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SECTION 1

 learning context

1

design context

learning purposes

Most young children love using
multimedia software. They find it
motivating and exciting. If they do not
have access to a computer at home they
have experience of using educational
software at school. In the same way that
they learn to write their own texts on
paper they can learn to create their own
effective presentations on screen. In this
unit children will work in teams to design
and make an interactive software
presentation for younger children.
Successful examples have been a school
brochure and a presentation about the
school bus.

In this unit children will learn:

t to explore the features that make
software successful;

(Session 1)

t to consider the needs of a target
audience; (Session 2)

t to use software tools to design a
screen presentation;

(Session 3)

t to write a specification for a group
product; (Session 4)

t to work co-operatively in a small
group. (Sessions 3-5)



SECTION 2

tasks for learning

the small tasks
the focused practical tasks

the big task
the design and make task

2

1 Investigating existing software
40 minutes

2 Finding out the needs of the audience
40 minutes

3 Exploring the use of text, images and
sound 40 minutes

4 Writing the specification
40 minutes The big task is to build a multimedia

software presentation using an authoring
program previously introduced during ICT
lesson time. The presentation should be
attractive and easy to use and should be
a source of information for younger
children. 60 minutes

The evaluation 30 minutes

Unit review 20 minutes

the use of simple backgrounds,
bold colours and strong images
gives each screen impact. The text
is simple, legible and relevant



SECTION 3

children’s decisions

design decisions

3

The children can decide on the following:

t what information will be shown

required learning in Session 2,

design decision made in Session 4;

t what background colours to use on
screen

required learning in Sessions 1–3,

design decision made in Session 4;

t what text colours to use on screen

required learning in Sessions 1–3,

design decision made in Session 4;

t what size words should be on screen

required learning in Sessions 1–3,

design decision made in Sessions 4;

t what sounds to use

required learning in Sessions 1–3,

design decision made in Session 4;

t how to move from screen to screen

required learning in Sessions 1–3,

design decision made in Session 4.

size

size

size

AA
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SECTION 4

teaching the unit

suggested timing
40 mins*

session
one

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

investigating existing software

Teacher input

Tell the class that they are going to look
closely at some software to see what is
good and what is not so good about it.
Ask them these questions to find out what
they already know about software.

t Can you learn anything from software?
What?

t What kind of information could you
find out from a computer screen?
Why would that be useful?

t Do you prefer software with sound or
without sound? Why?

t Who decides which pictures go on
the screen?

Show them one or two educational
programs and ask the same questions
about those particular titles. Tell them that
they will be able to make some software
themselves another day, and that this is a
good time to think about what features it
might have.

Pupil activity

Children should have the opportunity to try
out the software titles in small groups. They
should discuss the features such as sound,
colours, text, information content and
whether they find it easy or difficult to use.

Resources

Stimulus: two or more educational programs;

Tools: computer(s).

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.
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finding out the needs of the audience

suggested timing
40 mins

session
two

SECTION 4

teaching the unit

Teacher input

Remind the class of the last session when
they evaluated software. Tell them that
they are going to design and make some
software for younger children and today
they need to find out what would be
useful and enjoyable for these children.
Show them some sample books aimed at
the target age group. Ask for ideas and
discuss any suggestions. Try to arrange
for a teacher of younger children, and
some children too, to come and be
interviewed by your class. Otherwise you
can advise them on reading levels and
likely interests within their target
audience.

Pupil activity

Working in groups, children should look
at the sample books and discuss:

t ideas for content;

t restrictions that might apply, for
example reading levels;

t ways to improve ease of use, for
example spoken words should be very
slow and clear.

Each group will record their outcomes on
paper and these sheets should be put up
on display to stimulate design ideas in
later sessions.

Resources

Stimulus: selection of information books for younger children;

Consumables: paper;

Tools: pencils.

Health and safety check

Discuss the hazards and risks involved in inviting younger children into the classroom and how the risks
can be controlled by the way the children treat the visitors.
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exploring the use of text, images and sound

session
three

SECTION 4

teaching the unit

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

suggested timing
40 mins*

Teacher input

Tell the class that during this session they
will have a chance to try out ideas for
their software. They will be actually
making the software another day; today
is for experimenting with the authoring
software (which they should have used
already in an ICT lesson).  Remind the
whole class how to use and manipulate
images, sounds and words on screen and
how to create links between screens.
Make sure they know how to record
sounds, both voice and sound effects. If
you have a digital camera or a scanner
show them how to use those too. Remind
them of how they can make their own
drawings and paintings on screen and
show them how to import them into the
authoring software. There should be some
existing images and sounds for
them to start off with.

Pupil activity

Children will work in small groups at the
computer(s), exploring the tools and
features of the authoring software. They
can refer to the display of design ideas
from Session 2.

Resources

Stimulus: display of design ideas from Session 2;

Tools: computer(s), authoring program.

Health and safety check

Revisit the discussion about controlling risks when using computers.
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suggested timing
40 mins

session
four

writing the specification

SECTION 4

teaching the unit

Teacher input

Tell the children that they are ready now to
make some important decisions about the
software they are going to make. Show
them the specification and explain that they
will need to agree on answers to all the
questions on it. Then they will use those
answers to guide them when they are
making the software. There is a ready-to-
copy ‘Multimedia specification’ sheet which
you may wish to use. It will have to be
enlarged so that everyone can see it, or
photocopied onto acetate and shown on
an OHP, or perhaps copied out by
hand onto a large wall chart. It
will be useful in the next session if
it is displayed in the classroom.

Pupil activity

The class should be divided up into design
teams. They will discuss each question on
the ‘Multimedia specification’. After they
have spent some time doing this a series of
class answers will be agreed by a show of
hands. These are their design decisions. If
they have each been given a copy of the
‘Multimedia specification’ sheet they can
mark it up with the class decisions. Each
team should agree the content they are
going to produce and mark it up on the
‘Multimedia design team list’. There is a
ready-to-copy ‘Multimedia team list’ for you
to use.

Resources

Consumables: paper or ‘Multimedia specification’ sheet and ‘Multimedia design team list’;

Tools: pencils.

Health and safety check

Discuss the hazards and risks involved in working as a group and how these can be controlled by the
way the children behave and treat one another.
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suggested timing
60 mins*

session
five

the big task: building the software

SECTION 4

teaching the unit

Teacher input

Tell the children that in this session they
will be making the software they have
designed. Show them the ready-to-copy
‘Multimedia screen evaluation’ sheet and
explain that they should ask a member of
a different team to test each new screen
they make. That way they can fix any
mistakes before the software is shown to
the real users. Remember to make back-
up copies of children’s work. One team
should be responsible for the title screen
and overall navigation.

Pupil activity

Children will work in their design teams
to make the screens they have planned.
They can check against the ‘Multimedia
specification’ sheet for the agreed group
decisions and against the ‘Multimedia
design team list’ to see which content they
planned to create.

Resources

Stimulus: ‘Multimedia specifications’ and ‘Multimedia design team list’
from Session 4;

Consumables: ‘Multimedia screen evaluation’ sheets;

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

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.

Extension work

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

t To design and make additional pictures
for the software using any art software.

t To record additional sound effects and
voice files for the software.

*  This session will take longer if computer access is limited.
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suggested timing
30 mins

 session
six

evaluating the final product

SECTION 4

teaching the unit

Teacher input

Now the software has been built, it is
important to bring in some real users to
try it out and give their feedback. This
could be done before or during this
session, or even over a period of time in
the users’ classroom. Some individual
users should be asked the questions on
the ‘Multimedia screen evaluation’ and
their answers recorded. Show the class
the ‘Multimedia software evaluation’
(displayed large enough for all to see).
Ask them the questions on the sheet and
record their agreed answers. Then
compare those answers with the answers
recorded on the original ‘Multimedia
specification’ sheets. If there are
differences they should be discussed and
reasons found.

Pupil activity

In their design teams children will discuss
the screen(s) they have produced and the
reactions to them. Each team will share
one or two findings with the rest of the
class.

Resources

Stimulus:  ‘Multimedia specification’ sheets;

Consumables: ‘Software evaluation’ sheet, the finished software;

Tools: computer.

Health and safety check

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

session
seven

unit review

SECTION 4

teaching the unit

Teacher input

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

t What did you learn about computer
software?

t How did you learn that?

t How did you know what the
younger children would like?

t What did you find difficult about this
project?

t What did you get better at?

t Did anything surprise you about
building software?

t Is there anything you could have done
better?

t What was the best bit of this project?

Pupil activity

The children should discuss the questions
in their design teams and when they have
finished you should ask each team to tell
the class one of their answers. The class
could agree a target for improvement
based on these answers for their next
design & technology unit.

Resources

Stimulus: finished software, sample books for younger children, any displays made during the unit;

Tools: computer.

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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Sessions 1 and 2 Session 3 Session 4 Sessions 5–7

educational, information experiment, microphone, design decisions, test, improvement
audience, user, evaluate authoring program specification, content

                Stimulus materials Consumable materials Tools

SECTION 5

resources and links

vocabulary

resources summary

Session 1 two or more educational computer(s)
programs

Session 2 selection of information books paper pencils
for younger children

Session 3 display of design ideas from computer(s),
Session 2 authoring program

Session 4 paper or ‘Multimedia specification’ pencils
sheets and ‘Multimedia design
team list’

Session 5 ‘Multimedia specification’ sheets ‘Multimedia screen evaluation’ sheets computer(s), authoring
and ‘Multimedia design team’ software, microphones,
list from Session 4 digital camera and

scanner (optional),
pencils

Session 6 ‘Multimedia specification’ sheets ‘Multimedia software evaluation’ computer
sheets, the finished software

Session 7 finished software, sample books computer
for younger children, any displays
made during the unit
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links to other subjects

SECTION 5

resources and links

Literacy

This unit will support the term 3 objective
of the Literacy framework to study
information books including non-
chronological reports. Paper-based texts
studied in literacy lesson time can be
compared with the information texts on
screen explored and created during this
unit.

English

The English PoS also covered in this
module are the requirement to vary their
writing to suit the purpose and reader
and the importance of clear and neat
presentation in order to communicate
their meaning effectively.

ICT

This unit builds on the skills and
knowledge learned in Unit 2A ‘Writing
stories: Communicating information using
text’ and Unit 2B ‘Creating pictures’ in
the QCA ‘ICT scheme of work’. It also
prepares children well for Unit 3A
‘Combining text and graphics’.

Art and design

There are elements of this unit that
integrate very well with Unit 2A ‘Picture
this!’ in the QCA ‘Art and Design
schemes of work’, particularly when
experimenting with images and other
visual elements to communicate ideas and
meanings.



Multimedia design team list

Names Screen content

Team 1 Title screen and links to and from it

Team 2

Team 3

Team 4

Team 5

Team 6

Team 7

Team 8

Team 9

Team 10



Multimedia specification

Who is the software for?

What information will it tell them?

What colours will screen backgrounds be?

dark background q bright background q

What colour will words be on screen?

              dark q        bright     q mixed colours q

What size will words be on screen?

             small    q         medium q         large   q

What sounds will be on screen?

spoken words q sound effects q music   q

How will users move from screen to screen?

forward and back arrows q click on a picture    q other   q



Multimedia screen evaluation

Name of screen

Name of tester

colour of screen background:

good q too bright    q too dark q

colour of words:

good q too bright    q too dark q

size of words:

good q too big        q too small q

sounds:

good   q too fast   q too slow   q not clear   q

links:

easy to understand q not clear q

working q not working q



Multimedia software evaluation

Do the users like the software?

What information does it tell them?

What colours are the screen backgrounds?

dark background q bright background q

What colour are the words?

              dark   q        bright   q mixed colours   q

What size are the words?

             small   q         medium q         large   q

What sounds are there?

spoken words q sound effects q music   q

How does a user move from screen to screen?

forward and back arrows   q    click on a picture   q other    q
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