St. Thomas High School

	Teacher:
	Pierre Doyon

	Course:
	Computer Applications V (known as DESIGN for IBO)

	Objectives:
	Digital design courses use the design cycle to solve problems through the use of a computer system. The study of digital design equips students to create computer-generated digital products/solutions to solve a problem and meet a perceived need. Two-dimensional (2D) tangible solutions created using computer-aided manufacturing techniques are typically the result of a digital design course. Distinct digital design courses include web design, interactive media design, basic programming and control.
• Scientific and aesthetic concepts and principles used to inform the development of design solutions (sciences and arts) 

• Students independently explore complex real-life problems set in unfamiliar contexts.

• Historical and cultural developments of a product or system (individuals and societies). 


	
	

	
	

	
	

	
	

	
	

	
	

	Cross curricular skills
	Interdisciplinary learning can take place through large and small-scale learning engagements.
· Explore aesthetics

· To explore relationships between athletic performance and technological innovation/design (physical and health education)
· To study reporting  and interviewing techniques and practices

· To examine the role that ethics plays in the media

· To explore “big ideas”—a principle or notion that is enduring, the significance of which goes beyond particular origins, subject matter or place in time. Concepts represent the vehicle for students’ inquiry into the issues and ideas of personal, local and global significance, providing the means by which they can explore the essence of design.

	
	

	
	

	
	

	Text:
	None but visit http://doctordoyon.weebly.com/technology-assignments.html AND Edmodo (Appropriate Technology class) All work is received on-line.


	
	

	Materials:
	· Headphones

· Memory stick (jump drive, flash drive)

· Binder and paper for notes

	
	

	
	

	Evaluation Criteria:
	Term 1 & 2* – Design cycle (12 essays x 8 marks) + 4 for Engagement

1.
Explain and justify the need for a solution to a problem 

& state and prioritize the main points of research needed (INQUIRY)

2.
Describe the main features of existing product that inspires a solution to the problem 

(COMPARE AND CONTRAST)

3.
Present the main findings of relevant research (ANNOTATED BIBLIOGRAPHY). 

4.
Develop a list of success criteria for the solution (Design SPECIFICATIONS)

5.
Present THREE feasible ideas that can be easily interpreted by others (DESIGNS) 

6.
Present the chosen design and JUSTIFY why it is better (DESIGN CHOICE)

7.
Consider the use of resources and time, for peers to be able to follow (PLAN)

8.
Demonstrate excellent technical skills when making the solution (PRODUCT)

9.
Outline Testing methods, which generate data, to measure success (TESTING)

10.
List the changes made to the design and plan when making the solution (JOURNAL)

11.
Outline the success of the solution against the design specification (EVALUATION)

& how the solution could be improved  

12. 
Answer the Guiding Question discussing the impact of the solution on the target audience

	
	

	
	

	
	


*Term 3 is an exploration of essential issues in Computer Technology and their impact on society. There are ten units, each with a take home assignment related (10 x 10%).
