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Designing & using ‘platform projects’
laying the foundations for FTMS learning in the Follow & Tinker phases

| overview

The Follow/Tinker/Make/Share (FTMS) framework guides learn- Platform projects serve as

ers systematically through the phases of project-based or maker the foundation for the FTMS
learning, from initial encounter through independent creation. framework. These simplified

Even if you don’t have enough time to do all of FTMS’s phases, starting projects directly influ-
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projects to develop founda-
tional skills, understanding,
and familiarity with process-
es, tools, and applications.
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‘platform’, try hunches, and
explore, developing insights
and schemata which they
share with the community.
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their knowledge and skills
to create new projects

in contexts that are
meaningful to them.

application - creation -
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combine their projects
with others, or participate
in competitions, further
situating their learning.
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tice, giving them ‘platform’ knowledge. They also expose learn-
ers to relevant contexts and applications, providing them with a
‘platform’ experience of practicing this field or discipline. And they
equip learners with the human and interpersonal skills and ‘plat-
form’ confidence necessary to begin interacting with the larger
community of creators and users associated with this practice.

To accomplish these tasks, platform projects incorporate three
key features reminiscent of physical platforms: (1) a structure
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