Onsite

Wearable

Technology

IndUStry Alig nment Duration Students are introduced to electronics, programming and

) precision manufacturing techniques.
This program can

Students will be exposed to technologies and processes used in: be undertaken on
Using the knowledge gained, and working in teams, students

* Electronics * Precision Manufacturing consecutive days or design, test and prototype different ideas for wearable
e Programming spread over a term. technology to address a user’s need.
: 2 days at Yarra Ranges
Curriculum Areas Covered
Tech School.
Tech English Arts Humanities Capabilities Key Lea rn i ng O bjectives

Curriculum Level

e To gain an understanding of Human-Centred design of

This program is suitable wearable technologies

for students from level 7

e Utilize computer-aided design software for designin
to level 10. P g gning
wearables

o Utilize different precision manufacturing techniques for
creating prototypes

gital Technologies

athematics

esign & Technologies
Health & Physical Education
Civics & Citizenship
Economics & Business
Critical & Creative Thinking

nglish
Media Arts
Visual Arts
Geography
Intercultural
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Science
L
Dance
Drama
Music
Ethical

HEEE N
Student Work

e To understand electronics and their application to
wearable technologies

e To understand how electronics can be coupled with
precision manufactured items

Technologies Introduced

Students will develop knowledge and skills in:

e Sensor Design

e Coding

e Electronics

e 3D Printing

e« 3D Computer-Aided Design Software
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« movement « impact force / concussion

« GPS / location

\ « speed
mmonn \ B « acceleration
Smart Ball « distance

* GPS / location « heart rate
- A « cross goal line
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Motion Capture
* gait
Wearable 5 « temperature
Technology « sweat / hydration

DAY I

DESIGN THINKING L ot

* speed
« height
« force
« kicks

HIGH BENEFIT

HIGH LOW
EFFORT EFF(\QT

LOW BENEFIT

Define the Problem Tinkercad & 3D Printing Tech Workshop littleBits codeBit Tech Workshop Ideation Gather & Assess Your Ideas

Structure of the two days — Day 1 Structure of the two days — Day 2

s1 Wearables Technology &Pe&gn Thinking overview L Lunch S1 Review of Day 1 L Lunch
Choose case study & define problem Prototype & test
Tech workshop - littleBits codeBit Pitch — Presentation
B Break S3 Generate ideas B Break S3
. Pack up & survey
Assess ideas

P
S2 Tech workshop — Tinkercad & 3D printing D Depart S2 rototype & t.esjc D Depart
Pitch - What is it?

Please note: Teachers are expected to assist with the program and technology throughout the day. Optional professional development is offered for both technologies and the Human Centred Design Thinking process.



