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TERM 1

Game On! Systems Collaboration
 Invention

Fairness and development People can work together to invent new systems for the benefit of others.B, C, D SA1: Designing and Developing 3 
different types of game structures.
 
 SA2: The manufacture and 
completion of a game structure
 
 SA3: The implementation of the 
game, evaluation and adaptation.

Self-management: Organization skills
 
 Self-management: Affective skills
 
 Communication: Communication skills
 
 Research: Information literacy skills
 
 Social: Collaboration skills

Factual Knowledge:
 
 Game structures, Physical Education requirements, 
Ergonomics
 
 Procedural Knowledge:
 
 CAD, Measuring, Woodwork, cutting and joining, Painting 
and Finishes for wood.
 
 Design Situation:
 
 Physical Education teachers are often budget restricted. 
Design and build some low cost implements to be used in PE 
lessons for Primary School classes of up to 12 students.

2D Scrolling Game Systems Function
 
 Perspective

Scientific and technical innovationThe design of learning games needs to consider the requirements of the teacher and the perspective of the student, while creating interesting and innovative interactions.B, C Self-management: Organization skills
 
 Self-management: Affective skills
 
 Communication: Communication skills
 
 Research: Information literacy skills
 
 Social: Collaboration skills

Factual knowledge:
 
 Gamification, CAD design, technical use of the application 
chosen to create the game.
 
 Procedural knowledge:
 
 Project management, inquiry into the target market and 
analysis of the findings, development with creativity of the 
interface, backgrounds and characters of the game, 
storyboarding, product analysis
 
 Resources:
 Godot, other game making software
 
 Design situation:
 
 It is said that schools, workplaces, families, and academic 
researchers have a lot to learn about learning from 
computer and video games. Games provide information in a 
challenging environment and motivate the user to learn. 
Teachers need educational games that can engage students 
and help them to solve problems. Can you help them?

TERM 2

Mobile device stand Development Ergonomics
 Innovation
 Function

Scientific and Technical 
Innovation

Systems can be developed to fulfil 
the needs of global markets

A, B, C, D Thinking: Critical thinking skills
 
 Research: Information literacy skills

Factual knowledge:
 
 Flat-pack systems, knock down fittings, creating pictorial 
instructions
 
 Procedural knowledge:
 
 Product disassembly analysis, use SCAMPER to assist in the 
innovation process, 2D design, slotting/sliding techniques in 
flat-pack (temporary joining/halving), dowel joints, 
measuring, cutting, card modelling
 
 Resources:
 
 CAD/CAM or hand tools
 
 Design situation:
 
 The average size of a new urban home is decreasing every 
year as the land available for building disappears. In 
response, there is increasing demand for furniture that can 
be used for more than one task. Design and make a 
prototype of flat-pack furniture that can be used for more 
than one purpose.

Soda Can Stove Form Function, 
Resources

Scientific and 
Technical Innovation

Individuals can solve design 
problems by making use of 
the most ubiquitous 
resources at their disposal. 

C S1: Create a soda can stove 
following certain instructions. 
Soda can stove should create 
enough energy to boil a litre of 
water. 



TERM 3

Chess Set Development Ergonomics, Form,
Function, 
Innovation

Personal and Cultural 
Expression

Product Design is influenced by 
how we interact with objects and 
the context in which we interact. 
We project aspects of our 
identity into things we create 
and we gravitate toward design 
that addresses qualities we 
identify with.

A,B,C,D S1: Create an infographic 
depicting an interesting line of 
investigation into chess. 
S2: Develop 3 complete ideas for 
a chess set according to three 
themes chosen from a hat.
S3: Design the Chosen Idea in 
TinkerCAD and export to .stl, 
slice into gcode and print on 3d 
printer.
S4: Develop three testing 
methods, evaluate design based 
on Design Spec. and reflect on 
project. 

Thinking: Critical thinking skills
 
 Research: Information literacy skills

TERM 4

3

Branding Development Innovation
Ergonomics
Markets and Trends

Personal and Cultural 
Expression

Communities, groups and
 markets will be influenced
 by the perceived identity of
 a brand.

A,B, C SA1: Develop a brand identity 
manual
 
 SA2: Create a range of t-shirts.
 
 SA3: Develop a marketing strategy, 
Advertise your product, Sell your 
product, Take orders, Deliver 
orders.
 

Thinking Skills: Critical Thinking
 
 Self-Management: Organisation
 Social Skills: Collaboration

Factual Knowledge:
 Brand Identity
 
 Procedural Knowledge:
 CAD logo design, Screen Printing
 Design Situation:
 

3

Reading the book Communication Innovation
Resources

Scientific and Technical 
Innovation

Innovative use of evolving 
products and tools can solve old 
challenges in new ways.

B,C Task 1 - Construct a logical plan 
(List/Checklist/Task Sheet/Timeline 
- Define roles and assign tasks, 
define times, dates, expectations. 
Define cloud storage. Set goals. 
Determine approach)

Task 2 - Demonstrate Technical 
Skills (Practical audio effects, audio 
layers, audio quality, plot 
development, complexity, taking 
risks)

Task 3 - Justify changes (List all 
changes made and JUSTIFY with 
clear and authentic reasons)

Self-management: Organization skills
 
 Self-management: Affective skills

Factual knowledge:
 
 The design cycle, storytelling
 
 Procedural knowledge:
 
 Linking sound to images, recording sounds, editing skills, 
storyboarding
 
 Resources:
 
 Possible tools: Sound recorder, audacity, Scratch 
programming language, PowerPoint, web 2.0 tools, video 
editing software
 
 Design situation:
 
Films and TV shows are often advertised using trailers. 
These trailers build the tension and expectation for the 
film/TV programme. Design and make a two-minute trailer 
for a book that will encourage students to read it.

Spud Gun Systems Evaluation
Function

Scientific and 
Technical Innovation

The function and 
performance of systems can 
be tested, evaluated and 
improved.

D Task 1 :   Describe the 
variables you should consider 
when firing a Spud Cannon

Task 1b:  Describe 3 testing 
methods to generate data 
from these variables. Choose 
ONE variable (linked with 
Science) for TASK 2

Task 2: Develop a table to 
collate data during testing

Task 2b: Conduct the test.

Task 3: Explain the success 
of the gun in relation to the 
test and summarise the 
findings of the data.

Task 3b: Describe how the 
gun's range could be 
improved 

Thinking Skills: Critical Thinking
 
 Self-Management: Organisation
 Social Skills: Collaboration

IDU - Inter-disciplinary assessment conducted in 
conjunction with Science. 

Factual Knowledge:
Dependent and Independent Vairables

Conceptual Knowledge:
How variables affect performance
Interpreting Data

Procedural knoweldge:
Preparing experiments
Conducting scientific tests

Design Brief: You want to launch a potato the 
furthest distance possible. Select a variable and 
conduct testing to determine the most effective 
instance of your chosen variable.


