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Areas of  
Interaction: 

Student Learning Expectations. (SLE) 

ATL Thinking: Problem solving  
Organisation: Project management skills 
Reflection: Evaluation, testing and journaling. 

CS being an active contributor: including showing 
willingness and the skills to respond to the 
needs of others, coming up with solutions to 
actively resolve issues within communities. 

Branches of Technology 
Information:  
     - Communication of information using appropriate I.T. to         
       Produce a Design Folio. 
     - Graphic communication through design 
     - DTP. 
Materials: 

- Properties and use of thermoplastics (HIPS, expanded 
polystyrene), MDF and conductive metals (Cu, Al). 

- Workshop practices 
Systems: 

- Basic electronic components & circuits. 
- Industrial manufacturing 

Batch Production 
TECHNOLOGY OBJECTIVES HOW THEY WILL BE ASSESSED 

1. Use of the design 
cycle. 

2. Undertake meaningful 
& relevant research. 

3. Manage time & 
resources effectively 

4. Critically evaluate own 
work. 

5.  Reflect upon own 
learning 

1. Create a Design Folio 
following the Design 
Cycle. 

2. Carry out Market Research, 
product analysis & design 
accordingly 

3. Create solution to 
appropriate standard. 

4. Test & evaluate solution. 
5. Evaluate own performance 

in terms of ATL & Learner 
Profile. 

 

Unit question:  
Can learning to read and 
write be fun? Does ‘fun’ 
make for better learning? 

Significant Concepts: Technology 
enhances teaching and learning by 
engaging students. 

Context: 
    Learning the alphabet and phonetics is crucial for all 
children as they enter primary school. It can be particularly 
challenging for children from non-English speaking 
backgrounds.  
Task: Your challenge is to design and make a buzzing type 
steady hand game to be used as an educational toy to help 
kindergarten children learn to read. 
 

MYP TECHNOLOGY YEAR 2. 
 

STEADY HAND GAME PROJECT 
STEADY ON! 

[Information] [Systems] 
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Investigate Design Brief 

Explain in your own words the design task that you have been asked to 
solve. What is the problem we are trying to solve? 

Write 2 – 3 guiding questions that might hep you with your research. 
What do you need to find out? 

What are the AREAS OF INTERACTION that have been highlighted by 
your teacher for this design task? How might they been interpreted to 
help you understand the problem? 
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Describe how you will use the Design Cycle in this project. 
 
Investigate: 
 
 
Plan: 
 
 
Create: 
 
 
Evaluate: 
 
 
 
 

The Design Cycle Investigate 
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Looking at similar products is a useful form of research. You can learn quickly 
about the different methods and techniques used to solve a problem similar to 
your own. This leaves you in a good starting point to think about your own 
solution.  
Find pictures of educational games, ‘steady hand’ games and toys and annotate 
thoroughly.  
Use the Internet, magazines, books or photograph real items.  
 

Annotation guide for Product Analysis 

Identify all the key elements of the design?  

What features do you like/dislike about the design?  

How has the game/toy been made?  

Indicate what ideas you could use.  

Product Analysis Investigate 
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Product Analysis Investigate 

Conclusion: 
What did you learn from your research?   
How will this affect your Design Specification? 
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Question Options Results 

  

  

  

 

  

  

  

  

 

  

  

  

  

 

  

Market Research Investigate 

In order to design your game, you need to decide on your user group and 
find out what their needs are.  
Who is your user group? ______________________________________________ 
 
Conduct a multiple choice survey to find information about the likes and 
dislikes of your chosen demographic. 
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Question Options Results 

  

  

  

 

  

  

  

  

 

  

  

  

  

 

  

Market Research Investigate 

Conclusions 
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COMPONENT PICTURE CIRCUIT SYMBOL USES 

BATTERY 
 
 

   

LIGHT 
EMMITING 
DIODE 
 

   

 
BUZZER    

TOGGLE 
SWITCH 

   

Electrical Components Investigate 
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Specification 

A Specification is a list of key points and/or constraints that 
designs must take account of.  The specification is written after the 
design brief has been analysed and research has been carried out.  
What design considerations must you include in this particular 
project? 
 

Investigate 

Use (What is it for): 
 
 
 
Demographic (Who is it for): 
 
 
 
Size Restrictions: 
 
 
 
Required Design Elements: 
 
 
 
Time to complete Project: 
 
 
 
Aesthetics (The looks): 
 
 
 
Ergonomics (Design for use): 
 
 
 
Special Design requirements: 
 
 
 
Safety: 
 
 
 
Other: 
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Circuit Designs Design 

Draw a Circuit Design using Pictograms and then 
one using Circuit Symbols 
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Initial Designs Design 

Create 4 sketches of games indicating possible layouts, heading types, 
colours etc. 
Annotate each design thoroughly and use the Design Specification as a 
check list 
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Initial Designs Design 

Create 4 sketches of games indicating possible layouts, heading types, 
colours etc. 
Annotate each design thoroughly and use the Design Specification as a 
check list 
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Initial Designs Design 
Create 4 sketches of games indicating possible layouts, heading types, 
colours etc. 
Annotate each design thoroughly and use the Design Specification as a 
check list 
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Initial Designs Design 

Create 4 sketches of games indicating possible layouts, heading types, 
colours etc. 
Annotate each design thoroughly and use the Design Specification as a 
check list 
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Final Design Design 

Justify your choice of final design and explain how you have met the 
Design Specification. 
Explain manufacturing techniques you will use and why. 
Justify the choice of theme. 
How will it be educational? 
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One of the key skills in Technology is the ability to plan and to use time 
and resources effectively.  
You need to create Gantt charts to help with your time management. You 
should make note of the due dates for each section and plan 
accordingly. 
Your Gantt chart (s) could be completed in Numbers then inserted here. 
 
http://www.ganttchart.com/ 
 

Plan Gantt Chart 

Investigate Due:  

Design Due:  

Plan Due:  

Create Due:  

Evaluate Due:  
Materials List 

You will need to create a comprehensive list of all the materials and 
components that you will need if you are to create an actual product. 
You need to indicate: 

- Materials 
- Sizes (length x width x height) 
- Components (screws, nails etc) 
- Consumables 8Glues, paints etc) 
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Step Materials/Tools 
needed 
 

Process (What I will 
do) 
 

Time 
 

    

Plan Production Plan 

A production plan is a step by step guide of how you are going to make 
your product/solution. In the Investigate phase of the Design Cycle, 
you should have researched into the materials and construction 
processes that could be used. 
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Step Materials/Tools 
needed 
 

Process (What I will 
do) 
 

Time 
 

    

Plan Production Plan 
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DATE What was accomplished this lesson, 
tools used, problems encountered 
and how they were overcome.  
 

What I hope to achieve next lesson, 
what tools I will need, what materials I 
will need, any changes to my design. 

   

Create  Process Journal 

During the Create phase of the Design Cycle, you must keep a Process 
Journal.  
You should record what you have done each lesson and what you will do the 
next lesson. 
 
Take photographs of your project as it is being created to show each step of 
production. 
Indicate problems you have encountered and how you overcame them. 
 
Justify any changes to your design. 
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DATE What was accomplished this lesson, 
tools used, problems encountered 
and how they were overcome.  
 

What I hope to achieve next lesson, 
what tools I will need, what materials I 
will need, any changes to my design. 

   

Create  Process Journal 
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Evaluation Final Product 

TEST YOU GAME: 
Describe how you can gauge the success of your game. How does it 
meet the Design Specification? 
How can you test it with your intended users? 
 
Carryout the test and document your results. 
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Evaluation is perhaps the most important part of the Design Cycle. You need to 
evaluate the final product, evaluate each stage of the Design Cycle and 
evaluate against the Areas of Interaction. 
 

 
  

Evaluation of: FINAL PRODUCT 
 

Have you solved the problem?  
How can you test the product?  
How could you improve your design? 

 

Design Improvements (sketch) Design Improvements (sketch) 

  

Evaluation Final Product 
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Evaluation of Design 
Cycle: 
      INVESTIGATION 

Have you explained the problem clearly in the 
Design Brief and Specification?  
Have you investigated the problem thoroughly 
Have you acknowledged your sources?  
How can you effectively test your solution? 

 
 

Evaluation of Design 
Cycle: 
      DESIGN & PLAN 

Did you produce several feasible designs? 
Can you justify you chosen final design? 
Did you produce a detailed and logical plan? 

 
 

Evaluation Design Cycle 
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Evaluation of Design 
Cycle: 
      CREATE 

Did you use the tools and equipment effectively? 
What problems to you have? How did you solve 
them? 
Did you change your design? Can you justify 
your changes? 
Did you create a solution of appropriate 
quality? 

 

Evaluation of Design 
Cycle: 
ATTITUDES IN           
TECHNOLOGY  

Did you work to the best of your ability?  
Were you self motivated?  
Could you solve problems and work 
independently? 
List and explain any Learner Profile attributes. 

 

Evaluation Design Cycle 
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Evaluation of Areas of 
Interaction: 
Community & Service 

Community Service is concerned with how we 
can serve and contribute to out community. 
How have you done this? What were the 
needs of the community that you 
addressed? What are the possible effects 
of your design?  
 

 

Evaluation of Areas of 
Interaction: 
APPROACHES TO LEARNING 

What ALT skills did you employ during this 
project? 
Were they effective/relevant? How could 
you improve? 
E.g.: Brainstorming, Gantt Charts, 
Bibliographies, Surveys, Interviews, Group 
work, Testing, Evaluation. 

 

Evaluation Areas of Interaction 
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Completed Game  


