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Evaluating products

When you have made your product you
must evaluate it. You can do this in a
number of ways.

User trips (T T was & grom, would |
buy g for my grandson” A

e s
® Imagine what | J o

someone else
would think about
your product,

e What would your 4= = ==
mum or dad think about it?

¢ Or your brothers and sisters?

B Imagine what your friends would think.
W Write it down.

W Ask them and then check if you
were right.



You can learn

a lot by
watching people
use products.

Look at the
expression
on their faces.

You might see.

¢ anger P
¢ frustratfion P
¢ boredom P

Look at body language.
You might see ...

¢ fension

& Qqggression 2

pleasure

happiness

interest.

calmness

relaxation.

Key words

evaluating
deciding how good a product is

user trip
a form of evaluation in which you
use the product and ask simple
questions about it

target chart
a chart used for deciding who is a
winner and who is a loser

appropriate
suitable

environment
our surroundings

Capability Task
a fask in which you have to design
and make a real product that works
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W Fillit in af the end of a Capability
Task.

MW Use notes, drawings or stickers.

W Use it when you talk to your teacher
about getting better at D&T.

Yes, this really doeg | ——=
help me to see how :
to do better,
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Using the specification

Now, does it do whot
it. i supposed to do?

It is always important to test against
the specification.



Evaluating yourself!

SO |t goes forwards
and backwardg OK,

Understand what keeps you back!

but will it ;Iih;b
the hill STOP! GOl
: What held me up? ; How did | overcome it?
HELP! YES!

When did | need it? How did | get it?

Do simple tests to find out if your ‘@‘

product does what it is supposed to do.

©

W If a brooch should fit in @

| !
matchbox, try it and see. BORING! ENJOY!

When did | lose interest? | How did | get it back?

W |If ajigsaw should appeal to
young children, show them to

find out.
B If the kite should be easy to fly, You can use a chart like this to work out
fly it fo find ouft. what keeps you back.



Appropriate tfechnology means suitable
tfechnology.

Use these questions.
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Is it made with local materails?
Do local people make it near
where they live?

Can the people afford to buy,
run and maintain it?

Are jobs created or people made
redundant?

Does it fit in with the way people live?
Does it need outside experts?

Does it damage or improve the
environment?

Winners and losers

M Use the target chart to find out
who is affected by the product.

B Decide who is a winner and who
is a loser.

B Colour the losers in one colour
and the winners in another.

B Use the chart to decide whether
the product is a good idea.




When you are discussing winners and
losers, feelings can run high.

Make sure everyone gets a say.

Imagine you are a loser — fry fo
explain why this is wrong.

Imagine you are a winner — try to
explain why this is right.

Winners

Is it appropriate?

Fun to play with. Easy te make
with simple tools. Uses local materials.
Made by local people. Can be exported

at o profit. Teaches children to
behave violently. Encourages

= ~ == Oagressio
O% £
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It is not always easy to decide.

¢ How could the toy be changed

to make it more appropriate?

¢ Would it still be as exciting to
play with?

Appropriate means ‘suitable’.



