MaKey MaKey - An Invention Kit for Everyone (Design Challenge – 100 pts.) 
For this assignment you will be working in an engineering design team to explore the possibilities of the Makey Makey Invention Kit used with Scratch programming.  Each team will create a teaching model invention to demonstrate to the class.
Getting Started with Scratch Programming
· Read Ch. 1 – Getting Started (pgs. 1-24) in the Learn to Program with Scratch book.  This is on your flash drive in the STEM Resources folder.  You will need to set up a Scratch account and complete each of the activities.  Be prepared to demonstrate your ‘pong’ game to the class.
· Bonus: Design the Dancing on the Stage Scratch Program on pgs. 57-60 and demonstrate your dancing game to the class.
Getting Started with Makey Makey
· Watch the video - https://www.youtube.com/watch?v=rfQqh7iCcOU
· Review the MaKey MaKey Quickstart Guide 
· [bookmark: _GoBack]http://makeymakey.com/howto.php
· Optional – review the additional Quickstart Guide with trouble-shooting guide.
· https://learn.sparkfun.com/tutorials/makey-makey-quickstart-guide
· Explore the MaKey MaKey website http://makeymakey.com/ and conduct some simple experiments using the device.

Going Further
· You will need to use the online program Scratch (https://scratch.mit.edu/projects/editor/) to program the Makey Makey
· Review the basic instructions for creating a program for the Makey Makey with Scratch
· http://makeymakey.com/howto/makeymakey-scratch-handout.pdf
· Note: remember the software ideas such as the drums, piano, and games that you saw in the Quickstart Guide – these were all created using Scratch.
· Review the provided Lesson Plans at http://makeymakey.com/lessons/

Now that you are familiar with the basics of using the Makey Makey and Scratch, you will work as a member of an engineering design team to develop an invention using the MaKey MaKey that could be used in your future classroom.  
