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SECTION 1

learning context

1

design context

learning purposes

Children love interactive multimedia
software. It is an exciting medium to use
for research, for learning and for fun.
Children who do not have access to a
computer of their own have experience of
using educational software at school. The
best software for learning is designed for
a particular audience, pitched at their
level of understanding and easy for them
to use. In this unit children will work in
teams to design and build a software
presentation for an audience of younger
children. The aim of the software will be
to teach the younger children about the
safe use of tools in the classroom.

In this unit children will learn:

t about the range of tools used for
design & technology across the school
age range; (Session 1)

t to explore and evaluate the features of
educational software;

(Session 2)

t to find out and analyse the needs and
preferences of the user group;

(Session 3)

t to use authoring software to design a
multimedia educational resource;

(Sessions 4 and 5)

t to work collaboratively in teams.
(Sessions 6 and 7)



SECTION 2

tasks for learning

the small tasks
the focused practical tasks

the big task
the design and make task

2

1 Exploring tools
60 minutes

2 Exploring multimedia software
40 minutes

3 Investigating user needs and
preferences

       60 minutes

4 Modelling design ideas on paper
50 minutes

5 Modelling design ideas on screen
50 minutes

6 Writing the specification
60 minutes

The big task is to build a multimedia
software presentation using an authoring
program previously introduced during ICT
lesson time. The new presentation should
be attractive and easy to use for younger
children and should help them to learn
about using tools in the classroom.

60 minutes

The evaluation 60 minutes

Unit review 40 minutes

careful photography capturing incorrect and
correct ways of tackling simple cutting tasks
has provided clear self explanatory images
that can easily be used by young children to
see the hazards involved in using tools
incorrectly



SECTION 3

children’s decisions

design decisions
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The children can decide on the following:

t what tools should be featured

required learning in Sessions 1 and 3,
design decision made in Session 6;

t how the user will move through the
software (e.g. menu, index, arrows,
slideshow)

required learning in Sessions 2–5,
design decision made in Session 6;

t which features will make it easy to use
(e.g. spoken sounds, sound effects,
artwork, photographs, animation)

required learning in Sessions 2–5,
design decision made in Session 6;

t whether there should be common style
of screen layout

required learning in Sessions 2–5,
design decision made in Session 6;



SECTION 3

children’s decisions

design decisions

4

t what will be on the quality checklist for
each screen

required learning in Sessions 1–5,

design decision made in Session 6;

t how many screens, what they will
teach and what features they will have

required learning in Sessions 2–5,

design decision made in Session 6.



5

SECTION 4

teaching the unit

suggested timing
60 mins

session
one

exploring tools

Teacher input

Tell the class that they are going to design
and make some software to help teach
younger children about the safe use of
tools. Explain that today they are going
to make a list of possible tools to feature
in the software. Asking these questions
will help identify any children who need
more experience of using simple tools.

t What tools do younger children use?

t What are they used for?

t What are the safety issues?

t How can we find out if we don’t know?

t Are there some tools used at home for
DIY that would not be safe to use in
school?

Show some illustrations or videos of tools
in use, and examples of tools that
younger children would use in design &
technology lessons, including ruler,
scissors, junior hacksaw, stapler, needle,
hole punch, glue gun.

Pupil activity

Tell the children that they should write or
draw a description of a typical use for
each of the sample tools. Explain that
they should also think of safety rules for
using each tool, and should identify those
tools that younger children should not use
and the reasons why. Use the sheets that
they produce to form a display for
reference in future sessions.

Resources

Stimulus: sample set of tools for handling, pictures or video of tools in use;

Consumables: paper;

Tools: pencils.

Health and safety check

Discuss the hazards and risks involved in handling the tools available and how the risks can be
controlled by taking care.



6

exploring multimedia software
suggested timing
40 mins*

session
two

SECTION 4

teaching the unit

*   This session will take longer if computer access is limited.

Teacher input

Tell the class that they will be designing their
own software presentation another day.
Explain that today they will be looking
closely at educational multimedia software
so they learn more about the process of
looking at, listening to and reading from a
screen. Show them examples of interactive
multimedia software that they can later
explore, including, if possible, some
produced by other children. Any multimedia
talking book or information text aimed at
younger children will be useful to stimulate
discussion of language level, visual style of
presentation and navigation methods. Here
are some questions for the discussion.

t Does font size and colour matter?

t Which colours are easy to see on screen?

t Should the background be a plain
colour or a picture?

t If the users can’t read, how can they
learn from the software?

Resources

Stimulus: educational multimedia software;

Consumables: paper;

Tools: pencils, computers.

Health and safety check

Discuss the hazards and risks involved in using computers and how the risks can be controlled by sitting
properly at the correct height and not straining to see the screen.

Pupil activity

Tell the children that they will work in
pairs to explore example software.
Explain that they should discuss the
features of each screen they see and the
methods for navigating between screens.
They can give scores for:

t ease of use;

t attractiveness;

t clarity of the learning message.

Remind the children that they should keep
a record of their scores as they will need
them in Session 6.
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investigating user needs and preferences

session
 three

SECTION 4

teaching the unit

suggested timing
60 mins

Teacher input

Remind the class that they will be designing
software to help younger children use tools
safely.  Explain that these will be children
from another class and that you have made
arrangements for them to be able to visit
the class to find out what these children
will need and what they will like. Start by
asking the class these questions.

t Who are we making the software for?

t What kind of software do you think
they would like?

t Are they able to read?

t What would their teacher like them to
learn?

t Which tools do younger children use?

t How will you find out what your users
don’t know about those tools?

Some of the questions they want to ask will
have been generated from the work in
Sessions 1 and 2. After discussing those,
and the questions above, help the class
agree a set of questions that they will ask.

Organise the class into working groups and
arrange for them to go and visit the other

classroom so that the working groups can
interview the children in that class.
Alternatively arrange for the younger
children to visit your classroom and be
interviewed by the working groups.

Pupil activity

Tell the class that each child should write
out the survey questions so that they can
use them when they interview the younger
children. Remind them that they should
record the answers in a form that will
allow analysis of the results from the
whole class, for example tally charts.
Once the interview session is over, bring
the class together to collect and collate
the answers and draw conclusions.  Tell
the class that these will be useful in
Session 6.

If there is time, some children could interview
the design & technology co-ordinator to find
out which tools the younger children are not
allowed to use. The interview could feature
in the software with a photograph and an
audio message from the co-ordinator to the
children about using tools.

Resources

Stimulus: sheets about tools and software from Sessions 1 and 2;

Consumables: paper;

Tools: pencils.

Health and safety check

Discuss the hazards and risks involved in visiting another classroom and how the risks can be
controlled by the way they move to that classroom and behave when they get there.



suggested timing
50 minsmodelling design ideas on paper

8

session
four

SECTION 4

teaching the unit

Teacher input

Show the class how to construct story-
boards. Remind them of the planning
methods they already use in literacy
work, and show them that this is another,
more visual way to plan. Tell them that
they will be just trying out ideas with
storyboards today but they will be using
this planning method when they build the
class software presentation. Ask them to
think of the storyboards that might have
been created for the educational software
they used in Session 2.

Pupil activity

Tell the children they should work in pairs
or small groups to experiment with
storyboards.

Explain that they should start by drawing a
storyboard of four images that would tell a
simple story (e.g. a traditional fairytale),
then one to help to teach someone how to
use a camera, or make a sandwich. Remind
them that the pictures they draw can be very
simple. Tell them that they should discuss
their ideas and solutions and that you will
use their examples to make a display for
the rest of the class.

Resources

Stimulus: software used in Session 2;

Consumables: paper;

Tools: pencils.

Health and safety check

Discuss the hazards and risks involved in working as a group and how the risks can be controlled by
the way the children behave and treat one another.



suggested timing
50 mins*modelling design ideas on screen
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sessionsession
five

SECTION 4

teaching the unit

Teacher input

Tell the class that today they will be
experimenting with the authoring software to
learn to use it really well before designing
their multimedia package about tools. Explain
that they should try out as many ideas as
possible and that it doesn’t matter if they make
mistakes as this is a good way to learn.
Remind them that they should try to imagine
how someone will learn something useful from
the screen they create.

Any simple multimedia authoring program
could be used e.g. Magpie, Textease
Multimedia, Hyperstudio. Make sure that
all the children remember from their ICT
lessons how to use the basic tools in the
program. They should know how:

t to change colours on screen;

t to create links to other screens;

t to record and use spoken sounds and
sound effects;

t to choose and re-size fonts;

t to move and re-size images on screen;

t to rub out; use any drawing and
painting tools they need;

t to create simple animations;

t to take digital photos and use them on
screen;

t to use any drawing and painting tools
they need, including erase.

Pupil activity

Tell the children that they should work
individually or in pairs to try out their ideas
for communicating a learning message. For
example, clicking on a picture of a saw
could bring up a box that says “saw” in
voice and text. Clicking on a red “warning”
button might bring up safety information
about using a saw. Tell the class that there
are sample picture and sound files available
for practice. Explain that you will share any
effective sounds,
ar twork or digital
images they create
with the rest of the
class.

Resources

Stimulus: sample picture and sound files;

Tools: computer(s), authoring software,
microphone, digital camera
(optional), scanner (optional).

Health and safety check

Revisit the discussion about controlling risks when using computers. Emphasise the importance
stretching occasionally and refreshing their eyes by looking at a distant object.

*   This session will take longer if computer access is limited.
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session
six

SECTION 4

teaching the unit

writing the specifications
suggested timing
50 mins

Teacher input

Tell the children that you are going to use
the ready-to-copy ‘Software project
planning’ sheet to organise the class into
design teams.  Each team will be in charge
of a particular part of the software and
responsible for their own words, screen
layouts, screen colours, picture, sounds,
links and quality checking.

You will need to check that your software
authoring program allows assembly of
portions of the final software to be
assembled into the final complete
software. If it does, then your class can
use several computers at once and
assemble the work from each computer
into the final version. If it does not, then
you will be restricted to using one
computer with each team taking turns to
develop their part of the final software.

Explain to the class that as they will all be
working on a single project – the software
that teaches about tools – each time must
be working to the same specification, the
class specification. There is a ready-to-copy
‘Class software specification’ sheet that you

can use. Display it as a chart that children
can refer to in this and later sessions.

Pupil activity

Explain to the class that each team will need
to write a specification for the part of the
software that they are going to write. Tell
the class that there is a ready-to-copy
‘Software team specification’ sheet that you
can use. Remind the class that each  team
member should fill in a specification sheet
so that they have  individual records.

Resources
Stimulus: record of scores for software used in Session 2, results from

survey of users and their teacher in Session 3;

Consumables: ‘Software project planning’, ‘Class software pecification’,
and ‘Software team specification (storyboard)’ sheets;

Tools: pencils.

Health and safety check

Revisit the discussion about controlling risks when working as a group.



11

suggested timing
60 mins*

session
seven

the big task: building the software

SECTION 4

teaching the unit

Teacher input

Explain to the class that it will be
important for them to test and evaluate
the software as they build it. Tell the
children that you have arranged for some
of the children who will use the software
to visit the classroom to test it. Remind the
class that there is a ready-to-copy ‘Screen
evaluation’ sheet that they can use.

Tell the class that while the work is being
tested, anyone finding a mistake or making
a good suggestion, will be rewarded with
thanks and a special mention to the whole
class. If building the software is done over
an extended period, allocate a few minutes
of whole class time every day or so for
keeping everyone informed of the teams’
progress. Tell the class that each team
should make back-up copies of their work
regularly. Remind the class to look at the
‘Software project planning’ sheet that is on
display by the computer(s) so that they know
who is in charge of each part of the
software.

Pupil activity

Children will work in their design teams
to build their section of the software,
referring to their specification. Encourage
children to ask for help from other teams
who have already solved any technical
problems they are having. Remind the
class that each team should be using  the
‘Screen evaluation’ sheets to test each
screen as they build it.  Explain that this
feedback may cause them to make design
changes and that they should make a
note of any changes they do make on
their storyboards.

*   This session will take longer if computer access is limited.

Extension work

Pupils who finish early or who need an extra
challenge could be asked to do the following.

t Design and make another section for
the software, for example, a quiz
about using tools, or a game of
matching tools to their correct
names.

t Design and make an index or
glossary for the software.

Resources

Stimulus: ‘Project planning’, ‘Class software specification’ and ‘Software team
specification’ sheets;

Consumables: gold stars, ‘Screen evaluation’ sheets, paper;

Tools: pencils, computer, authoring software, microphone, digital camera (optional),
scanner (optional).

Health and safety check

Revisit the discussion about controlling risks when using computers and working as a group.
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suggested timing
60 mins

session
eight

evaluating the final product

SECTION 4

teaching the unit

Teacher input

Either before or during this session there
should be an opportunity for some younger
children to use the software. Each design
team should watch at least one user try out
their section. There are questions for them
to ask on the ready-to-copy ‘Software
evaluation’ sheet. If the users are willing
(and not too shy), they should also be asked
to respond to the more detailed ready-to-
copy ‘Screen evaluation’ sheets. The whole
class should then be able to answer the
following questions.

t Do the users like it?

t Does it help younger children to learn
about tools?

t Is it easy to use?

t Was there anything the users didn’t
understand?

t Did the users suggest any improvements?

t What changes were made to the design
as the software was being built?

t How could it be improved?

Pupil activity

After some group discussion, the design
teams should share their experiences of how
users reacted to their section of the software.
They can present a summary of the contents
of their ‘Screen evaluation’ sheets, and say
which areas they think could be improved.
They should also explain any changes they
made to the original storyboards on their
‘Software team specification’ sheet.

Resources

Stimulus: the new class software, ‘Class software
specification’, ‘Software team
specification’ and ‘Screen evaluation’ sheets;

Consumables: ‘Screen evaluation’ and ‘Software evaluation’ sheets, paper;

Tools: pencils, computer.

Health and safety check

Discuss the hazards and risks involved in using the software developed and how the
risks can be controlled.
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suggested timing
40 mins

session
nine

unit review

SECTION 4

teaching the unit

Teacher input

Explain to the class that it is important to
think about how to get better at design &
technology and that they can do this by
discussing the following questions.

t What did you learn about tools and
how they are used?

t How did you learn that?

t What were the most difficult parts of
the project – planning, researching,
making, testing?

t What did you get better at?

t Did anything surprise you about the
way software is put together?

t What could have been done better?

t Did your team work well together?

Pupil activity

The children should discuss the questions
in their design teams and when they have
finished you should ask each team to
make a short report to the class. The class
should agree a target for improvement
based on these reports for their next
design & technology unit.

Resources

Stimulus: ‘Screen evaluation’ and ‘Software evaluation’ sheets.

Health and safety check

Discuss whether the class used hazard recognition, risk identification and risk control  to design and
make safely.
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Session 1 Session 2 Sessions 3 + 4 Sessions 5-7

names of sample tools interactive, educational, interview, storyboard authoring software,
multimedia, presentation, digital image, sound
visual style, navigation file

SECTION 5

resources and links

vocabulary

resources summary

Session 1

Session 2

Session 3

Session 4

Session 5

Session 6

Session 7

Session 8

Session 9

sample set of tools for handling,
pictures or video of tools in use

educational multimedia software

sheets about tools and software
from Sessions 1 and  2

software used in Session 2

software scores from Session 2

record of scores for software used in
Session 2, results from survey of
users and their teacher in Session 3

‘Software project planning’, ‘Class
software specification’ and ‘Software
team specification’ sheets

the new class software, ‘Class
software specification’, ‘Software
team specification’ and ‘Screen
evaluation’ sheets

‘Screen evaluation’  and ‘Software
evaluation’ sheets

paper

paper

paper

paper

‘Software project planning’,
‘Class software specification’ and
‘Software team specification’
sheets

gold stars, ‘Screen evaluation’
sheets, paper

‘Screen evaluation’ and ‘Software
evaluation’ sheets, paper

pencils

pencils, computer(s)

pencils

pencils

computer(s),
authoring software,
microphone, digital
camera (optional),
scanner (optional)

pencils

pencils, computer(s),
authoring software,
microphone, digital
camera (optional),
scanner (optional)

pencils, computer(s)

Stimulus materials Consumable materials Tools
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links to other subjects

SECTION 5

resources and links

Literacy

This module provides links to a variety of
objectives from the National Literacy
Strategy.

In term 1 it links well with ‘Using ICT’ to
plan, revise and edit work to improve
accuracy and conciseness to bring work
to a published standard, paying attention
to accuracy, layout and presentation.

In term 3 there are strong links to
reviewing a range of non-fiction text types
and deciding why a writer might choose
a given style and form when investigating
multimedia software. When writing, the
children would be able to select an
appropriate style and form to suit the
specific audience and purpose.

English

Several PoS are covered in this module.
There is a required element to consider
ICT-based information and materials and
to study how words, images and sound
are combined to convey meaning.

ICT

There are excellent links between this
module and the QCA SoW 6A
‘Multimedia presentation’.

The SoW provides opportunities to design
multimedia pages, sample sounds and
produce links between pages. All of this
will be necessary during this module.

Producing the multimedia program for
younger children will fit very well with the
integrated task in the SoW. The children
will be able to use a multimedia
authoring program to organise, refine
and present information in different forms
for a specific audience.



Software project planning

Name of software:

Who is the software being made for?

Each design team will be in charge of their own words, screen layouts, screen colours,
pictures, sounds, links and quality checking.

Team 1 – title screen/menu/ Team members
overall navigation

Team 2 – topic: Team members

Team 3 – topic: Team members

Team 4 – topic Team members

Team 5 – topic Team members

Team 6 –  topic Team members

Team 7 –  topic Team members

Team 8 –  topic Team members



Class software specification

Name of software: Name of program to be used:

These tools will be featured:

This is how the user will move through the software:

These are the screens the software will have:

These features will be used:

pictures   q photographs   q spoken sounds   q

sound effects   q animation   q music   q
Other:

These are the agreed style rules for screen layouts:

Background colours:

Words:

Fonts:

Text colour:

Pictures:

Sounds:

Other:
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Screen evaluation

Remember to complete at least one evaluation sheet for each screen your team creates.

Screen name: Design team:

Person evaluating:

Appearance of screen:

Excellent q good  q not good q bad   q

Learning message:

Very clear  q quite clear   q not sure  q don’t understand  q

Features:

Colours:

Words:

Pictures:

Animation:

Sounds:

Links:

Other:



Software evaluation

Name of software: Name of user:

Did you enjoy using this software?

Was it easy to use?

Did you learn anything?

What did you learn?

Was there anything you didn’t understand?

Was there anything you think could be better?
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