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1.B – Interactive Card: Specification \{}& Designs
Unit 1: Interactive Animations & Games

Learning intentions
• Write a design specification that another person could actually build from
• Sketch and annotate several different design ideas
• Choose one design and justify the choice against your specification

Theory
You are a digital designer, and you are making an interactive card to give to someone.

Before anyone builds anything, they write down what it has to do. That written list is the design
specification, and it is what Criterion B: Developing ideas is assessed on.

A specification is not a description of your idea. It is a list of requirements the finished thing must
meet. The difference matters: a description can only be admired, a specification can be checked.

Take an ordinary object — a pair of trousers. A specification for them might say who they are
for, what occasion they are for, and then list what they must do: lots of pockets, flared, light
up, washable, waterproof, comfortable, turn into shorts. Some of those are sensible and some
are ambitious, but every one of them is something you could later hold the finished trousers up
against and ask: does it do this, yes or no?

Your card specification needs the same quality. Write requirements you can test later, because
in Summative D you will test exactly that.

Sketches. Once the specification exists, you generate ideas — more than one. A sketch is meant
to take 10 to 20 minutes. It is not a highly detailed drawing, and it is not meant to be beauti-
ful. What makes a sketch useful is the annotation: the written notes around the drawing that
explain what each part does, especially the interactive parts. A sketch nobody else can interpret
has failed at its job.

For the best marks you want three or more design ideas, each presented in reasonable detail,
each annotated so another person could understand it.

Your sketches should show:

• how the card looks

• annotations explaining the interactive parts of the card

Keep these papers in your physical design portfolio, kept in class. Put your name on every sheet.

> AI rule. If AI is used to write the specification, that section scores zero. The specification is
your design thinking — it is the part of the work that has to be yours.

Activity
Part 1 — Design specification. In your design notebook, decide and write down:
• what occasion the card is for
• what sort of person will receive it — a child or an adult, their interests, anything else

that matters
• a list of elements the card must contain, including some interactive elements
• any other requirements — fonts, colours, sounds, size, how long it runs for
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More detail earns a higher grade. Aim for a list a classmate could build from without asking
you a single question.
Grading for the specification (Strand i):
• 1-2 marks: one or more basic success criteria listed
• 3-4 marks: a list of success criteria, three or more
• 5-6 marks: a reasonably detailed design specification
• 7-8 marks: a very detailed design specification

Part 2 — Design ideas. Sketch and annotate at least three different ideas for the card.
Different means genuinely different — three versions of the same layout is one idea drawn
three times.
Part 3 — Choose one. Pick the design you will build, and explain why you chose it over
the others. The strongest answers explain the choice using the specification: this design
meets these requirements better than that one did.
Grading for the design ideas (Strand ii):
• 1-2 marks: one design idea which can be interpreted
• 3-4 marks: more than one design idea which can be interpreted, or one design presented

with a reasonable level of detail
• 5-6 marks: three or more design ideas presented in a reasonable level of detail
• 7-8 marks: three or more design ideas presented with a high level of detail

Questions
1. What occasion is your card for, and who is going to receive it?

2. What do you know about that person that should change the design? Think about their inter-
ests, their age, and what they would find funny or touching.

3. List the elements your card must contain. Number them, and mark the interactive ones with
a star.

4. What other requirements does your card have? Consider fonts, colours, sound, how the card
starts, and how the user knows what to do.

5. Describe design idea 1 in a sentence, and say what its main strength is.
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6. Describe design idea 2 in a sentence, and say what its main strength is.

7. Describe design idea 3 in a sentence, and say what its main strength is.

8. Which design did you choose, and why? Refer to at least two specific points from your specifi-
cation.

9. Which requirement in your specification do you think will be hardest to build? What might
you do about that?

Extension
Give your specification to someone else in the class and ask them to describe, without seeing
your sketches, what they think the card will look like. Where their description differs from
what you intended, your specification was ambiguous. Rewrite those requirements so they
are not.
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