
[bookmark: _Toc231916050]Review and reinforce learning
1. Provide students with their folio, mini whiteboard or paper. Ask students to draw:
one thing they evaluated and changed to help their prototype work better for the wombat
one thing they learned while making the habitat prototype.
Students participate in a think-pair-share to explain their drawings to a partner and reflect on their learning. Prompt:
What did you check?
What did you change?
What did you learn?
Regroup as a class and invite selected students to share their ideas. Discuss how designers evaluate, improve and learn from each design.


[bookmark: _Lesson_12:_Communicate][bookmark: _Lesson_12:_–][bookmark: _Toc231916051][image: Cog with a phone in the middle.]Lesson 12 – Communicate – share ideas with others
Duration: 60 minutes
[bookmark: _Toc231916052]Teaching and learning sequence
	Early Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things have characteristics that help them survive in their environment
Describe how living things get air, water and energy to survive in their environment
Examine animal bodies, their body coverings, and how and what they eat 
Pose questions to compare the characteristics of living things and non-living things
Understanding user needs inspires design and digital solutions
Distinguish between user needs and wants and describe how they can lead to design opportunities
Social and learning interactions
Use oral language to persuade, negotiate, give opinions or discuss ideas
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
share their habitat design ideas with others and explain how the habitat helps a wombat.
Students can:
show their habitat to others and talk about one part that helps the wombat
use words, drawings or labels to share their ideas and explanations
listen to others and give one kind comment.
	Assessment opportunities:
Use guiding questions to observe how students share their habitat prototype and explain one feature that helps meet the needs of a wombat.
Observe students using words, drawings, labels, gestures or pointing to communicate ideas about their design.
Listen for students using simple descriptive language (for example, safe, burrow, shelter, rest, water).
Observe how students listen to peers and give one kind or positive comment during sharing.
Collect evidence through photographs of prototypes, student voice recordings, teacher observations or brief anecdotal notes.
	Suggested adjusted activities:
Model how to present a habitat using a think-aloud (for example, ‘This is my burrow. It helps the wombat stay safe.’).
Provide sentence stems such as:
This is my …
It helps the wombat because …
My favourite part is …
I like your …
Allow students to present to a partner, small group or teacher before sharing with a larger audience.
Offer options to communicate through drawing, labels, photographs, pointing, gesture or recorded voice.
Provide visual prompts showing wombat needs to support explanations.
Encourage students to explain one improvement they made and why.





	Stage 1 content
	Learning intentions and success criteria
	Evidence of learning
	Differentiation and adjustments

	Content focus:
Living things change over time 
Collect data about the variety of living things in a local habitat, group them and justify the groupings 
A design process is used to define user needs and create solutions 
Recognise that a design process breaks large projects into manageable, logical steps
Social and learning interactions
Initiate, listen and/or respond in partner and group conversations
	(Learning intentions and success criteria are best co-constructed with students).
Students are learning to:
communicate their habitat design ideas
explain how the design meets the needs of a wombat
reflect on their learning.
Students can:
explain how their habitat helps the wombat
describe features and improvements in their design
listen to others and give helpful feedback
reflect on what was easy, challenging or what they would change next time.
	Assessment opportunities:
Use guiding questions to observe how students communicate how their habitat design meets the needs of a wombat, including shelter, safety, space, food/water or comfort.
Observe students describing features, changes or improvements made during the design process.
Listen for students using clear reasoning to explain design choices (for example, materials, placement, safety, weather protection).
Observe how students listen to others, ask questions or provide helpful feedback.
Observe students reflecting on challenges, successes and what they would change next time.
Collect evidence through photographs, written captions, digital recordings, presentations or teacher observations.
	Suggested adjusted activities:
Model how to communicate a design clearly, including the problem, solution and improvements made.
Provide a presentation scaffold or cue card with prompts such as:
Our problem was …
My habitat helps by …
I changed … because …
Next time I would …
Offer options to present orally, write captions, create labels, record a video or prepare a digital slide.
Provide partner or group presentation options.
Use guided questioning to support reflection, such as:
What was challenging?
What worked well?
What would you improve next time?
Encourage students to present to another class, compare 2 designs, answer audience questions or suggest how the habitat could work in a real environment.
Provide sentence stems such as: ‘I changed … because …’, ‘My prototype (model) is better now because …’ or ‘Next time I would …’


[bookmark: _Toc231916053]Beginning – check for prior knowledge
1. Rewatch selected sections of the video Meet Wattle the wombat (1:00) to revisit key learning from the unit. Pause at relevant moments to allow discussion and observations.
Ask students to discuss what they notice and what they remember about wombats. Prompt:
What do you notice about Wattle’s size, shape and features?
How does Wattle move?
What do we remember about a wombat’s length and mass?
What body features help a wombat survive?
What type of environment does a wombat need to feel safe and comfortable?
Display the co-constructed anchor chart from previous lessons and revisit key ideas. Add any new learning or observations using headings such as:
Features
Movement
Size and mass
Needs
Habitat
Ask students to make connections between what they know about wombats and the habitats they designed. Prompt:
Which parts of your habitat were designed to help a wombat like Wattle?
How did what we learned about wombats help you make design choices?
What features in your habitat meet Wattle’s needs?
Explain that today students will communicate and share their habitat ideas with others, using what they know about wombats to justify their design choices.
[bookmark: _Toc231916054]Core lesson
Objective: Students communicate their habitat design ideas to others, explain how their prototype (model) meets the needs of a wombat and reflect on their learning as designers.
Note: the communication task may be adapted to suit context, time and audience. Students may present live, record digitally, create written captions or contribute to a class showcase, newsletter or display. The focus is on explaining design thinking and how the habitat meets the needs of a wombat.
1. Display the Engineering Design Process (EDP) poster or tabletop cards and point to the next cog: Communicate.
State explicitly: ‘After engineers test and improve their prototype, they share it with others. They explain what it is, how it works and how it solves the problem for the user. Communicate means sharing your ideas with others.’
Explain that designers share their ideas with others by explaining the problem, how their design provides a solution and what they learned along the way. Revisit the problem statement and explain that today students will communicate their wombat habitat designs.
Revisit the co-constructed anchor chart, design plans and completed habitat prototypes. Encourage students to use these resources to help explain their ideas clearly.
Model a presentation using a sample prototype or teacher example. Use a think-aloud such as: ‘This is my wombat habitat. I made a burrow for shelter and a safe place to rest. I added leaves and bark for comfort. I changed the entrance to make it wider so the wombat could move in and out more easily.’
Note: select a communication option suited to class context, available time and audience. Options may include presenting to the class, sharing with a partner or small group, recording an explanation, creating labels or captions, or preparing a display for another audience. If using a digital device, students may work with a partner to record their explanation or annotate photographs of their habitat.
Explain to students how they will share their habitat ideas today and discuss expectations for respectful listening and feedback.
Provide students with presentation scaffolds or cue cards. Prompts may include:
This is my wombat habitat. It helps the wombat by …
My best feature is …
I changed … because …
Next time I would …
Allow students time to rehearse their explanation with a partner or small group. Encourage students to practise speaking clearly, pointing to features, explaining how their habitat meets the needs of the wombat and using vocabulary from the anchor chart.
Students communicate and share their habitat designs with the chosen audience. Provide guidance and support as needed to help students explain features, answer simple questions and remain confident.
Invite peers or audience members to provide one positive comment or ask one respectful question about the design.
[bookmark: _Toc231916055]Review and reinforce learning
1. Provide students with their folio, paper or mini whiteboard. Ask students to draw and/or record:
one thing they know about wombats
one thing they are proud of in their habitat design
how they feel about being a designer
one thing they learned during the project.
Students share their reflections with a partner or small group.
Prompt:
What did you learn?
What are you proud of?
How did it feel to be a designer?
Do you think the visiting wombat will be happy with your design? Explain.
Regroup as a class and invite selected students to share their ideas, highlighting key understandings.
Celebrate how students used creativity, problem-solving and teamwork to design a solution for a visiting wombat.
[bookmark: _Glossary][bookmark: _Glossary_of_key]

[bookmark: _Toc231916056]Glossary of key terms
	Key term
	Definition

	brainstorm
	To think of lots of ideas and share them.

	burrow
	A tunnel or home underground where a wombat lives.

	collaboration
	Working with others to share ideas and solve problems.

	communicate
	To share ideas, thoughts or information with others.

	compare
	To look at 2 or more things to see how they are the same or different.

	define
	To explain clearly what something means or what the problem is.

	design
	A plan for making something or solving a problem.

	Engineer
	A person who solves problems by designing, making and improving things to help people, animals or the environment.

	Engineering Design Process (EDP)
	A series of steps used to solve problems, create ideas, build solutions and improve designs.

	environment
	The natural surroundings where plants and animals live.

	estimate
	A close guess based on what you know.

	evaluate
	To think about how well something works.

	features
	Important parts or characteristics of something.

	feedback
	Helpful ideas or comments that can improve something.

	habitat
	The place where an animal lives and finds what it needs.

	identify
	To find, name or recognise something.

	improve
	To make something better.

	iterate
	To make changes, try again and improve something.

	length
	How long something is from end to end.

	mass
	How heavy or light something feels.

	materials
	The items used to make or build something.

	measure
	To find the size, length or mass of something.

	needs
	Things a living thing must have to survive.

	nocturnal
	Active at night and resting during the day.

	predict
	To make a smart guess about what might happen.

	problem statement
	A clear description of the problem to solve.

	prototype
	A model used to test ideas.

	reflect
	To think about what you learned or did.

	safety
	Being protected from danger or harm.

	shelter
	A safe place that protects an animal from weather or danger.

	solution
	An idea or design that solves a problem.

	user
	The person or living thing the design is for.
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