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Digital Technologies: 

Creating Digital Solutions 

Levels 5 and 6 



An example of how to use the  

“Problem Solving Methodology” 

 and visual programming in the  

primary school. 



To create a simple child’s toy that will light up different 

colours depending on the movements of the Sphero robot. 

 

Your solution will require: 

‒ Different coloured lights when moved in different directions 

‒ Sphero to make decisions based on the input from it’s gyroscope 

Student Design Brief 



Levels 5 and 6 Content Descriptions 



Students will be guided through the steps involved in 

solving problems and developing solutions. 

Problem solving methodology 
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Brainstorm what toys have 

lights on them that flash or 

change colour and what 

triggers the them. 
 

Ask students to use the live 

sensor data to work out how 

their Sphero will react to 

different sensor input. This 

is then extended further for 

students to create their 

algorithm based on their 

table of values. 

 

Analysing and designing solutions 



Evaluating the solution 

Considerations: 

• Can you explain how your solution has met the design brief? 

• Has the solution solved the problem? 

• Does it work? (every time!) 

• Does it do what it is supposed to do? 

• Does is meet ALL of the requirements specified in the problem? 

• Can we make a better solution, a more efficient solution?  

• This can be extended to what other sensor information can we 

use? What else might our toy ball do? 

 

 
 



Creating Digital Solutions 
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Levels 5 and 6 Content Descriptions 
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Levels 5 and 6 Achievement Standards 



Levels 5 and 6 Achievement Standards 


