"
.0
o

s e End-User Activities

(-1
2 e raitn SN

An tSraith Shoisearach do Mhuinteoiri

JuniorCYCLE

for teachers

ACHE
“TE R@
(g

]
Nl &
o

*\0

This resource was developed as part of an Applied Technology CPD 2018/2019 CPD workshop
which took place during the 2018/2019 school year. All materials used during this workshop can
be viewed in the Technologies section of www.jct.ie within the CPD Workshops tile.

Website Link:
https://www.jct.ie/technologies/cpd supports applied technology cpd workshops 2018 2019

The learning experiences below were showcased as part of a unit of learning during this CPD
workshop and focused on the importance of the end-user in design. This sample resource may
assist you in planning and developing suitable learner experiences for your student’s context.
Reference to this activity can be found on slide 41 of the Applied Technology 2018/2019 CPD
workshop presentation and on page 16 of the Applied Technology 2018/2019 learning log.

What is included in this PDF?

1. Sample unit of learning

Included is a sample unit of learning developed by the Applied Technology team using a generic
school context. Contained in the unit of learning plan are the learning outcomes and key
learning activated by engaging with the learner experience below.

2. Sample end-user activities.

Included in this resource are sample end-user activities for students’ engagement. It is
important to take note of the learning outcomes, key learning and the action verbs in the unit
of learning plan which contextualise this worksheet activity.

Link to
Resource

Note: It is recommended that you view the CPD workshop materials in conjunction with using this
resource to contextualise the resource and develop a better understanding of how the unit of
learning was developed.

www.jct.ie


http://creativecommons.org/licenses/by-nc/4.0/
http://www.jct.ie/
https://www.jct.ie/technologies/cpd_supports_applied_technology_cpd_workshops_2018_2019
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*Learning Experience B

Chosen learning outcomes

Key Learning: The importance of end-user experience in design.
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Packaging — End user experience

What needs to be

considered in the design
of packaging when
thinking about the
end-user?
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Materials

Environment
Aesthetics

Energy efficiency

Fit-for-purpose

Disposal/Reuse —
Brand association

Transport

Form - Aesthetics
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Packaging - User Experience

A
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McDonalds Happy Meal

Tiffany & Co

Apple

Ferrero Rocher

Group Activity
* What do each of these companies want their packaging to achieve?

* How do they achieve it?
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Observe and

Design a modified
\v_/ ~, cereal packaging
interview users USER prototype which
engaging with 1 3 \ caters for the three
the packaging.

User-needs Task: Observe three users opening and resealing a chosen
piece of packaging (e.g. Cereal Box).

Evidence of learning:

users.

Group discussion:

- What needs to be considered in the design of
packaging when thinking about the end-user?

Focus on Form
Identify the famous packaging.

Questions to consider:

- Why are they so recognisable?

- Are they effective packaging solutions? Why/Why not?
- What did each of these companies consider when
designing their packaging?

Focus on end-user experience

Questions to consider:

- What do these companies want their packaging to
achieve? Are there commonalities across the
companies?

- What kind of feelings do the companies want to
evoke?

- How do they achieve it?

End-user — Specific needs

- Observe three different users (e.g. old person, child,
left-handed person) opening and resealing a chosen
piece of packaging (e.g. cereal box, ham, chocolate bar

etc.)

- Record each users specific needs/experience on the
placemat.

- Record common needs in the middle of the placemat.
- Design a modified solution to cater for the three users.

This resource was created to support a Professional Development workshop facilitated by JCt4 during the
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2018-2019 school year and sits within the context of the discussions that took place during this workshop.



http://creativecommons.org/licenses/by-nc/4.0/

