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Technology/Engineering (T/E), Grades 3-5

Materials and Tools
T/E 1.1 Identify materials used to accomplish a design task based on a specific property, e.g., strength, hardness, and flexibility.
T/E 1.3 Identify and explain the difference between simple and complex machines, e.g., hand can opener that includes multiple gears, wheel, wedge, gear,
and lever.

Engineering Design
T/E 2.1 Identify a problem that reflects the need for shelter, storage, or convenience.
T/E 2.2 Describe different ways in which a problem can be represented, e.g., sketches, diagrams, graphic organizers, and lists.
T/E 2.3 Identify relevant design features (e.g., size, shape, weight) for building a prototype of a solution to a given problem.




