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THE DESIGN OF EVERYDAY THINGS
REVISED AND EXPANDED Document

The design of everyday things revised and expanded is a seminal work in the field of design,
user experience, and human-computer interaction. Originally authored by Don Norman, this book
has profoundly influenced how designers approach the creation of products, interfaces, and systems
that seamlessly integrate into our daily lives. The revised and expanded edition builds upon
Norman?s foundational principles, reflecting technological advances and evolving user expectations,
making it a must-read for designers, engineers, and anyone interested in creating intuitive and
user-centric designs. This article explores the core concepts of the revised edition, its significance in
contemporary design, and practical insights for applying its principles to modern challenges.

The Significance of "The Design of Everyday Things" in Modern Design
Origins and Impact of the Original Work

Published in 1988, Don Norman?s original book emphasized the importance of user-centered
design. It challenged designers to think beyond aesthetics and technical specifications, focusing
instead on how users interact with products. Norman introduced vital concepts such as affordances,
signifiers, mappings, feedback, and constraints, which continue to underpin user experience (UX)
design today.

Why a Revised and Expanded Edition Was Necessary
Technological innovations?like smartphones, 10T devices, and Al?have transformed how humans

interact with technology. The original principles, while still relevant, needed adaptation to address:

- The complexity of modern digital interfaces

- The proliferation of interconnected devices

- The importance of emotional design and user engagement

- The integration of accessibility and inclusivity considerations

The revised edition aims to update Norman?s insights, incorporate new research, and provide fresh
case studies, ensuring that the principles remain applicable in an ever-changing landscape.

Core Principles of the Design of Everyday Things: Revised and Expanded
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User-Centered Design (UCD)
At the heart of Norman?s philosophy is the idea that products should be designed around the

needs, capabilities, and limitations of users. The revised edition emphasizes:

- Conducting thorough user research
- Iterative testing and prototyping
- Empathizing with diverse user groups, including those with disabilities
Affordances and Signifiers
Affordances are the properties of an object that suggest how it can be used, while signifiers are

cues that communicate the appropriate action.

- Example: A button?s shape and placement suggest pressing

- Expanded Insight: Digital interfaces now rely heavily on visual signifiers like icons, labels, and
haptic feedback
Feedback and Constraints
Providing clear, immediate feedback helps users understand the results of their actions. Constraints

guide users toward correct interactions, reducing errors.

- Example: Error messages or disabling invalid options

- Expanded Focus: The importance of real-time feedback in digital environments, such as loading
indicators or confirmation messages
Mappings
Proper mapping between controls and their effects enhances usability. The revised edition
emphasizes designing controls that mirror real-world relationships, including complex multi-touch
gestures and voice commands.
Design Challenges Addressed in the Expanded Edition

Complexity and Cognitive Load

Modern products often involve complex functionality. Norman advocates for:
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- Simplifying interfaces
- Reducing cognitive load through progressive disclosure
- Using familiar metaphors and conventions
Accessibility and Inclusivity
The expanded work highlights the importance of designing for all users, including those with visual,
auditory, motor, or cognitive impairments.
- Incorporating accessibility standards (e.g., WCAG)
- Designing for inclusive experiences that cater to diverse needs
Emotional and Aesthetic Aspects
Beyond functionality, emotional design influences user satisfaction and brand loyalty.
- Using aesthetics to evoke positive feelings
- Designing for delight and engagement
Ethical Design and Privacy
In the digital age, ethical considerations are paramount. The revised edition discusses:
- Designing transparent and honest interfaces
- Respecting user privacy and data security
Applying the Principles: Practical Strategies for Modern Design
Conducting Effective User Research
- Use interviews, surveys, and observational studies
- Develop personas to represent target users

- Include accessibility testing from early stages

Creating Intuitive Interfaces
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- Use familiar icons and metaphors
- Prioritize clarity and simplicity
- Incorporate meaningful feedback mechanisms
Iterative Design and Testing
- Build prototypes rapidly
- Gather user feedback and refine designs
- Employ usability testing to uncover issues
Leveraging Technology to Enhance Design
- Utilize Al and machine learning for personalized experiences
- Implement adaptive interfaces that respond to user context
- Use data analytics to inform continuous improvements
Emphasizing Ethical and Inclusive Design
- Follow accessibility guidelines
- Design for privacy and data protection
- Engage diverse user groups in testing and feedback

Case Studies and Examples from the Expanded Edition

Smartphone Design Evolution

Vol. 2022, Issue 11

The revised edition discusses how modern smartphones integrate physical and digital affordances,
with features like haptic feedback, voice assistants, and adaptive interfaces that exemplify

Norman?s principles.

Internet of Things (loT) Devices

Designing smart home devices that are easy to set up and use illustrates the importance of

signifiers, feedback, and constraints in complex ecosystems.

Healthcare and Assistive Technologies

Implementing accessible interfaces for medical devices demonstrates how inclusive design
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enhances safety and usability for vulnerable populations.

The Future of Design: Insights from the Revised Edition

Embracing Human-Centered Artificial Intelligence

Designing Al systems that are transparent, controllable, and aligned with user needs.
Designing for Sustainability

Creating products that are durable, repairable, and environmentally friendly.

The Role of Education and Interdisciplinary Collaboration

Encouraging collaboration among designers, engineers, psychologists, and users to foster
innovative solutions that adhere to human-centered principles.

Conclusion

The design of everyday things revised and expanded continues to serve as a foundational guide for
creating intuitive, efficient, and meaningful user experiences. By revisiting core principles like
affordances, feedback, and user-centered design in the context of modern technological advances,
the revised edition offers valuable insights for designing products and systems that truly resonate
with users. Whether addressing digital interfaces, 10T devices, or accessible healthcare tools,
applying these principles ensures that technology remains human-centric, ethical, and inclusive. As
design challenges evolve, Norman?s timeless insights remain vital in shaping a future where
technology enhances everyday life seamlessly and responsibly.

The Design of Everyday Things Revised and Expanded: An In-Depth Analysis

In the realm of human-centered design, the phrase the design of everyday things has become
synonymous with the principles of usability, user experience, and intuitive interaction. Originally
popularized by Don Norman in his seminal 1988 book, The Design of Everyday Things, the concept
has profoundly influenced how designers, engineers, and psychologists approach the creation of
products and environments that seamlessly integrate into our daily lives. As technology advances
and societal needs evolve, the need to revisit and expand upon these foundational ideas has
become increasingly urgent. This article aims to provide an investigative, comprehensive review of
the design of everyday things revised and expanded, exploring historical context, core principles,
recent innovations, challenges, and future directions.

The Origins and Foundations of the Design of Everyday Things
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To appreciate the current landscape, it is essential first to understand the origins of the concept.
Don Norman?s The Design of Everyday Things emphasized the importance of designing objects
that are understandable, usable, and satisfying. His core principles?affordances, signifiers,
feedback, constraints, and mapping?serve as a foundation for human-centered design.

Key Principles Revisited:

- Affordances: The perceived and actual properties of an object that determine how it can be
used.

- Signifiers: Indicators that communicate where actions should take place.

- Feedback: Responses from the environment or the object that inform users about the result of
their actions.

- Constraints: Limitations that prevent incorrect use.

- Mapping: The relationship between controls and their effects.

These principles were revolutionary because they shifted focus from aesthetic considerations alone
to usability and cognitive ergonomics, emphasizing that well-designed objects should be almost
instinctively understandable.

Revisions and Expansions in Theoretical Frameworks

Over the past decades, scholars and practitioners have expanded upon Norman?s work, integrating
insights from cognitive psychology, neuroscience, and digital technology.

From Cognitive Load to User Mental Models

Contemporary design increasingly emphasizes understanding users? mental models?the internal
representations of how systems work. Reducing cognitive load, or the mental effort needed to
operate an object, remains central. Revised frameworks suggest that intuitive design should align
with users? expectations and prior knowledge, lowering error rates and enhancing satisfaction.

Design for Diversity: Inclusivity and Accessibility

An essential expansion involves designing for a diverse user base, including those with disabilities
or different cultural backgrounds. This shift toward inclusive design recognizes that the design of
everyday things must account for varied physical, sensory, and cognitive abilities. Principles such as

Universal Design and Assistive Technology have become integral to modern revisions.

Digital and Smart Environments
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The proliferation of digital interfaces, 10T devices, and smart environments necessitates an
expanded understanding of everyday design. Physical objects now often integrate sensors,
connectivity, and Al, blurring the boundaries between physical and digital. This requires rethinking
traditional affordances and signifiers, considering context-aware feedback, and designing for
seamless interaction across platforms.

Modern Challenges in Designing Everyday Things

Despite technological advances, the design of everyday objects faces persistent and emerging
challenges.

Complexity and Overload

Modern devices often come with a multitude of features, leading to complex interfaces that
overwhelm users. Designers must strike a balance between functionality and simplicity, ensuring
that interfaces are neither too sparse nor unnecessarily complicated.

User Privacy and Ethical Considerations

Designing connected objects raises concerns about data privacy, security, and ethical use. For
example, smart home devices must be intuitive yet transparent about data collection, requiring new
design paradigms that prioritize user trust.

Environmental Sustainability

The environmental impact of manufactured objects is a growing concern. Designing for longevity,
reparability, and recyclability is increasingly viewed as an essential aspect of the design of everyday
things.

Cultural and Contextual Sensitivity

Designs that are intuitive in one cultural context may be confusing or offensive in another.

Globalization demands that designers consider cultural nuances, language differences, and local
practices.

Case Studies and Innovations in the Field

Examining recent innovations reveals how the principles of the design of everyday things are being
revised and expanded in practice.

Smartphones and User Interface Evolution
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Smartphones exemplify complex yet user-friendly design, incorporating gesture controls, haptic
feedback, and adaptive interfaces. Notable trends include:

- Minimalist design reducing cognitive load.
- Context-aware features that adapt to user behavior.
- Accessibility options such as voice control and screen readers.
Home Automation and 0T Devices
Smart thermostats, lighting, and security systems demonstrate integrated design that combines

physical controls with digital interfaces. Challenges include:

- Ensuring intuitive setup processes.
- Providing meaningful feedback.
- Designing for fail-safe operation.
Wearable Technology
Devices like smartwatches and fitness trackers exemplify miniaturization and seamless interaction.

Innovations include:

- Gesture-based controls.
- Biometric feedback.
- Personalized notifications.
Public Infrastructure and Urban Design
Even large-scale objects like kiosks, signage, and public transportation interfaces are being

redesigned for better usability. Examples:

- Touchless payment systems reducing contact.
- Multilingual, accessible sighage.
- Interactive maps with clear signifiers.

Future Directions and Emerging Trends

Looking ahead, the design of everyday things revised and expanded is poised to incorporate several
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transformative trends.
Artificial Intelligence and Adaptive Design
Al-driven interfaces can personalize experiences, anticipate user needs, and adapt in real-time.

Future designs may:

- Learn user habits to optimize interactions.
- Provide proactive feedback.
- Adjust complexity based on context.
Augmented Reality (AR) and Mixed Reality (MR)
AR/MR technologies promise to overlay digital information onto physical objects, offering new ways
to interact with everyday items. For example:
- Virtual controls projected onto real-world surfaces.
- Contextual information displayed seamlessly.
Biometric and Sensory Integration
Advances in sensors enable objects to respond to physiological signals, such as:
- Wearables that adapt based on stress levels.
- Environments that modify lighting and sound according to mood.
Design Ethics and Responsibility
As objects become more intelligent and interconnected, ethical considerations around manipulation,

consent, and autonomy will become central. Designers must ensure that:

- Systems are transparent.
- Users maintain control.
- Design promotes well-being.

Conclusion: Towards a Holistic, Human-Centered Approach
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The the design of everyday things revised and expanded represents an ongoing evolution driven by
technological innovation, societal change, and a deeper understanding of human cognition and
behavior. Moving beyond aesthetic and functional considerations alone, modern design emphasizes
inclusivity, ethics, sustainability, and adaptability.

Successful future designs will be those that:

- Respect diverse user needs.

- Anticipate and simplify complex interactions.

- Incorporate emerging technologies responsibly.
- Foster trust and transparency.

Ultimately, the goal remains constant: to craft objects and environments that fit seamlessly into our
lives, enhance our capabilities, and respect our values. As we continue to investigate and refine
these principles, the everyday things around us will become more intuitive, accessible, and
meaningful?fulfilling their true potential as extensions of human intention and creativity.

QuestionAnswer What are the key principles introduced in 'The Design of Everyday Things'
revised edition? The revised edition emphasizes principles such as affordances, signifiers,
feedback, constraints, and user-centered design to create intuitive and usable products. How does
the expanded edition address modern technological challenges? It incorporates discussions on
digital interfaces, 10T devices, and smart technology, providing updated insights on designing for
complex, interconnected systems. What new case studies are included in the expanded version?
The expanded edition features recent case studies on mobile apps, smart home devices, and user
experience failures, illustrating practical applications of design principles. How does the book
approach the concept of user-centered design? It emphasizes involving users throughout the design
process, understanding their needs, and designing with empathy to ensure products are intuitive
and accessible. What role does cognitive psychology play in the revised book? The book integrates
cognitive psychology insights to explain how users perceive, process, and interact with design
elements, helping designers create more effective interfaces. Are there new tools or frameworks
introduced in the expanded edition? Yes, the book introduces updated frameworks like the model of
human cognition, and practical tools for prototyping and iterative testing to enhance design
processes. How does the book address accessibility and inclusivity in design? The revised edition
emphasizes designing for diverse users, including those with disabilities, ensuring products are
usable and inclusive for everyone.

Related keywords: user experience, usability, human-centered design, cognitive psychology,
interaction design, user interface, product design, design principles, ergonomics, human factors



THE DESIGN OF EVERYDAY THINGS REVISED AND EXPANDED Document Vol. 2022, Issue 11

Living And Nonliving Things Passage Second Grade

living and nonliving things passage second grade

Understanding the differences between living and nonliving things is an important part of a
second-grade science curriculum. This knowledge helps young students develop their observation
skills, expand their vocabulary, and foster a sense of curiosity about the world around them. A
well-structured passage on living and nonliving things can serve as an engaging educational
resource, helping children recognize and categorize the objects they see every day.

In this article, we will explore the characteristics that define living and nonliving things, provide
examples of each, and suggest activities to reinforce learning. Whether you're a teacher preparing a
lesson plan or a parent helping your child with homework, this comprehensive guide aims to make
the topic clear and accessible for second graders.

What Are Living Things?

Living things, also known as organisms, are beings that grow, reproduce, respond to their
environment, and have cells that make up their bodies. They are alive, meaning they have life
processes that sustain their existence. Understanding what makes something living is key to
distinguishing between living and nonliving things.

Characteristics of Living Things

Living things share several defining features:

- Growth: Living things grow larger over time. For example, a seedling grows into a big tree.

- Reproduction: Living organisms can produce new living things, such as a puppy having
puppies or a plant producing seeds.

- Response to Stimuli: They can react to changes in their environment. For instance, plants
bend toward sunlight, and animals move away from danger.

- Cells: All living things are made up of tiny building blocks called cells.

- Need for Food: Living things require food to get energy and stay alive.

- Breathing: Many living things breathe, taking in oxygen or other gases.

Examples of Living Things

Here are some common examples of living things that second graders might observe:
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- Animals: dogs, cats, birds, fish, insects

- Plants: trees, flowers, grass, bushes

- Humans: boys, girls, adults

- Microorganisms: bacteria, fungi (though microscopic, they are living)

What Are Nonliving Things?

Nonliving things are objects that do not grow, reproduce, or respond to their environment in the
ways living things do. They do not have cells or life processes. These objects can sometimes
resemble living things but lack the essential characteristics of life.

Characteristics of Nonliving Things
Nonliving things:
- Do not grow or change on their own
- Never reproduce or create new objects
- Do not respond to stimuli in a way that indicates life
- Are not made up of cells
- Do not need food or water to survive

Examples of Nonliving Things

Common nonliving objects include:

- Rocks and stones

- Plastic toys and utensils

- Clothing and shoes

- Books and furniture

- Sunlight and air (non-solid nonliving things)

How to Tell the Difference Between Living and Nonliving Things

Helping second graders distinguish between living and nonliving things involves observation and
understanding their characteristics. Here are some simple ways to identify each:

Steps for Identification



THE DESIGN OF EVERYDAY THINGS REVISED AND EXPANDED Document Vol. 2022, Issue 11

- Look for movement or growth: Is the object growing or moving on its own?
- Check if it needs food or water: Does the object require nutrients or hydration?
- Observe response to environment: Does it react when touched or exposed to light?
- Consider if it can reproduce: Can it make more of itself?
Using these questions, children can practice sorting objects into living and nonliving categories.

Activities to Reinforce Learning

Engaging activities can make the concept of living and nonliving things more memorable and fun for
second graders.

1. Nature Walks
Take children on a walk in the school yard, park, or garden. Encourage them to observe and note

what they see.

- Ask them to identify at least three living things (e.g., a bird, a flower, an ant).
- Identify nonliving things (e.g., a rock, a bench, a piece of paper).
- Discuss how they know which are living and which are nonliving.
2. Sorting Game
Provide pictures or objects representing various items.
- Have children sort them into two groups: living and nonliving.
- Ask them to explain their choices based on the characteristics discussed.
- This activity helps reinforce understanding through hands-on experience.
3. Drawing and Labeling
Ask children to draw a scene from nature, including both living and nonliving things.
- Label each item as living or nonliving.

- Describe why they categorized each object that way.

4. Classify and Compare
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Create a chart with two columns: Living Things and Nonliving Things.

- Fill the chart with examples provided by the children.
- Discuss the differences in characteristics.

Key Vocabulary for Second Grade

Introducing and reinforcing key vocabulary helps students articulate their understanding:

- Living: Alive, grows, reproduces, responds

- Nonliving: Not alive, does not grow or respond

- Cell: The tiny building block of living things

- Reproduce: Make more of the same kind

- Stimulus: Something in the environment that causes a response

Summary

Understanding the difference between living and nonliving things is fundamental for second graders.
Living things have life processes such as growth, reproduction, and response to stimuli, while
nonliving things do not. By observing their surroundings, engaging in sorting activities, and
discussing examples, children can develop a clear understanding of these concepts.

Encouraging curiosity and exploration through outdoor activities and hands-on experiments makes
learning about living and nonliving things both fun and educational. As students become more
familiar with the characteristics that define each, they build a strong foundation for future science
studies and a greater appreciation for the natural world around them.

Whether at home or in the classroom, this knowledge helps children develop critical thinking skills
and a scientific mindset that will serve them well as they continue to explore and learn about the
world.

Living and Nonliving Things Passage Second Grade: An In-Depth Review

Understanding the concepts of living and nonliving things is a fundamental part of early science
education, especially for second graders. Introducing young students to these ideas through
passages and passages-based activities helps build a strong foundation for future scientific learning.
In this article, we will explore the importance of these passages, their structure, benefits, challenges,
and tips for making the learning process engaging and effective.
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The Importance of Living and Nonliving Things Passages in Second
Grade

Teaching second graders about living and nonliving things is a critical step in fostering their curiosity
about the natural world. Passages designed for this age group serve as an accessible entry point
into scientific classification and observation skills.

Why are these passages important?

- Early Scientific Literacy: They help students recognize and differentiate between living and
nonliving things.

- Vocabulary Development: Introduce age-appropriate scientific terminology.

- Observation Skills: Encourage students to observe characteristics and features of various
objects.

- Critical Thinking: Promote reasoning about what makes an organism alive or not.

- Preparation for Future Topics: Lay the groundwork for more complex science concepts like
ecosystems, habitats, and life cycles.

Features of Effective Passages
- Age-appropriate language
- Clear definitions
- Engaging illustrations

- Interactive questions
- Real-life examples

Structure of a Typical Living and Nonliving Things Passage

Most passages aimed at second graders follow a simple, student-friendly structure designed to
facilitate comprehension and retention.

Introduction

- Briefly introduces the topic, such as ?What are living and nonliving things??
- Uses relatable examples, e.g., animals, trees, toys, rocks.

Key Characteristics
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- Describes features that distinguish living things (growth, movement, reproduction, need for air
and water).

- Describes features of nonliving things (no growth, no movement without external cause, no
reproduction).

Examples and Comparisons
- Provides examples of living things like cats, plants, insects.
- Provides examples of nonliving things like chairs, water, rocks.
- Uses side-by-side comparisons to highlight differences.
Interactive Activities or Questions
- Includes questions like ?Is a car living or nonliving?? or ?What do plants need to grow??
- Promotes active engagement and critical thinking.
Summary and Conclusion

- Reiterates main points.
- Reinforces distinctions through simple summaries.

Pros of Using Living and Nonliving Things Passages in Second Grade
Utilizing well-designed passages offers numerous benefits for young learners.

Features and Benefits

- Enhances Reading Skills: Integrates science content with literacy development.

- Visual Learning: lllustrations and photographs help visual learners understand concepts.

- Builds Scientific Vocabulary: Introduces words like ?alive,? ?growth,? ?reproduce,? ?nonliving.?
- Encourages Observation: Prompts students to observe their environment actively.

- Fosters Curiosity: Engages students? natural interest in the world around them.

- Supports Differentiated Learning: Can be adapted for varied reading levels.

Pros Summary
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- Combines literacy and science education effectively.
- Encourages hands-on and visual learning.

- Easy to incorporate into daily lesson plans.

- Suitable for diverse classroom settings.

Challenges and Cons of Living and Nonliving Things Passages

Despite their many advantages, there are some challenges associated with using these passages in
second-grade classrooms.

Potential Drawbacks

- Simplification Risks: Over-simplifying concepts might lead to misconceptions.

- Limited Depth: Passages may not cover all aspects or nuances of the topic.

- Engagement Variability: Not all students may find static passages engaging.

- Dependence on Visuals: Over-reliance on pictures may hinder understanding for some learners.

- Language Barriers: English language learners may need additional support with vocabulary.
Addressing Challenges

- Use a variety of teaching methods alongside passages, such as hands-on activities.

- Incorporate videos, experiments, and outdoor observations.

- Clarify misconceptions through discussion.
- Provide vocabulary supports, like word banks or visual aids.

Effective Strategies for Teaching Living and Nonliving Things

To maximize the effectiveness of passages, educators can employ various strategies:
Interactive Reading

- Encourage students to predict, ask questions, and summarize as they read.

- Use think-pair-share activities to promote discussion.

Hands-On Activities

- Sort objects into living and nonliving groups.
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- Plant seeds and observe growth over time.
- Collect natural items from outside and classify them.

Visual Aids and Models

- Use charts, diagrams, and pictures to reinforce concepts.
- Create a classroom ?nature corner? with real examples.

Discussion and Reflection

- Ask open-ended questions to stimulate thinking.
- Have students draw or write about what they learned.

Assessment and Reinforcement

- Use simple quizzes or worksheets based on passages.
- Conduct informal observations during activities.

Sample Passage for Second Grade: Living vs. Nonliving Things

Living things are things that grow, change, and reproduce. They need air, water, and food to stay
alive. Animals, plants, and insects are living things. For example, a dog can grow bigger, and a
sunflower can produce seeds.

Nonliving things do not grow, reproduce, or need food. They are not alive, but they can still be
useful. Examples include rocks, chairs, and water. Nonliving things can change because of weather
or human activity, but they do not grow or have babies.

Questions for Students:
- Is a tree a living or nonliving thing? Why?
- Name two nonliving things in the classroom.

- What do living things need to stay alive?

This simple passage introduces core ideas clearly and encourages students to think critically about
their environment.
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Conclusion: Making Living and Nonliving Things Passages Effective

Living and nonliving things passages are a vital tool in second-grade science education. They serve
as accessible, engaging, and educational resources that help young learners grasp basic scientific
concepts. When carefully designed with age-appropriate language, vivid visuals, and interactive
elements, these passages can foster curiosity, improve literacy, and lay a solid foundation for future
scientific exploration.

While there are some challenges?such as oversimplification and engagement issues?these can be
mitigated through diverse teaching strategies, hands-on activities, and ongoing discussions.
Ultimately, the goal is to cultivate a sense of wonder and understanding about the natural world,
empowering students to observe, question, and appreciate the living and nonliving things around
them.

By integrating well-crafted passages with active learning approaches, educators can create a
dynamic and meaningful science learning experience for second graders that nurtures their natural
curiosity and supports their educational growth.

QuestionAnswer What is a living thing? A living thing is something that grows, breathes, and
needs food and water, like a dog or a tree. What is a nonliving thing? A nonliving thing is something
that does not grow, breathe, or need food, like a rock or a chair. Can a plant be a living or nonliving
thing? A plant is a living thing because it grows and needs water and sunlight. Is the sun a living or
nonliving thing? The sun is a nonliving thing because it does not grow or need food. Do animals
need food to live? Yes, animals are living things and need food to grow and stay healthy. Are rocks
living or nonliving? Rocks are nonliving because they do not grow or breathe. What are some
examples of living things? Examples of living things are cats, flowers, and fish. What are some
examples of nonliving things? Examples of nonliving things are toys, water bottles, and buildings.
Why do plants need sunlight? Plants need sunlight to make their food and grow. How can you tell if
something is living or nonliving? You can tell if something is living if it grows, needs air or water, and
can move or respond. Nonliving things do not do these things.

Related keywords: living things, nonliving things, plants, animals, rocks, humans, environment,
characteristics, habitats, classification

Read the full article online: living and nonliving things passage second grade
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