	UNIT TITLE: Mechanisms
	TEACHER:  R. Knuckey                                      
	DURATION: 5 weeks

	CLASS: 11 Graphics
	LEVEL: 1 NCEA                                                
	START / FINISH DATES 

	ESSENTIAL SKILLS COVERED: Communication, numeracy, information skills, problem solving, physical skills, work and study skills.

	OBJECTIVES COVERED: 1,2,4,8,9,10,11,12
	AS Assessed:  1.1; 1:5* (optional)
	AREA: Technological Design

	Learning Objectives/ Attainment Levels
	Teaching
	Intended learning Outcome
	Resources
	Assessment

	The students will:  (From objective in brackets)
	Recap sketching techniques,apply to mechanical components; exploded and sectional sketches. 

Investigating mechanisms: cams, levers, gears, cranks, pulleys; how movement is generated and converted. 

Recap the nature of mock ups

Revisit modelling for those doing NCEA 1.5 resit. 


Use of tools for modeling

 Include motion/directional data graphics (arrows, notes) on all sketching and design work.

	The students will learn:

Sketching and rendering skills at a higher level, applicable to detailed, assembled technological solutions
The nature and application of mechanisms
Mock-ups as a tool for trail and error. Modeling skills.  

Use of bandsaw, files etc.

How data graphics can provide additional information to a sketched concept. 


	Past student examples
Flying pig and cabaret websites

Paper, cardboard, split pins. See our extensive range of textbooks
D6 workshop (see ha)
	AS 1.1
AS 1.5

AS 1.7

	· show some ability to express and develop design ideas through sketches (1)

· demonstrate reasonable skill in orthographic and pictorial representation of ideas and the development of product, system, or environmental designs (1)

· demonstrate skills in instrumental drawing, including basic component details and assembly and sectional views (1)

· show an ability to produce two- and three- dimensional illustrations of forms and structures, using freehand and instrumental methods (2)

· read and interpret simple formal drawings technical nature;and diagrams, charts, plans, and layouts (4)

· explore the problems by generating a number of ideas, using conceptual sketching and mock-ups (8)

· develop a final working solution using drawing, modelling, and other relevant means, such as the use of suitable ICTs. (8)

· show an ability to apply elements of science and technology to improve the quality of their results (9)

· show basic practical competence in using technologies related to graphics and design (9)

· be able to draw common components, given written information (10)

· demonstrate an ability, given full technical information, to read and construct such diagrams as bar charts and pie diagrams, simple planning layouts, and critical path and circuit diagrams (11)

· show an ability to identify the major problems to be resolved and evaluate them against the specification (12)

· learn to evaluate existing product, system, or environmental designs and identify effective and faulty solutions (12)

· demonstrate an ability to constructively evaluate design solutions by identifying good features and faults and to suggest alternative solutions, improvements, or modifications (12)
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