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Welcome to DESIGN
Introduction
This could be the first time you have had a subject at school called Design. That doesn't mean that you've not studied Design before. If you have ever thought to yourself "I wonder why someone made that like they did?" or looked at something in your house and said "I like way that's designed" you are studying technology. If you have ever come up with a way to make something easier you have used Design. If you have ever thought about what might help someone out and made a product or process to do it then you were doing Design. Design is around us, where-ever we live. Some Design is simple, some is very complicated, but it all does the same thing, it makes our lives easier.

So what do you need to know before you study Design? You already know plenty! What you need to learn is how to go about making the most effective products using the design process; products that will really make a difference. 

MYP Technology is about helping you become creative problem solvers. You will develop an appreciation for technology and look at how important it is in your life and others around you. You will develop new skills and knowledge. You will develop your research skills and learn to listen to others for ideas. You will appreciate that there are often many solutions to a single problem and hopefully have lots of fun! 

Aims
The aims of MYP Design are to encourage and enable students to:
• enjoy the design process, develop an appreciation of its elegance and power

• develop knowledge, understanding and skills from different disciplines to design and create

solutions to problems using the design cycle

• use and apply technology effectively as a means to access, process and communicate

information, model and create solutions, and to solve problems

• develop an appreciation of the impact of design innovations for life, global society and

environments

• appreciate past, present and emerging design within cultural, political, social, historical and

environmental contexts

• develop respect for others’ viewpoints and appreciate alternative solutions to problems

• act with integrity and honesty, and take responsibility for their own actions developing effective working practices.
What will you do in Design class?

Designing requires an individual to be imaginative and creative, while having a substantial knowledge base of important factors that will aid or constrain the process. Decisions made need to be supported by research and investigation. Designers must think creatively, while conforming to the requirements of a design specification.
MYP Design challenges all students to apply practical and creative thinking skills to solve design problems.
Inquiry and problem-solving are at the heart of Design Class. You will each act as toy designers and use your innovative and creative skills to create a fun toy for preschool children that helps improve hand eye coordination.

What tool would be best for the job I have to do?
To make this choice we need to know about what a tool is good at doing.
The MYP expects all students to become actively involved in, and to focus on, the whole design process rather than on just the final product.
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We use the design cycle as a tool to create an innovative and creative product. The stages of this process involve using four different and inter-related activities. These stages are: Inquiring and analyzing , Developing ideas, Creating and Evaluating.
They help us group the jobs we need to do when we move from stage to stage of the Design Cycle.
It provides the methodology used to structure the solution. It works like another problem solving system you are probably familiar with……. The Scientific Method.
In MYP Design, a solution can be defined as a model, prototype, product or system that students have developed and created independently.

Solving Problems
The whole point of Design is to solve problems. Once you have learned how the tools work and what resources are available, you will be able to make creative solutions for any client or target audience.
What is a Design Project?
Every design project will start with a problem. The aim of the project is always to find a solution.
Don't Worry This is a lot to do, but you will have enough time and you will get plenty of help along the way. 
Let’s get started.
What will you be doing?
Creative innovation often improves the function of products. You will act as the designer and creator of a reliable solution which satisfies the need for a client or target audience. You will apply the design cycle and use your technical skills to develop an innovative product which will do this.
What’s the problem?

You are a toy designer and your employer has asked you to design and create a fun product that will help improve hand-eye. The toy (product) should be self-contained and robust and must be safe for the target audience.

Students are allowed to use all traditional tools and materials and equipment in the technology lab. Materials or equipment not provided in the technology department may need to be acquired by the you in order to create your product.

How much time do you have?

A complete Design Cycle will take the whole marking period.
What happens to your finished product?

The final products will be tested against the design specifications and observation of use by the client. If time permits students will be able to make a prototype of the product. When the toy is determined to be reliable and safe, students will be able to take it home or donate their toys to charity.
TASK GUIDE-Inquiring and Analyzing
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Design Problem: 
Students will design and create a fun product that will help improve hand-eye coordination of their client. The toy (product) should be self-contained and robust and must be safe for the user.
I. Explain and Justify the need - describe your client/target audience and explain the need for a solution.
II. Identify your research – use appropriate-reliable sources to answer the guiding questions below.

· What is Hand-Eye Coordination?

· How old is your client?

· Why is hand-eye coordination important?

· What kinds of games help your client with hand-eye coordination?

· What does robust mean?

· How do I know a toy is safe for my client?
A. Primary Research – Properly identify your research, which are directly related to your Design Problem.
B. Secondary Research – Properly identify your research which led to expanded understanding or interest that you discovered in your initial research.

Notice :
You will need at least four annotated citations
III. Analyze existing products: 
· List and describe 4 existing products which you found while doing your research that inspired you about a possible solution to this problem.

IV. Develop a design brief
· Using what you have learned through your research, summarize your findings about the details of this problem and describe how you plan to use the Design Cycle to develop a viable solution.
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TASK GUIDE-Developing Ideas
I. Develop a Design Specification.
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Examine the Design Problem and list and explain all of the design specifications which guide development of your ideas for a solution.
II. Develop Design Ideas:


Consider all design specifications as you develop your design ideas.

· Brainstorm ideas for design solutions to the hand-eye-coordination project.

· Consider the two suggestions for feasible solutions provided by your teacher.
· Make a 3D or multi-view 2d sketch of two of the examples provided. Then make a sketch of one additional design idea of your own. 

Use one sheet of ¼” ruled graph paper for each idea. Include any necessary notation to briefly describe your design.

· Examine each design against all design specifications on the same sheet of ruled graph paper.
III. Present the Chosen Design

· Choose the design you wish to create.
· Justification - explain your reasons for choosing this design with details about how it satisfies the design specifications.

IV. Develop Planning Drawings/Diagrams.
· Develop detailed drawings which show the significant geometry, dimensions, and the materials to be used. Include any notation necessary about fasteners, joinery, finishes or special conditions that can’t be shown in the drawing.

TASK GUIDE-Create


I.  Make a detailed Plan to produce your chosen design.

A complete Plan will include:

· A Description of the process - in a logical order including machines and tools you will need to use.
· An estimate of time need to complete each step of the plan

· A material list – and how you plan to acquire the materials.
A planning template will be provided by your teacher.

II. Make you’re a 3D model of your solution using care, to ensure accurate and

appropriate quality.
III. Follow your plan and use all appropriate resources to create your design.

· Include digital photos of your progress in your planning document as you complete each task.
IV. Justify any changes to your design or plan while making your solution: 
TASK GUIDE- Evaluating


I. Design detailed and relevant testing methods.

· Create a series of tests which will measure each design specification.

· Determine an appropriate sample group/s for each test.

· Administer each test and collect data which reflects the performance of your toy.
II. Evaluate the success of the solution.

· Use the data collected from your tests to determine the success of your toy.
III. Explain how your solution can be improved.

· Describe any changes you would make which would help your toy better meet the needs of your clients. 
IV. Explain the impact of your solution.

· How will your toy help your client/s?

Think about skill development of pre-school children needs of parents, and entertainment for families when you do this part.
[image: image7.jpg]Explain the
impact of
the solution

Explain
howthe
solution
could be
improved

Evaluating

Evaluate
the success
ofthe
solution

Design
testing
methods




	Computer technology, design technology, technology

	IB Grade
	IB Boundaries
	Report Card Grade

	1
	0–5
	50

	2
	6–8
	60

	3
	9–14
	70

	4
	15–19
	80

	5
	20–24
	88

	6
	25–28
	95

	7
	29–32
	100


General Grade Descriptors
	IB Grade
	Descriptor
	CPP Grade

	Grade 1 
	Minimal achievement in terms of the objectives. 
	50

	Grade 2 
	Very limited achievement against all the objectives. The student has difficulty in understanding the required knowledge and skills and is unable to apply them fully in normal situations, even with support. 
	60

	Grade 3 
	Limited achievement against most of the objectives, or clear difficulties in some areas. The student demonstrates a limited understanding of the required knowledge and skills and is only able to apply them fully in normal situations with support. 
	70

	Grade 4 
	A good general understanding of the required knowledge and skills, and the ability to apply them effectively in normal situations. There is occasional evidence of the skills of analysis, synthesis and evaluation. 
	80

	Grade 5 
	A consistent and thorough understanding of the required knowledge and skills, and the ability to apply them in a variety of situations. The student generally shows evidence of analysis, synthesis and evaluation where appropriate and occasionally demonstrates originality and insight. 
	88

	Grade 6 
	A consistent and thorough understanding of the required knowledge and skills, and the ability to apply them in a wide variety of situations. Consistent evidence of analysis, synthesis and evaluation is shown where appropriate. The student generally demonstrates originality and insight. 
	95

	Grade 7 
	A consistent and thorough understanding of the required knowledge and skills, and the ability to apply them almost faultlessly in a wide variety of situations. Consistent evidence of analysis, synthesis and evaluation is shown where appropriate. The student consistently demonstrates originality and insight and always produces work of high quality. 
	100
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