
Discover Sustainability 
Through Design



Good Design Guide

Designers solve problems, create new products and services and have a huge influence on the 
planet. That’s why sustainability is such an important part of design thinking. We know it’s a bit of an 
overused word which makes ‘sustainability’ a bit confusing. But it’s basically about making sure that 
the things we do today don’t have negative impacts on people and the planet now, and for future 
generations. The way we use materials, the life of a product and the services and systems set up 
to make life better are all part of a designer’s life; this guide covers a range of topics and ideas that 
every good designer should know!  

Nearly everything around us is designed! 

Sustainability is about meeting 

the needs of current generations 

without compromising the ability 

of future generations to meet 

their Own needs. - Our Common Future 1987 

http://www.un-documents.net/wced-ocf.htm


The Good Design Guide  is split into 6 stages of design: 
Design Line, Material Extraction, Manufacturing, 
Packaging and Transport, Use, and End of Life. 

The guide is designed as an interactive toolkit so 
you can choose your own path throughout the book 
by following the page number links or just reading 
it from start to finish.   

You’ll find lots of extra links to videos, websites, 
products and case studies along the way as well as 
design problems and projects to try yourself! 

To jump back to the main map page click 
on the home button 

 Life Cycle Thinking 

These are interactive click to jump around

How To Use the

GoodDesignGuide

Design line material extraction manufacturing packaging and transport use end of life

29071311:3102.3J8Eco-Innovators
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https://itunes.apple.com/au/app/eco-innovators-sustainability/id430215884%3Fmt%3D8
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What we do 

today is the 

legacy we leave 

for tomorrow 
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Design Line

The power that designers hold, and the 
consequential capacity for them to  make positive 
changes to the products that fill our lives, cannot 
be stressed enough. Designers are in a unique 
position to solve problems through creativity. 
The social and environmental impacts that 
come about as a result of our creative problem 
solving needs to be understood and minimised 

DL

as a core part of the design process. It is easy to 
deflect the responsibility onto other players in 
the product development process – and whilst 
every person involved should take responsibility 
for the resulting product – designers have the 
innovative capacity to make a real difference to 
a product’s environmental footprint.



If products could talk, they would be able to tell us their lifecycle story:  where their materials 
came from, how they were made and transported, as well as what will happen to them 
when they are no longer needed. But products can’t talk – so we need a way of exploring 
their lives to find out what impacts they have on the planet and people. Everything that is 
created goes through 5 main lifecycle stages, watch this animation to find out more!

www.thesecretlifeofthings.com

The secret lives of everyday things

www.thesecretlifeofthings.com


Material extraction: from shearing a sheep for its wool, to cutting 
trees for their wood, and mining to extract metals. Materials all 
come from nature at some point and so we need to look all the 
way back to the raw material extraction. 

Manufacturing: turning raw materials into usable materials (such 
as wood into paper) and also turning lots of different materials 
into products (such as paper into books).

Packaging and transportation: this actually happens across the  
ntire life of the product at every stage from shipping raw materials 
to the final product being packaged and transported to a store. 

Use phase: is the active use stage, usually when humans come 
along and start to use the product.

End of life: when a product is no longer needed or is discarded 
such as being thrown in the bin, recycled or simply left in a drawer 
when it is replaced or breaks. 
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Life Cycle Thinking Looking at all the life cycle stages that your 
product goes through will assist in identifying 
the areas where environmental impacts occur 
and allow for you to explore ways of reducing 
these through good design decisions. 

At each life cycle stage of your product, 
resources will be required and waste will be 
created – identify all of these in what’s called 
a ‘life cycle map’. Then you can explore the 
impacts and find ways of reducing through 
your design choices.

LIFE CYCLE THINKING HELPS DESIGNERS 

DISCOVER ENVIRONMENTAL IMPACTS AND 

IDENTIFY WAYS OF REDUCING THESE.



At every single life cycle stage there are 
‘inputs’ (such as materials, energy, water, 
human power etc) and ‘outputs’ (such as 
waste, emission, pollutions, by-products etc). 

Life cycle assessment is scientific and so  it 
can get a little complicated at times. That’s 
why there are now many streamlined life 
cycle tools that help designers and decision 
makers quickly discover the impacts of a 
product, material or process.  Most computer 
aided design (CAD) programs include a 
streamlined LCA option. Does yours?

it’s estimated that up 

to 80% of a products 

environmental impacts 

are determined by the 

designer at the 

design stage!

IN LCA INPUTS AND OUTPUTS ARE MEASURED TO SEE 
WHAT IMPACT THEY HAVE ON THE ENVIRONMENT  



Look at the inputs and 
outputs and identify 

where potential 
environmental 
hotspots could 

occur 

Map the 
product across 
all its life cycle 

stages

Reduce and replace 
the negative 

impacts, enhance 
and focus on the 
positive aspects 
of the product or 

material



HOW WOULD YOU DESIGN A TOASTER TO 
AVOID BURNT TOAST?  

ECO-DESIGN AND LIFE CYCLE 

THINKING ARE TWO TOOLS 

THAT REALLY HELP ANSWER 

THESE QUESTIONS.

Toasters often burn toast, which means a lot of 
toast gets thrown out.  How can you design a 
toaster that prevents toast from burning and  
therefore reduces food waste?  

There are millions of different types of toasters 
out there, but which ones consider the perfectly 
cooked toast in their design? 

See how many examples you can find on the 
internet and re-design your own! What will it look 
like? Which materials would you use (or avoid)?



Manufacturers of large photocopy machines 
design their products to be taken back, 
disassembled and then re-manufactured. 
The customer leases the photocopier, so 
when it is no longer needed, the owner can 
return it for recycling and remanufacturing 
by the company. This reduces the need for 
raw materials and results in a much higher 
level of recycling. 

Product Service Systems
An alternative to purchasable products is leasable 
products that exist as part of a company owned 
system or service. Leasing out a product — rather 
than selling it outright — allows the company to 
manage the product across its entire life cycle, 
while also reducing waste. Think about how your 
product could be part of a system and service. 

Example



Product Stewardship
Product stewardship is about taking responsibility for a product across its entire life cycle, 
from materials and manufacturing processes, to packaging, use, and end of life. 

Companies design their products and develop ‘take-back’ systems so that their products 
can be returned at their end of life to be recycled and remanufactured. Around the world 
there are policies that require companies to take full responsibility for their products. 
Shifting the burden of waste management (either physically and/or economically, fully or 
partially) upstream away from the people who purchase things and back to the producers 
(who make the decisions about the products to begin with!). This provides incentives to 
designers and manufacturers to make products easier to recycle and recover materials at 
the end of life stage.

This helps us recover valuable materials that would 

otherwise be lost to landfill and reduces the amount 

of new raw materials that need to be produced



E-waste around the world 

Every year 20 to 50 million tonnes of e-waste is generated globally, with Australia 
having over 17 million computers, televisions and other e-waste items thrown 
away annually. Only about 4-10% of e-waste is actually recycled. To date, roughly 
37 million computers, 56 million mobile phones and over 17 million TVs have 
gone to landfill in Australia.

E-waste in Agbogbloshie, Ghana



WHY DOES  IT  MATTER?  
Electronic waste (e-waste) is a growing toxic nightmare as millions of tons of old electronic items 
are thrown in landfill or exported around the world for haphazard processing (often by young 
people!). What did you do with your last phone, laptop, or TV when you longer needed it? These 
products are usually not designed for recycling or disassembly and so not only do they pollute 
landfills but they also contain many valuable materials that are lost forever if they aren’t recycled. 

Globally, The UN estimates that 

between 20 and 50 million tonnes 

of  e-waste is generated each year. 

put in another way - these would 

fill enough containers on a train to 

go once around the world. 



Europe has a WEEE Policy because 

e-waste contributes up to 6 million 

tonnes of solid waste per annum 

and is growing at a threefold rate. 

Electronic Waste

E-waste or WEEE (Waste Electronic 
and Electrical Equipment) policies 
have been set up in countries 
around the world to encourage 
recycling and remanufacturing. 

WEEE policies require companies 
who make electronics need to 
take their products back and 
recycle them when a customer has 
finished using them. This means 
the companies must design their 
goods for disassembly and ease of 
recycling.



Televisions are very rarely recycled once 
they are no longer needed. How can you 
design a television to make sure that it 
will be recycled at end of life?

How can you Fix TV Waste?

How did you dispose of 
your last television? 
Did you perhaps leave it out on the 
footpath, hoping for a passer-by to collect 
it or did you threw it in the garbage?  

These large electronic items are very rarely 
recycled. What strategy could you use to 
design a TV so that it increased its chance 
of being recycled at end of life?  

Design 
Problem



Design Solutions

Creating a product that works 
within a service and system, 
would be a great way to help 
reduce e-waste. This could 
include a TV being designed 
for upgrading or being 
repaired cost effectively. The 
producing company could 
benefit from reusing old 
parts in new TVs so that they 
reduce production costs and 
increase recycling.

Creating a product that works 
within a service system would 
be a great way to help reduce 
e-waste. This could include 
the TV being designed for 
upgrading or being repaired 
cost effectively. The producing 
company could benefit from 
reusing old parts in new TVs 
so that they reduce production 
costs and increase recycling.

Making the entire electronic 
product modular and 
providing a service model 
whereby customers can 
change, upgrade and replace 
components as technology 
changes would mean that 
people can customise their 
TVs and help reduce waste.  

product service system disassembly modularity



Public Interest Design
Public interest design seeks to address and solve 
social issues ranging from low cost reading glasses to 
water transporting devices in emerging economies. 
It’s about design that is focused on benefiting people 
rather than just profit focused. 

Examples
Low tech solutions for emerging economies such as; 
the Embrace Baby Blanket that protects premature 
babies; the Hippo Roller that allows large amounts of 
water to be rolled long distances; the Life Straw that 
uses carbon filters to purify dirty water for drinking; 
and the Universal Eye Glasses.

Check out the 
website 

GoodDesignGuide.com for 

videos an
d links to thes

e 

examples 

http://embraceglobal.org/
http://www.hipporoller.org/
http://www.buylifestraw.com/
http://designythings.com/2011/06/15/adlens-universal-eyeglasses/
http://www.ideo.com/images/uploads/hcd_toolkit/IDEO_HCD_ToolKit.pdf


Making the end user the focus 
for your design can improves 
a product’s functionality and 
effectiveness, and assists you 
in creating things that people 
will keep and care for in the 
long term. This is also a critical 
aspect of creating products and 
services for communities that 
are different to your own. 

User
Centred 
Design

Check out the IDEO User Centred Design Toolkit

www.ideo.com

http://www.ideo.com/images/uploads/hcd_toolkit/IDEO_HCD_ToolKit.pdf
http://www.ideo.com/images/uploads/hcd_toolkit/IDEO_HCD_ToolKit.pdf


Increasing Shared GoodsDesign 
Problem

The average home has over 60 electronic goods, many of which sit idle. 
How can you design a solution or system that encourages sharing and 
reduces the number of electronic items owned per household? 



Design Solutions

Products don’t always have 
to be owned, they can also 
be leased or borrowed for 
extended periods of time. 
Electronic items could be 
‘sold’ as a leased item that 
could be returned at any 
point for an upgrade and 
then be recycled instead of 
thrown out.

Making phones modular 
so that parts could be 
upgraded as technology 
changes is a great eco-design 
approach. One such example 
Phoneblocks developed a 
proposal for a modular phone 
that you could pick and choose 
the different components and 
change it over time. 

User centred DesignDesign for disassembly 

User centred design has 
helped build an array of cool 
apps and websites that help 
create peer-to-peer sharing 
networks. People now rent 
out their cars, houses, and 
household items to others! 
Sharing high value goods is 
an excellent alternative to 
individual ownership.

product service 
system

https://phonebloks.com/en


An important part of reducing 
the social and environmental 
impacts of a product is through 
identifying the way in which it 
will affect these systems. For 
example, a new household item 
has to be user friendly, but should 
also consider if it can be recycled 
within the system as well.

Systems: noun, a set of things working together 
as parts of a mechanism or an interconnecting 

network; a complex whole

Everything that 
is created has to 
exist in a world 
full of systems: 

human, product and 
eco systems. 

Systems thinking



Co-design or collaborative design is when designers 
work directly with a community of stakeholders to 
collaboratively design a solution. 

Collaborative Design

Examples include designing new 
health services or products for 
people with disabilities whilst 
working with the people who will 
benefit directly from the design 
outcome. 

Examples



Millions of people live without access to 
clean drinking water and have to travel 
long distances to collect water. How can 
you design a water purifying or water 
carrying device that will improve access to 
clean drinking water?    

Water AccessDesign 
Problem

http://www.ecoinnovators.com.au/


Design Solutions

Multifunctionality User centred Design Co Design

Designing products directly 
with the end user allows 
for a greater understanding 
of what is needed and how 
the design problem can be 
solved more effectively. The 
Life Straw, which filters water 
as you drink through it, is one 
such product that addresses 
the issue of dirty water 
consumption in emerging 
economies.

The user centred design 
approach has allowed one 
innovative design company to 
come up with a long distance 
water carrying device called 
the Hippo Roller that uses 
a large plastic drum, and is 
rolled via handles rather than 
carrying heavy and awkward 
water vessels by hand.

Increasing the function 
of a single item to have a 
variety of uses maximises 
its material and increases 
user value. Imagine a water 
carrying device that also acts 
as a purifier. Perhaps it could 
even be used for something 
completely different when 
not carrying water!? 

http://www.buylifestraw.com/
http://www.hipporoller.org/


Some products are designed to be 100% recycled so that all of the embodied 
materials can be recaptured and reused. This is called ‘closed loop’ or ‘cradle 
to cradle’ design, and helps keep materials in use and out of landfills. How 
can you design your product to be part of a closed loop system? 

Closing 
the 
loop
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Material Extraction ME

Plastic, metal, wood, cotton - our lives are 
filled with a diverse array of materials. All 
of which have to be extracted from nature 
at some point. Even the most synthetic 
material is made from raw materials 
that come from nature, and it’s through 
material extraction that many social and 
environmental impacts occur. 

Cutting down trees, shearing sheep, mining 
for gold, drilling for oil – are just some of the 
ways in which we harvest materials from 
the earth for our human benefit. All of these 
processes are energy intensive, generate 
waste materials and often destroy natural 
habitats.



All materials come from nature
You can’t make something from nothing! Even manmade and synthetic materials have 
derivatives that come from nature at some point.  It’s through the extract and processing 
of materials that many environmental impacts occur. We refer to this as ‘embodied 
impacts’ as they happen well before we encounter the material or product. 

Everything in nature 

is interconnected, 

extracting materials 

faster than the 

rate that they can 

be replenished is 

unsustainable. 



Reducing the overall size, weight and 
number of materials incorporated into 
a design is a simple way of keeping 
down the environmental impact. As 
a general rule, more materials result 
in greater impacts so it’s important 
to use fewer types of materials and 
reduce the overall weight of the ones 
that you do use. 

dematerialisation

Honeycomb structures are super strong and lightweight helping to reduce materials

 

Dematerialise: verb, become free of 
physical substance.

http://www.youtube.com/watch?v=AoviMguVEps


Make sure that 
materials glued and 

screwed together can 
be pulled apart or can 

be co-recycled.

Ensure that the 
attachment methods 
can be easily reversed 
(but not so easily that 
it falls apart during 

use!)  

Compartmentalise 
your product to 
increase ease of 

recycling 

 Dematerialisation Tips



Mixed Materials?

Some plastic toys include 
up to 20 different types of 
plastics, making them hard 

to recycle. How can you 
design a complex toy using a 
limited number of recyclable 
plastics so that it is easy to 
disassemble for recycling?   

Design 
Problem



Design Solutions

The easiest way of making 
a toy recyclable would be to 
make it from a single material 
that can be recycled easily. 
Some natural materials such 
as wood can’t be recycled, but 
they do last a lot longer. 

Recyclability

Imagine if the toy industry 
were completely different, 
what if you could get toys from 
a library rather than owning 
them? Or if the producers 
took them back and made 
new toys out of them when 
they were old/broken? Even a 
toy repair service would help 
to reduce wastage. 

Systems ThinkingDesign for disassembly 

A toy that is easy to take apart 
and be recycled would need 
to have unique connection 
methods, clear disassembly 
instructions and be made 
from materials that can easily 
be recycled in household 
waste. 



New Eco Materials
There are some amazing new materials being made from 
waste products, material fibres and food crops. There 
are innovative new production techniques making solid 
materials even lighter in weight, such as ‘honeycomb’ 
inspired internal structures. When exploring new 
material options make sure they suit the product needs 
and requirements – there is no point picking an ‘eco’ 
material if it reduces the life of the product!

 Mushrooms are being used to grow packaging that biodegrades easily

www.ecovativedesign.com

http://www.youtube.com/watch?v=nLaZa25gJfU
http://www.youtube.com/watch?v=nLaZa25gJfU
http://www.youtube.com/watch?v=dd_ZttK3PuM


Lightweighting

Products designed with a reduced number 
of materials and parts are cheaper to 
create, and easier to recycle. Products 
such as disposable water bottles with 
externally thin plastic means less raw 
materials need to be used in production. 
Manufactured wood products with 
honeycomb shaped walls drastically 
reduce the weight while retaining the 
material strength.

http://www.youtube.com/watch?v=AoviMguVEps


Some materials are toxic or more environmentally damaging 
than others. But every material created has a Material Safety 
Datasheet (MSDS) online so that you can find out what it’s made 
of. There are materials listed on the Restriction of Hazardous 
Substances (RoHS) list and ones that are known to be toxic 
when manufactured, used or discarded – so avoid these types of 
materials.

Low-Impact: adjective, affecting or altering the 
environment as little as possible

Low Impact Materials

www.ecodesigner.com.au

$$$/Dialog/Behaviors/GoToView/DefaultURL


No Toxic Materials
The European Union introduced a policy called the 
Restriction of Hazardous Substances (RoHS) which bans the 
use of several known toxic substances such as lead-based 
solder in the design of electronic items. The RoHS policy 
requires manufacturers to reduce the amount of these toxic 
materials used in manufacturing and ending up in landfills 
at the end of life. 

RoHS was introduced in 2006 requiring all applicable 
products in the EU market to pass RoHS compliance. 
Substances banned under RoHS are Lead (Pb - often found in 
solder), Mercury (Hg), Cadmium (Cd), hexavalent Chromium 
(CrVI), polybrominated biphenyls (PBB) and polybrominated 
diphenyl ethers (PBDE).

http://en.wikipedia.org/wiki/Restriction_of_Hazardous_Substances_Directive


There are no truly 

‘eco’ materials as 

everything that 

is produced has 

to be created and 

extracted – it’s 

what you do with 

the materials that 

counts!

The material 
should always 
be selected to 
be right for the 

function 

Biodegradable, 
renewable, and 

recyclable are all 
material properties 
and don’t guarantee 

environmental 
benefits 

Be wary of 
green claims 
that can’t be 

substantiated, 
Ask for proof!

Materials
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Manufacturing M

It’s hard to imagine a world without mass-
produced goods as so much of our lives are 
filled with them! Raw minerals and resources 
have to be manufactured into usable materials 
and then transformed into goods based on a 
designer’s specification. Mass manufacturing 
has meant that we can cheaply and quickly 

produce just about anything,  but the downside 
is waste, ethical labour issues and hyper 
consumption.  Manufacturing systems are 
based around inputs and outputs. Materials 
in, product and waste out.

Image: Steve Jurvetson



Disassembly
Design for Disassembly requires a product 
to be designed so that it can easily be taken 
apart for recycling at the end of its life. 

How it is put together, the types of materials 
that are used and the connection methods all 
need to be designed to increase the speed 
and ease of taking it apart for recycling.



Design for disassembly 
is a fast growing 

phenomenon within the 
manufacturing industries 

Design for 
disassembly 
increases the 

accessibility of cost 
effective recycling 

and materials 
recapture 

This is driven by an increase 

in consumer awareness, 

government regulation and the 

growing need for producers to 

take responsibility for their 

products at the end of life.

Disassembly 
options should be 
considered right 
from the start of 

the design process 



It will increase 
the likelihood of 
repair and reuse 
thus extending 

usable life 

Reduces waste to 
landfill and the 
loss of valuable 

materials 

Facilitates 
producer 

responsibility 
and complies 

with take-back 
regulations 

It will increase 
the capacity 

to capture and 
recycle at the 

end of life 
Reduces demand 

for virgin 
materials to be 

produced as more 
recycled materials 

are made 
available 

The Advantages of Disassembly



What  you need to think about

Which materials 
are easy to recycle 
(like plastics and 

metals) and how can 
your design make 
it easier for them 
to be removed or 

separated?

Can the 
materials you 
have used be 

recycled in the 
destination 

country?

Check your connection 
methods so that is easy 
to pull apart. Snapping 

and locking mechanisms 
are better than glues 

and screws. How can the fact that 
the product is designed 

for disassembly be 
communicated to the 
consumer so that it 
is not thrown away? 

Can you include 
instructions? 

Are the 
materials

recyclable?

Check tools 
required to 

dissemble are 
standardised 

and easy to get.

Provide 
disassembly 
instructions



Easy Disassembly

Laptop computers can easily be designed to be 
disassembled into different parts and components 
as to increase the likelihood of repair and 
recycling. Including disassembly instructions, 
having universal screws and making sure each 
material is clearly labelled makes it much easier 
for disassembly and recycling. 



Grab an old  broken electronic item - everyone 
has one in a drawer, or go to a second-hand 
shop to get one. 

You will need tools and some gloves for this 
as you will be pulling it apart! Disassemble 
the product and catalogue all the different 
parts and connection methods. 

You will be surprised at how some things are 
put together (intentionally making it difficult 
for parts to be disassembled!) 

Now try and design a better version! How 
is it stuck together? How hard is it to pull 
apart? What design changes could you make 
to help with disassembly? 

Try it yourself!



Designing an electronic product that requires 
much less energy use in its life than a standard 
alternative involves reducing ‘standby’ or 
phantom power by designing features that 
encourage unplugging, sleep modes and 
automatic switch offs.  Products that remain 
on, like refrigerators can be made efficient 
through technology changes and through 
design features such as the size and sealing 
methods.

Efficient: adjective, achieving maximum productivity 
with minimum wasted effort or expense

ELECTRONIC Efficiency



Solve Standby Power?
Think of everything in your house that is plugged 
in, but not currently in use. Some electrical items 
such as DVD players and microwaves waste 
energy when not in use. 

How can you reduce the wasted stand-by or 
‘phantom’ power in these products?

Design 
Problem



Design Solutions

BEHAViOUR CHANGE Efficiency upgradeability

By understanding human 
behaviours, designers can 
incorporate features that 
influence the ways in which 
people use a product. Check 
out the Design with Intent 
Toolkit >>

Does it even need standby 
power to begin with? Many 
items have features that 
are clearly inefficient and 
waste the owner money, so 
removing these elements 
right from the start of the 
design process helps to 
reduce energy wastage. 

There are now all kinds of 
ideas and concepts that 
upgrade existing products 
to make them more efficient.  
Powerboards that are capable 
of switching everything off 
at once, and even high tech 
internet connected systems 
that show in real time how 
much energy you are using! 

http://www.danlockton.com/dwi/Download_the_cards
http://www.danlockton.com/dwi/Download_the_cards


Clothes Drying In 
small spaces?

How do you dry your clothes in winter? 

Electric clothes dryers waste lots of energy 
compared to a washing line but it’s hard to 
dry items in small apartments. How can you 
design a clothes drying system that allows 
for convenient air drying in small spaces?

Design 
Problem



Design Solutions

Making an indoor drying 
stand durable and sturdy, 
yet light and compact is part 
of the challenge. There are 
ways in which strength and 
flexibility can be achieved 
through innovative folding 
mechanisms.  

Taking a spin could literally 
work to dry your clothes! 
How about a hand operated 
air dryer that aids in quicker 
indoor drying?  It could also 
double as another function 
for people who live in small 
spaces and can’t store many 
things. 

modulARITY

Small spaces often don’t have 
room for a clothes hanger that 
is large enough for items like 
sheets or towels. A modular 
unit could find innovative 
ways of accommodating 
these needs.  Imagine one 
that could easily be hung over 
a window or balcony ledge?

Durability multifunctional



Funct i onal i ty
Breaking down a 
product into core and 
secondary functions, 
and creating new 
and different ways 
to deliver these 
functions can help 
generate innovative 
and diverse outcomes. 

List the primary and secondary functions of your 
product; what is it achieving and what alternatives 
are there? For example a kettle is needed to boil 
water and a bookshelf to hold up books. How can you 
do this differently?

try it yourself .  .  .

Function: noun, an activity that 
is natural to or the purpose of a 
person or thing. A basic task.

www.gooddesignguide.com

http://www.youtube.com/watch?v=qAxj6WvLnWk
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Packaging & Transport PT

There is no doubt that we live in a globalised 
world, where materials can circumnavigate 
the planet several times before they get 
to us. Both transport and packaging occur 
many times across the life of the product. 
This life cycle stage tends to get a lot of 
focus since packaging is a wasteful thing 
that we all have to deal with, but there are 

many benefits to packaged goods and there 
are many design strategies that can help to 
create positive benefits. The same applies 
to transport, carbon miles has become a hot 
topic, but there are many different options 
with different impacts.



Packaging re-used

Packaging is often thrown out right after the product is purchased. How can you design a 
multifunctional packaging item so that it can be made into something else? A jam jar can turn 
into a water glass, a shoe box can be its own carry bag, and a laptop box could become a computer 
stand. What other packaging options can you redesign into a functional second product?



Design 
Problem

Many food items such as chips and chocolate bars are 
packaged in single-use thin film plastic packaging 
which is non-recyclable and often blown from bins 
into the environment. How can you design a food 
packaging solution that addresses these problems?  

single use packaging



Design Solutions

Looking at where the 
materials come from, how 
they are manufactured and 
if they are recyclable will 
help determine what is best 
to use. The life cycle impacts 
of disposable packaging is 
usually down to the material 
production and end of life 
options. 

co-design

Creating a packaging 
solution that alleviates 
the need for the customer 
to use disposables. This 
could mean looking at the 
food companies as well 
as the end user’s needs. 
Moving from disposable to 
reusable packaging.

Life Cycle Thinking

If it has to be disposable then 
look for design options that 
maximise reusability. Jam 
jars that turn into drinking 
glasses, for example, do this. 

multifunctional



How can you 
make the 

packaging have 
a second life?Increase the use 

of easy to recycle 
materials and 
don’t mix with 
non-recyclable

materials

Use the minimun 
amount of 

packaging but 
be sure to make 
sure the product 

is protected

When using 
recycled 

materials ensure 
that they can 

also be recycled
Avoid disposability by 
creating alternative 
packaging models 

that help people reuse 
rather then throw out

Packaging design tips



Transportation

Air freight

Cargo ship

Road Truck

Rail

This is by far the most energy intensive 
form of transport and will dramatically 
increase the embodied impacts of your 
products.  

Road transport impacts depend on the type 
of fuel used and the efficiency of the truck 
and driver.  How the cargo is packed will 
also determine the per unit impact.

Sea transport might be slow but it is 
really efficient given the amount of items 
that can be transported, thus reducing 
the impact of each item.

Trains are also an efficient form of transport 
as they can transport a large amount of 
goods with a smaller amount of fuel. 

Transport methods dramatically influence the per unit impact of your designs. This applies to how 
you get a product to market as well as the way in which the raw materials are transported and how 
they are manufactured. Here are some general rules:



Have you ever found a squashed banana in the 
bottom of your bag? Bananas bruise easily when 
transported and are often thrown away uneaten. One 
solution is to package them. How can you design 
an environmentally responsible banana packaging 
solution?

Design 
Problem

damaged food



Design Solutions

Reducing the wall thickness 
and light-weighting the 
materials used to protect the 
banana will make the buy-
back quicker (the amount of 
times you have to use it to 
prevent food waste before 
the embodied impacts of 
production are negated).

life-cycle thinking

It might seem counter 
intuitive but extra packaging 
for bananas could be 
worthwhile as it reduces 
food waste. Looking at the 
entire life shows just how 
much embodied ‘stuff’ goes 
into making a single banana, 
so protecting it with reusable 
packaging is a positive thing!

lightweighting

Ensuring that the packaging 
(especially if it is disposable) 
is recyclable within the 
system of use. Paper products 
for example are often 
not recyclable if they are 
contaminated with food. 
Also making sure that the 
packaging is made out of 
recycled materials to begin 
with! 

recyclability



What type of water bottle do you use? 
Billions of single-use disposable water 
bottles are thrown away every year. 

How can you design a product and/
or service that reduces the use of 
disposable water bottles?

d isposables
Design 

Problem



Design Solutions

Why do people even need 
bottled water anyway? 
Looking at the systems that 
facilitate and encourage this 
type of behaviour and then 
designing a solution such as 
reverse vending machines 
for reusable bottles, or low 
maintaince refill stations in 
urban settings. 

systems thinking

People are still going to use 
bottled water, so minimising 
the amount of materials 
required to do this reduces 
the impacts. One company has 
made a super light weighted 
thin plastic that is rigid 
under pressure when full and 
collapses easily when empty 
for recycling.

efficiency

Creating a bottle that is fully 
recyclable is an easy option, 
but this also means making 
sure that the design assists 
and encourages recycling. 
There is a bottle deposit 
system running in Germany 
that pays people for returning 
empties and uses special 
machines to make the entire 
process easier.

recyclability



Paper or plastic?
Which would you pick at the supermarket if you
wanted to do the right thing by the environment?
Most people tend to pick the paper bag as its
biodegradable and made from natural materials.
But it’s not that simple! Paper, just like plastic, has
many life cycle impacts such as land clearing and
manufacturing but the big difference is that paper
weighs more, in order to make a paper bag achieve
the same function as the plastic shopping bag, 
4–10 times more materials are used which means
there is a much bigger impact across the life of the
product.

Many life cycle assessments have been done to 
compare these two products and every time the 
result is that paper bags have a bigger impact than 
plastic bags.  

FUNCTIONALITY 
OFTEN DETERMINES 

ENVIRONMENTAL 
IMPACTS 

http://www.zerowaste.sa.gov.au/upload/resources/publications/plastic-bag-phase-out/LCA_shopping_bags_full_report[2]_2.pdf
http://www.youtube.com/watch?v=qAxj6WvLnWk
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Use

We all use products, in fact our lives are 
filled with designed things! It’s during the 
Use phase that things often fail. Bits break 
off, people misunderstand the intended 
purpose, and general wear and tear, all 
result in Use phase failures (which then 
results in further waste). Through good 
design these types of issues can be better 

planned for and avoided through strategic 
decision making, ethnographic research 
and functionality analysis. Many big 
environmental impacts occur through the 
Use phase and there are many different 
design solutions to create better goods 
and services.

 U



changing 
behaviour
To help save wasted energy from 
over-filling electric kettles, a new 
design encourages the user to only 
boil exactly what they need by having 
two different filling chambers. One 
that holds the water in reserve and 
the other that actually boils it. A 
button has to be held down to fill the 
boiling chamber from the reserved 
water this saves energy as only what 
is needed is actually boiled.  

www.thefuntheory.com

http://www.thefuntheory.com/
http://www.thefuntheory.com/


We often use more water than needed. Over-
filling means energy is wasted when boiling 
the excess water.  How can you design a 
kettle to reduce excess water boiling?

Design 
Problem How much do you 

fill up the kettle 
for a cup of tea? 



Design Solutions

Kettles are actually quite 
technically efficient at their 
job, and whilst they do 
consume a large amount of 
energy, if designed right, their 
job can be done in a very 
short period of time. Adding 
features that help increase 
efficiency and reduce waste, 
such as insulation, shape,  and 
size, are all important. 

lightweighting

In this case, light weighting 
is about reducing the size of 
the product. Smaller kettles 
mean less materials and less 
chance of overfilling! 

efficency

These days, kettle designs 
are starting to address this 
issue through design features 
such as instant hold-down 
boil buttons, different boiling 
and reservoir chambers and 
user controlled options for 
temperature. Insulation which 
helps reduce the need for 
reboiling. Putting a whistle or 
chime back on kettles would 
help with this too.

changing behaviour



Design 
Problem How can you prevent 

FRIDGE FOOD WASTE?
Have you ever found a soggy lettuce or limp carrot in 
your crisper drawer and thought “why doesn’t the crisper 
drawer do what it’s supposed to and keep things crisp!” 

More than one third of all food produced worldwide is 
wasted – most of it fresh produce, and often because it 
goes rotten in the fridge. How could you design a fridge 
that reduces food waste?



Design Solutions

user centred design

Creating a fridge that is 
completely different to the 
same old boxes that have 
been made for the last half a 
century would be a good start! 
The best way to do this would 
be to break the product down 
to its core functions and then 
design a solution that fulfils 
the users needs!

systems thinking Changing Behaviour

Looking at the entire system 
and designing a solution 
that relieves system failures 
could include communication 
devices, better storage, 
alternatives to refrigeration 
and simple DIY options like 
containers that keep things 
fresher longer.  

This would involve looking at 
the core problems that exist 
with food waste such as useby 
dates, supermarket locations, 
shopping habits, eating 
habits etc. By identifying and 
mapping these issues and 
then designing behaviour 
changing alternatives to 
encourage better habits.



longevity

Longevity is about creating products that are aesthetically 
timeless, durable and will retain their value over time so 
people can resell them or pass them on. Products that last 
longer aren’t replaced as frequently, and can be repaired or 
upgraded during their life.  

What   existing    products 
would you redesign for 
increased longevity?

Longevity: noun, long life, long 
existence or service



Options for easy 
upgrade and 
repair should 
be included, 
and longer 
warranties!

Materials and 
components need to 
be durable so that 

they stand the test of 
time (and kids with 

pens!)

Designs need to 
be timeless so 

they don’t go out 
of fashion

Strength and 
robustness is 
key to making 
something last 

longer 

Longevity Tips



Products should be designed to last longer because materials (often valuable 
and rare ones) get ‘locked up’ inside a product when it is created, and unless 
it can be recycled these materials get lost when the product is discarded. 
New products must then be created to fill the gap made from the old product 
being thrown away, and this requires more resources, and the cycle goes on 
and on... 

Design for longevity is the opposite of planned obsolescence or product ‘death 
dating’ (products that are literally designed to break!). Obsolescence means 
increased disposability, which means more stuff ends up in the trash! 

If you think about it, longer lasting products can actually save you money 
(even if they cost more up front). If a product costs $1,000, but lasts 20 years, 
it is twice as cheap as something that costs $100 but only lasts a year.

what’s the big deal?

 Longevity



What is the main functionality of the 
product and how can this be enhanced in 
the design so that it is used for a longer 
time? 

Are there parts that are likely to break 
due to wear and tear? How can these be 
protected or replaced?

How can the product be designed to 
enhance its durability so it is stronger and 
lasts longer?

What materials are being used and are they 
the best ones for the job? For example, 
using plastic to encase a product that could 
be exposed to heat is likely to decrease its 
life  as it may melt or be cracked. 

How can the styling of the product be 
designed to make it timeless? Avoid fads 
and try and make the design a ‘classic’! 

what you need to think about. . .
How could your product be designed as part 
of a system or service rather than a single 
product that is used and then discarded. 

Can the product come with repair 
instructions and spare parts (just in case it 
gets broken!) 

How can the design help it have a second 
life? Like jam jars that becomes a drinking 
glass or a TV box that can be made into a 
TV stand 

Can the product be retro-fitted to adapt to 
new trends in technology or fashion?

If the product is disposable (like packaging 
or single use items),  find ways of 
encouraging more uses before discarding. 

Can the product serve more than one 
function to reduce the need for other 
products?



Pick an existing standard kitchen appliance (such as a toaster, kettle etc.). Think 
about its current longevity. What is the weakest feature and how is it most likely 
to break? 

Design a new version of the product that addresses this weakness. Incorporate 
design features that will increase the longevity of the product. 

Try it

 yourself!



durability

The more durable a product is, the more likely it is to be 
re-used, repaired, resold or recycled. 

It follows that the longer a product lasts the less likely it 
is to be replaced, meaning that over time less materials 
are used. 

Think about the material types and combinations, as well 
as potential weak points which will eventually require 
repair. 

What components of a product could 
you redesign to make it more durable?

Durable: adjective, able to withstand wear, 
pressure, or damage. Is hard wearing.



short life phones
How long have you had your mobile phone, 
is it almost time for an upgrade? The average 
mobile phone is only used for 15 months 
before being replaced. How can you design 
a phone for long term use?

Design 
Problem

www.gooddesignguide.com

http://www.youtube.com/watch?v=oDAw7vW7H0c
http://www.youtube.com/watch?v=oDAw7vW7H0c
https://www.youtube.com/watch?v=oDAw7vW7H0c
https://www.youtube.com/watch?v=oDAw7vW7H0c


Design Solutions

upgradeability recyclability longevity

These days, lots of products 
are designed to break – it’s 
called planned obsolescence, 
where the use of cheap 
materials and manufacturing 
processes mean that products 
quickly wear down and before 
you know it, you’re heading 
back to the shop for a new 
one. Longevity is the complete 
opposite to this! 

Designing a phone as a 
modular unit so that it can 
be upgraded as new features 
come on the market or parts 
wear down would help reduce 
waste and mean that people 
can have their phones longer.  
This is the objective with the  
idea. 

Phones contain very valuable 
materials, and ensuring that 
they can be easily recycled 
when they are no longer 
usable requires their initial 
design to incorporate the 
use of recyclable materials, 
as well as simple methods 
that enable the phone to be 
pulled apart easily.  



changing trends

Colour and design trends go in and out of 
fashion. What products can you re-design 
so that they can be changed as often as 
trends do. 

For example, lounge chairs with different 
coloured fabrics that can be removed and 
changed or carpet tiles that can be easily 
replaced in sections rather than having to 
re-carpet the entire room. 



upgradeability

Upgradability is where product parts can easily be replaced 
or improved. It could be as simple as replacing a wheel when 
it breaks off a chair or as complex as involving new add-on 
components to make things adapt to new technology. 

Basically, upgrading 
is about designing 
products so that 
they can be easily 
fixed and modified by 
the owner.

Upgrade: verb, raise to a higher standard,
improve by adding or replacing components



unr ePA I RAB L E ?
If one of the wheels on your office chair broke, would 
you replace or repair it? 

Would you even know how to find the right type of 
wheel to fix it with? 

Many small breaks like this result in lots of things 
being thrown out prematurely. How could you design 
an office chair that overcomes this issue, and is easy to 
repair and recycle?

Design 
Problem



Design Solutions

modualrity Durability Repair

Making sure the chair has 
durable parts, especially 
where it’s likely to get extra 
wear (like the wheels!) 
can increase its life. This 
means quality materials and 
manufacturing processes. 

Connections such as snap 
locks make it easy to 
disassemble in the event of a 
breakage. An office chair that 
has separate parts that can 
be customised would help 
increase its life and help it be 
easily upgraded over time. 

Including the option of repair 
right from the start of the 
design process will influence 
the way in which the chair is 
designed. Ensuring that it’s 
easy to fix, and that there is 
a business model around 
the repair process so that 
customers can increase the 
life of the chair. 



Incorporate methods 
of communicating 
the best way to use 
the product and 
options to fix things 
if they break.

Design the 
product to be 
modular so that 
parts can easily 
be removed and 
repaired.

Consider how the 
product fits within the 
wider service system 
and what changes 
could be made in 
the future that might 
impact on the product.

How can a 
product’s 
competitiveness 
be enhanced 
through 
upgrades?

Consider how changing 
fashion trends might 
impact on the perceived 
value of your product 
and design in upgrade 
options.

Upgrading can be,
physical: replacing 
a broken part, 
technical: upgrading 
software to run 
faster, and aesthetic: 
selecting your own 
casing to make it 
more personalised

Products that are 
designed to be 
modular, are easy 
to disassemble 
for repair and 
modification

How to Make 
it Upgradable



You are commissioned to design a trade fair display stand for a company that is frequently promoting 
their products at exhibitions. Each trade show has a different sized space and the display stands need 
to be easily transportable around the country. 

Their product fits is a 50x50cm box so the display stand needs to effectively display these products. 

The display stand that you design must be upgradable, modular and durable so that your client can 
reuse it, re-configure it and add to it as they need to. The product should also be lightweight and flat 
packable for easy transportation.

Try it yourself!



Planned Obsolescence

It’s hard to believe, but many products are intentionally designed 
to break and choices are made to reduce the likelihood of repair! 
Called planned obsolescence or “death dating”, parts can be made 
weaker so they degenerate over time, casings can be glued or stuck 
together in ways that makes it very hard to get inside the product 
without breaking it, and batteries are locked inside so they can’t be 
replaced when they stop working. 

These strategies are anti-sustainability as they increase waste, 
deplete resources and make people spend more money!

Watch a video on planned obsolescence

www.gooddesignguide.com

https://www.youtube.com/watch?v=KjTq5BnbxN0


multifunctional
Making your designs multifunctional 
increases the use and value for the owner.  
How can your product be designed to 
serve different functions or tasks so that it 
can be transformed into something else? 

For example, packaging that is reusable 
as a different product. If your product has 
multiple functions, fewer products are 
needed. Consider how you can incorporate 
complementary functions into your design.



how to make it 
multifunctional?
How could you design special occasion 
garments (like a wedding dress) to turn into 
a different item of clothing and increase the 
number of functions that the garment has? 

Design 
Problem



Design Solutions

Considering the entire life of 
the garment, such as where 
the materials have come 
from, how it will be made and 
what end of life options are 
available, this will influence 
the types of fabrics used as 
well as the design. 

Re-use

A dress that can be turned 
into a skirt or worn in several 
different ways increases its 
use. Think of a wedding dress 
that can become a top and 
skirt, or even a nice formal 
dress after the big day!  

lifecycle thinking

Designing the garment so 
that it doesn’t have to be 
cut up, using hand stitching 
that can later be pulled apart 
means that there is no waste 
and that the material can be 
reused. 

zero waste



furniture
Furniture items are often thrown away when 
people move house, particularly if those items 
don’t fit into the new house. 

How can you design modular furniture that 
caters for different spaces and situations?  Are 
there other innovative solutions you could 
design to save unwanted furniture from landfill?

Design 
Problem



Design Solutions

Modular furniture that can 
be configured in a range of 
different ways allows people 
to customise their furniture 
to their unique needs. There 
are many different ways of 
making furniture modular, try 
and see if you can redesign 
a single unit into a modular 
one! 

disassembly

Designing furniture that is 
super easy to take apart and 
put back together again by 
the user with minimal tools 
would help address this 
problem. Think of all the 
different connection methods 
and easy instructions!  

modularity

You could design furniture 
that was intended to be leased 
rather than owned, this would 
be perfect for students who 
only need items for a short 
time. Product stewardship 
businesses offer the service 
of take back and repair as 
well not beng thrown out!  

product stewardhip



Products that can be moved and configured in 
different ways have increased functionality, 
what could you design that is adaptable to 
multiple spaces and uses?

This is particularly the case with furniture 
that can be used in many different spaces 
and different configurations. 

How does your design include modularity 
and transportability?

modular ity
 

Modular: adjective, involving a a module or 
modules as the basis of design and construction 



Active Products
Products that need to be washed or cared for 
during their life are ‘active’ products and these 
usually have larger impacts during the use phase. 
Such as jeans that need to be washed or coffee 
machines that need electricity and coffee pods. 
Think about what inputs are needed during the 
use phase!

A product that doesn’t need any inputs (such as 
energy, water washing detergent etc.) is called 
a passive product and this usually won’t have 
impacts in its use phase.



When did you last buy a dress or suit for a special 
occasion? How many times did you wear it before 
storing it away? 

How could you design a wearable item to increase 
its use and functionality and minimise its time spent 
in the back of your wardrobe?

single purpose
Design 

Problem

See how Georgia solves 
this problem in her designs!

www.ecodesigner.com.au

http://www.ecodesigner.com.au/#!georgia-mccorkill-fashion/c1m1p


Design Solutions

Think  about  wedding dresses 
that could be designed to 
become a fabulous skirt and 
top after the wedding, or 
a formal gown that can be 
deconstructed and turned 
into a completely new outfit. 

co-design

Collaboratively designing 
directly with the customer, to 
tailor a garment for a specific 
first use as well as alternative 
future uses. 

multi-functionality

If items have to be 
designed for a single use or 
disposability, then design 
them to maximise recycling 
through material selection 
and construction. Make sure 
that the items can actually 
be recycled! 

recyclability



Electronic 
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Zero
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End of Life



End of Life  E

Everything ends up at an end of life point 
when it is no longer needed, breaks, or was 
designed to fail. There are several end of 
life options, from reuse, recycling, reselling, 
remanufacturing, to incineration, landfill, and 
the worst one of all — litter. The way a product 
is designed helps determine what will happen 
to it at the end of it’s life — and the thing we 
want to avoid is waste. 

The by-product of production is waste. Unless 
we create systems that are specifically closed 
loop, and design products that are recyclable 
within these systems — we generate waste. In 
many cases, wasted products end up in landfill 
which means all their value is lost from the 
system and new resources have to be extracted 
to replace them.



Recycle: verb, convert waste into 
reuseable materials

Making a recyclable product goes beyond simply selecting a material. You 
must consider the recyclability of all of a product’s materials, and ensure 
that they can be disassembled easily for recycling at end of life. 

Another important consideration is whether you have systems in place 
whereby the product can be returned to its manufacturer and recycled at 
the end of life.

RECYCLABILITY



How would you dispose of a mobile 
phone? 50 million tonnes of electronic 
waste (e-waste) is generated each year. 

Select an electronic item and re-design 
it so it can be recycled at end of life. 
Which design approach will help? 

electronic waste

Design 
Problem

http://www.youtube.com/watch?v=bxcdFAzyR8g
http://www.youtube.com/watch?v=dd_ZttK3PuM


Design Solutions

Studies that look across the 
entire life of the phone have 
shown that people misusing 
their phone chargers has a 
considerable impact as they 
are often left connected, and 
continue to draw energy. This 
can be reduced by creating 
smart chargers that know 
when to charge (and when 
not to!).

product service 
systems

We could lease phone 
services rather than own the 
product, especially since we 
replace them so often. Then 
phones could be designed 
for upgradability and for ease 
of recycling when they are 
technically no longer useful.

life cycle thinking

Currently many phones 
are designed to lock out 
consumers so they can’t be 
repaired or upgraded. This 
prevents effective recycling 
as it costs more to pull them 
apart to capture the valuable 
parts. Imagine a single button 
that is activated by a special 
tool that popped the phone 
apart! 

disassembly



Zero waste design is a way of creating patterns and 
manufacturing processes that reduce offcuts and 
material waste during production. For example,  
fashion designers create patterns so that each cut 
is the edge of two different pattern parts. This can 
also be done when laser cutting woods and plastics. 
Zero waste design is a much more efficient use of 
materials and saves costs as well. 

wastez e r o

http://www.ecochicdesignaward.com/wp-content/blogs.dir/3/files/2013/07/LEARN_Zero-waste_ENG.pdf


It’s not that long ago that you would have been able 
to take a broken item to a repair shop, but these days 
they are pretty hard to find. It’s become more common 
for cheap items to be designed to break and we all 
just accept that things are more disposable, so we 
throw them in the garbage and get a new one! But 
many products (especially high value electronics) 
can be repaired. 

repair

Find out how to fix 

stuff on www.ifixit.com 

Repair: verb, restore something 
damaged to good condition

http://www.ifixit.com/
http://www.ifixit.com/
http://www.ifixit.com/


What do you do with your old clothes? Only 20% of 
clothing is recycled, while the rest goes to landfill. 
How can you design garments or a fashion business 
that reduces clothes ending up in landfill? 

clothing
waste

Design 
Problem



Design Solutions

Creating garments that 
fit within a re-use system 
would help alleviate the 
environmental burden 
that ‘fast fashion’ has on 
the planet. Businesses can 
offer take back services and 
reward their customers for 
purchasing only what they 
need.

user centred design

Considering the ways in 
which people use clothes 
differently will influence 
the materials and styles. 
For example natural fibres 
help to reduce perspiration 
and can then be washed 
less. Synthetic fibres can be 
used to increase durability 
for hard wearing items. 

systems thinking

Garments can be designed 
with recycling in mind 
such as using single types 
of synthetic fabrics that 
can be melted down and 
reused. Natural fibres can 
be recycled into different 
insulation products. 

recyclability



Designs can be created so that they have a 
second life through reuse or resale.  Lots of 
services like eBay and second-hand shops make 
it easy for things to be sold second hand, but 
they have to be designed with a second life in 
mind right from the start. 

re-use
How can you design 
to increase reuse?

Reuse: verb, to use more 
than once

Zoe designs jewellery for re-use and repair

www.ecodesigner.com.au

http://www.ecodesigner.com.au/#!zoe-pook-jeweller/cg7r
http://www.ecodesigner.com.au/#!zoe-pook-jeweller/cg7r
http://www.ecodesigner.com.au/#!zoe-pook-jeweller/cg7r


waste hierarchy

Prevention is always 
better than a cure 
The saying ‘reduce, reuse, recycle’ might be an 
oldie, but it’s a goodie! It’s really important 
that we reduce the amount of materials, 
resources and processes used at the start of 
the products life cycle. Obviously reuse and 
recycling are great options too, but these are 
less preferable than prevention.



Good Design Guide

Congratulations! 
You made it all the way through the good design guide! Now you should know lots about 
design thinking, good design strategies and design for sustainability! Check out some of 
our other resources online!

TheSecreLifeofThings.com

EcoDesigner.com.au

DesignPlayCards.com

GoodDesignGuide.com

http://www.ecoinnovators.com.au/
http://WWW.THESECRETLIFEOFTHINGS.COM
http://ecodesigner.com.au
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