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E.D.P. = Engineering Design Process             

1. Identify the need or problem 

2. Research the need or problem

· Examine the current state of the issue and current solutions

· Explore other options via the Internet, library, interviews, etc.

3. Develop possible solution(s)

· Brainstorm possible solution(s)

· Draw on mathematics and science

· Articulate the possible solution(s) in two and three dimensions

· Refine the possible solution(s)

4. Select the best possible solution(s)

· Determine which solution(s) best meet(s) the original need or solve(s) the original problem

5. Construct a prototype 

· Model the selected solution(s) in two and three dimensions

6. Test and evaluate the solution(s)

· Does it work?

· Does it meet the original design constraints?

7. Communicate the solution(s)

· Make an engineering presentation that includes a discussion of how the solution(s) best meet(s) the initial need or the problem

· Discuss societal impact and tradeoffs of the solution(s)

8. Redesign 

· Overhaul the solution(s) based on information gathered during the tests and presentation

Project Steps: 
1) Teacher introduces project to students and the Grading Rubric (see attached Rubric)

(E.D.P. (state the problem with criteria and constraints))
2) Student does R +D for instruments / musical enhancement devices
(E.D.P. (Research the Need / Problem look for past Solutions for need / problem))

Possible Examples: 
A) Electric 
B) Acoustic Electric 
C) Acoustic 








D) Amplifier
E) Microphones

    
F) Whammy bars 
G) Whammy pedals 
H) Percussion instruments 

   
 I) Wind instruments 
J) Speakers
K) think outside of the Box

                                         You are only limited by your imagination.

3) Student puts in their Engineering Notebook a description of their choices of three projects they are passionate about making.  This includes a simple diagram of each.

(E.D.P. (Research the Problem / choose the Best Possible Solution))
4) Choose the Project / Projects that you are passionate about building using financial and time constraints and Rubric Criteria to help you choose.

(E.D.P. (Select Best Possible Solution))
5)   Collect parts for assembly (scrounge) look for old or broken instruments / technology (radios / electric pianos / toys / etc.) that we can strip for parts (volume controls, etc). Bring in parts that you are not going to use for your project so that others may use them.  This will be extra credit.

(E.D.P. (Construct Prototype)) 

6) Built Instrument.  The first time through the E.D.P. just get it to work then the second time through the E.D.P. make it look professional.

(E.D.P. (Construct Prototype))
7) Test Project.  Show peers and teachers your project making sure that they understand the Rubric criteria and constraints.  

(E.D.P. (Test and Evaluate the Solution))
8) Communicate / Present Instrument to Teacher and Peers.  Get peer and teacher feedback on your project.  This feedback should be Rubric criteria and constraint driven. This should prevent any arguments about project grades. 

(E.D.P. (Communicate the Solution))
9) Change project based upon feedback (Think of how to Fix it / make it Better and or make it Look more Professional. This should be a creative / self expressive aspect of this project.)

(E.D.P. (Redesign and Reevaluate))
10) This should take you back to step 1 of the Engineering Design Process.  The E.D.P. is a never ending cycle that is only stopped by constraints such as time, money or loss of interest.

