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Useful adages 

Multiple elements for every important function 

Create cycles, niches and +ve connections 

Focus on positives and opportunities                                 

Work out from well managed areas 

Multiple yields from every element 

Diversity creates stability 

Think relative locations 

Avoid Type 1 errors 

Visualise success                                    

Think 7th Generation                            

Community power 

Cooperation not competition 

The problem often the solution 

Consumption down 

production up 

Use guilds 

Edge effects 

Think patterns 

Think succession 

Opposite also true? 

Disseminate 

 

 

 

 

 

Implement

Work 
Breakdown 
Structure

Prioritise 
tasks, 

Form of 
Random 

Assembly

Project 
Management 

Plan     
Critical Path 

Analysis

EVALUATE

Went well, Challenging, 
Do differently. Long term 

goals? next steps?

4Ps Process, Product, 
Personal, Peers,

PNI

TWEAK

Imlement

Observe

Think

Reflect

Design

Design 
                                                                  Experiment 

                                                                  Avoid leaks 

                                                                Think global 

                                                               Act/use local 

                                                               Law of return 

                                                          Learn from error  

                                          Create win-win situations  

                               Think regeneration & drawdown                                                                         

                           Well-trodden path not always right  

           Use energy where it can effect most change 

               Stack & pack within spaces and over time    

                          Low maintenance -  High efficiency 

                       Top down thinking, bottom up action 

            Laws of Necessitous and Conservative use                      

          Symmetry – give/take  & communicate/listen   

       Everything gardens (changes its environment) 

         Think relationships, not elements in isolation             

Helpful 

Approaches 

Some 
Thinking 

tools

Mindmaps,  
Design Webs,        

Capacity 
analysis,    
Random  
assembly             

6 Thinking Hats 
Lateral thinking

Mc Harg's 
Exclusion Method  

SWOC

Strengths-
Weaknesses-
Opportunities, 
Constraints.   

Whole 
System and 
Life Cycle  
thinking        

Parallell 
thinking. 

Positives 

Negatives 

Interesting

Planning     
Critical Path 

Analysis, PERT 
Project Evaluation 

Review 
Technique, 
Flowcharts     
Gantt Chart

Visioning 
Wild 

Design, 
Succession

Action Learning Cycle

Design-Implement-
Observe-Reflect (Went 
well? challenging? Long 

term goals? Next 
steps?)

Principles 
and Ethics

Placemaking

SMAART, 
Specific, 

Measureable, 
Agreed, 

Atainable, 
Relevant, Time-

bound

Analysis Survey 

SUMMARY OF PERMACULTURE DESIGN  

Permaculture is used in 

Some 
Design 

Frameworks

PC Principles 
and Ethics, 

Placemaking

SADIMET
Survey, 
Analyse, 
Design, 

Implement, 
Maintain, 
Evaluate, 

Tweak

CEAP (Collect 
info,Evaluate, 

Apply PC 
principles,Plan 

schedule, 
implementation, 

maintenance 
,feedback

OBREDIMET
Observation, 
Boundaries, 
Resources, 
Evaluation, 

Design, 
Implementation, 

Maintenance, 
Evaluation, 
Tweaking

WEB DESIGN 
Vision, Helps, 

Limits, Patterns, 
Ideas, Principles, 

Integration, Action, 
Momentum, 
Appreciation, 

Reflection, Pause,

Incremental, 

Flow diagrams

RANDOM 
ASSEMBLIES 

Attached to, 
Beside, Around, 

Over, In, On, 
Under, Containing

Backwards,

Goal 
clarification

Survey 

Using site 
PFASTE 

Plants,Fungi, 
Animals, 

Structures, 
Tools, Events

DAFOR(L)
Dominant, 
Abundant, 
Frequent, 

Occasional, Rare 
Local

SCALE OF 
PERMANENCE 

Climate, Landform, 
Water supply, 
Roads, plant 

systems, 
Microclimates, 

Buildings, 
Fences/fields, Soil.

Zones 
Networks 

Desire lines 
Patterns

Mapping

Directional 
Sectors. Sun, 
Wind, Water, 
Neighbours, 

Noise, Views, 
Pollution 

Topographical 
sectors. Slope 

Orientation, 
Elevation 

Flood, Frost

Combination sectors.

Microclimates, eg. funnels, 
shade, shadows, views, 
traps, fire risks, privacy

Soil, 
Weather,

Water 

Resources 
+ Limiting 

factors

Utilities

Client's/Nature's 
requirements

Feedback 
Loops

PRINCIPLES 

(Guidelines to follow) 

tofollhelp) play the 

game) 

Analysis

Key Functions, 
Client's wants, 

Nature's, Crop's, 
Others' needs, 

Community  etc.

Energy leaks   
Avoid

Ecological aid?

Species conservation, 
Ecosystem services, 

Rewilding, 
Regeneration, 

Drawdown,

Ideas 
Attitude 

Approach

Systems 
used to 
achieve 

function. eg 
hedge to 

windbreak

Elements 
used to 
create 

system eg, 
beech to 
hedge

Use thinking 
tools and 

strategies, PC 
principles/ethics 

Ecological 
principles

Ecological impact? 

Energy over Time 
Biodegradability,Transport, 
GG emissions, Land/water 

use, ethics of materials 
sourced, embodied energy..

Appopriate scale, 
Scale of Permanence 

Feedback loops, 
Resilience

Needs/Yields 
Inputs//Outputs 
Limiting factors

Relative 
location, Desire 

lines, Zones, 
Sectors, 

Connections, 
Patterns,         
Co-action

Be part of the solution 

 

Maintenance

Management 
Plans

PERMACULTURE  

A holistic, design intensive                    
approach to sustainable living.                         
It has a central philosophy, and uses                
principles, techniques, and strategies          
plus a good knowledge of natural          
systems to create sustainable designs         
and lifestyles that assist in creating 
conditions conducive to all life forms. 

 Central philosophy 

     (Rules of the game). 

http://www.elationscapes.com/design.html
http://www.holmgren.com.au/

