

Dear InVenture Judges,

Thank you so much for taking the time out of your schedules to come and judge our school’s Inventure projects. I wanted to give you insights and background information regarding the Design Thinking process the teams have worked through in order to develop their devices or processes for the InVenture Challenge.

Empathy: The students kept a journal of things that bugged them for several weeks.  They recorded problems, annoyances, issues, etc. they experienced in their personal lives.  Students were encouraged to consider the many settings in which they spend time throughout the week.  For example, some of the settings may include:  Home, school, ball field, dance studio, etc. Teams were formed and they used a decision matrix to help them select just one problem to solve for the Inventure Challenge competition. The criteria on the matrix was:  How original is this problem and potential solution?  Is it marketable?  Does it solve a real problem?  How helpful is it to have a solution to this problem?   Students also complete patent searches at this time to ensure their idea for a device or process is original.  Background research regarding topics related to their design problem is completed at this level and the “Define” level.

[bookmark: _GoBack]Define: This is where the team dug deeper in to their problem to narrow the focus on the problem and users.  Teams wrote a problem statement which identified the one need of the specific user of their device/process.  This information should be clearly stated in the pitch presented to you. It should also be incorporated in the written section on the team’s tri-board under the heading of PROBLEM to better analyze and define it.  Teams also conducted surveys either through Survey Monkey or a printed version for classmates. This data should be reflected in their statement of the problem and/or design choices for the prototype. You should see evidence of research and surveys in their pitches, graphs, as well as in the printed SOLUTION section on the tri-board. 

Ideate: This is just a new term for good old brainstorming. Was there evidence that the teams brainstormed ideas for their final prototype in terms of design, materials used and actual construction? Did they share how they may have tried one idea, but it did not work so they tried something else?  

Prototype: Students went through a series of trials and errors to create a prototype. At the high school and college level of the competition, students do test their devices to improve them. In the end we were happy to have one prototype that illustrated how the device would work. Georgia Tech does not require a fully working prototype ...even at the collegiate level. For example, the high school team that won a few years ago presented a new process to analyze DNA. They would have needed a great deal of funding and specialized equipment to actually test it. As a judge, focus on the creativity of the idea and its helpfulness.

Ultimately these steps are Iterative. In other words, these are not necessarily linear steps and students will revisit design process steps throughout the process.







Attached is the judging rubric you will use at the competition. Please be aware that the same rubric is used for high school and collegiate teams. There are two areas of the rubric that are challenging for the elementary students and need further explanation to understand how you can better evaluate projects:

Design-Based Thinking:
Georgia Tech InVenture coordinator gave this explanation as to how to evaluate this area for elementary students:

Think of this as evidence that students followed a design process.  So, did they go through all the 'steps' and when they ran into issues, what did they do to adapt? If you're using something like a log book or a design notebook, this is the category that is designed to reward them for their process.

Also, a 'prototype' doesn't always have to be physical, and you don't have to test every aspect of it.  Maybe a student made a drawing and figured out something was too big, or a student made a 3D model, and made adjustments to the geometries because he/she estimated the weight would be too much, or (in advanced cases) they ran a simulation and made adjustments based on that.  So a prototype doesn't always have to be physical.  And you don't have to test every design requirement with every prototype. Maybe you showed a focus group a model of your idea and they gave you some ideas about how to better meet their needs or told you they would or would not buy that product. The important thing is that you're using your data to make your design better.

Manufacturing:

The manufacturing category is primarily used to identify teams who might win the 'Best Manufacturing' award sponsored by TAG manufacturing.  It doesn't usually have much bearing on the rankings otherwise. But it helps if students have at least thought about how something might be made and how much it would cost to make.

Please know how much I appreciate your interest in my students and their engineering endeavors.  Let me know if you have any questions. 

 Sincerely,
