MaKey MaKey - An Invention Kit for Everyone 
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 and develop a simple teacher and student guide for a Makey Makey and Scratch design challenge.
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
· [bookmark: _GoBack]Watch the video - https://www.youtube.com/watch?v=rfQqh7iCcOU
· Review the MaKey MaKey Quickstart Guide 
· 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.

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.  
Teacher Guide – Written to the teacher
STEM Content Standards: Required -  STEL and additional standard for integration
Content information: Provide any content information and/or research materials related to the identified STEM content standards that the students will need to adequately solve the design challenge.
Results: Identify what (exactly) the students need to deliver to the teacher upon completion of the design challenge (i.e., what product, notes, journal, etc.). Results are sometimes referred to as deliverables.
Assessment/Evaluation: List and describe, in specific terms, how the students will be evaluated. A rubric is a good choice. Also remember to evaluate the contributions of all team members so that one student isn’t left doing all of the work.
Student Guide – Written to the student
Title: Use a catchy title the will attract the attention of students and provide a hint at the task in front of the students.
Big Ideas: Identify the major concept that will be delivered through the design brief. It should be central to the STEM disciplines, hold the potential to engage students, include commonly misunderstood materials, and be important enough for the students to remember when they are 30 years old.
Essential Question: What question or questions will the student be able to answer after completing the design challenge?  Remember use open-ended/open-response types of questions.
Scenario: Write an engaging scenario that will capture the attention and possibly intrigue the students. Fictional scenarios are entirely appropriate. A good scenario will place the students into the story or challenge. 
Challenge: In specific terms, identify exactly what the student teams are required to do to fully answer the challenge in the design brief.  Use a statement that says construct, build, make, etc.  
Tools, Materials, and Resources: Identify all of the tools, materials, and resources that will be available to the students as they attempt to solve the challenge. Try to keep the list small, students need to know that in the work world, unlimited supplies are rarely available and there are benefits to solving problems as efficiently as possible.
Results: Identify what (exactly) the students need to deliver to the teacher upon completion of the design challenge (i.e., what product, notes, journal, etc.). Results are sometimes referred to as deliverables.
Limitations: Identify the boundaries for the students (maximum size, materials allowed, how fast/slow, etc.). Think about all of the ways that student creativity might take their solution beyond your boundaries.  Limitations are sometimes referred to as parameters or constraints. 

