
 

Facilitation Notes: Pīkau 14: DDDO PO 2 & 3 
Physical Computing 

Purpose  
These notes are intended to support teachers and leaders to facilitate the pīkau 14 DDDO 
PO 2 & 3: Physical Computing to a group of teachers, for example, in a staff meeting.  

Pre-requisites  
None 

Preparation 
Complete the pīkau yourself. 
  
If you know of anyone already doing physical computing, particularly in the classroom but 
not necessarily, invite them to come and share with your group. 
 
Related pīkau:  
 
Pīkau 03: Introduction: What is Design and Developing Digital Outcomes: Getting started 
with Digital Outcomes 
Pīkau 11: DDDO PO1: Digital outcomes - getting started with progress outcome 1 
Pīkau 12: DDDO PO1: Digital outcomes - challenge yourself with progress outcome  
Pīkau 13: DDDO PO 2 & 3: Creating digital outcomes using digital images and digital 
photography 
 

Facilitation notes  
 
These are arranged in the order that the content appears in the pīkau.  
 
Access to a data projector or shared screen and speakers to present the pīkau is 
recommended.  
 
We strongly encourage showing each video on every page. 
 
Estimated time: 70 - 85 minutes  
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Section Facilitation notes 

Introduction and what you’ll learn 
 
 
 
 
 
 
 
 
 
 
 
 
 
Time: 1 minute 

The key points of this section are that you will learn 
about:  

● Using physical computing in local curriculum 
activities 

● Examples of learning activities shared by 
teachers 

● Resources for understanding concepts involved 
with selecting and using physical computing 
devices 

● Which computational thinking and designing and 
developing digital outcomes concepts are 
covered 

● The learning conversations and the focus that 
changes an activity from digital fluency to 
designing and developing a digital outcome 

Why this matters… 
 
 
Time: 1 minute 

The key point of this section is:  
● Physical computing gives us opportunities to 

create digital outcomes which do physical tasks 
or collect data about the physical world.  

Links to existing knowledge 
 
 
Time: 1 minutes 

The key point of this section is: 
● You are probably already doing activities in your 

classroom that can incorporate designing and 
developing digital outcomes.  

Makey Makey & Hot Wheels 
 
Time: 2 minutes 

The key point of this section is: 
● Designing and developing digital outcomes lends 

itself well to being used in authentic contexts.  

Hot Wheels & Makey Makey Solution: DDDO 
Progress Outcome 2 
 
 
 
 
Time:  5 minutes 

The key point of this section is: 
● Explicit discussions about the type of data you 

are collecting, the reasoning behind using a 
specific application and/or interface, and the 
end-user, is often all it takes to turn activities you 
may already be doing into teaching the designing 
and developing digital outcomes content. 

Hot Wheels & Makey Makey Solution: DDDO 
Progress Outcome 3 
 
 
 
 
 
Time: 2 minutes 

The key points of this section are: 
● Progress outcome 1 is teacher led. 
● At progress outcome 2 students are able to make 

their own decisions about what applications and 
tools within applications to use. 

● At progress outcome 3 students know and 
understand a range of applications and tools 
within applications to choose from and are using 
a defined design process to create a digital 
solution. 
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Conversation Starters for Designing and 
Developing Digital Outcomes Learning 
 
 
 
 
Time:  4 minutes 

The key point of this section is: 
● Discussions about topics like what file types you 

are using, where and how the files will be used, 
what made you choose a specific application 
over another to make an outcome, can turn a 
technology lesson into teaching the designing 
and developing digital outcomes content as well. 

Discussion 
Time: 5  minutes 

Discuss/role play how you can see yourself having these 
conversations with students. 

Authentic learning using physical computing 
devices 
 
 
 
 
 
 
Time: 5  minutes 

The key points of this section are: 
● Physical computing projects provide authentic 

learning contexts. 
● Physical computing can be used for designing 

and developing digital outcomes, computational 
thinking progress outcomes, and the three 
technology strands. 

● There are design processes that can be used to 
guide students. 

Getting started with physical computing 
 
 
 
Time: 4 minutes 

The key point of this section is:  
● The Designing and Developing with Physical 

Computing info-graphic gives a step-by-step 
process that can be used to support a design 
thinking process. 

Which devices should I buy? 
 
 
 
Time: 5 minutes to have a quick look at 
resources (not including Te Pā Pouahi 4) 

The key points of this section are: 
● Choosing the device or devices most suitable for 

you and all your learners requires careful 
consideration. 

● There is a step-by-step process here to support 
making these decisions. 

Discussion 
 
Time: 5 mins 

Where is your school in this process? Do you know what 
resources you have already? Who is already doing 
physical computing in their classroom? 

Purchasing and maintaining your digital 
technologies resources 
 
Time: 5 minutes 

The key point of this section is: 
● If you follow the process given on the previous 

page you are less likely to purchase devices that 
end up underutilised. 

How did others get started? 
 
Choose at least 2 videos you think will be 
engaging for your audience. 
 
 
Time: 6-10 minutes 

The key points of this section are: 
● It’s okay to learn alongside your students. 
● Making mistakes is not a problem, it’s part of 

learning. 
● Utilise the skills in your community to support 

what you are doing. 
● You don’t need to know everything. 
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Using a visual programming language 
 
 
 
 
 
 
Time: 5 minutes 

The key points of this section are: 
● Visual programming languages (like Scratch and 

mBlock) allow users to interact with program 
elements visually rather than via text. This lowers 
learning barriers by eliminating or reducing 
syntax errors (text language errors). 

● There are many visual programming languages 
available free online.  

Link to programme design 
 
 
 
 
 
Time: 1 minute 

The key point of this section is: 
● Physical computing devices can easily be used to 

cover not only designing and developing digital 
outcomes but also computational thinking, and 
the technology strands Technological knowledge, 
Technological practice, and Nature of 
Technology. 

Wrapping up and where to next 
 
Time: 1 minute 

The key points of this section are: 
● Learn from others 
● Don’t rush to buy expensive devices 

Optional Activity: Physical Computing 
Resources (found after the Pīkau evaluation 
form and the Facilitators notes).  
 
Time: 10 mins 

Have participants split into pairs, allocate the links for 
them to explore and report back to the group. 
 
Please at least show participants this page so they know 
these resources are here.  
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