Guidelines for the Invention Project
1. Keep an inventor’s notebook or journal. This is an ongoing record of all events, actions, ideas, observations, and experiments during the entire development of the invention.

a. Start by writing down problems that need to be solved

b. Then brainstorm possible solutions to these problems. Record in your journal.

c. Next pick one problem (after consulting with your teacher) and continue to write notes about the possible solutions. 

d. Research your problem. Record this in your journal. Are there any other solutions out there? What do you know about the topic of your invention. For instance, if I want to develop special gloves that I can wear when I work a touch-screen phone, then I need to understand how a touch-screen phone works. 

2. Once you have decided on your invention, create a plan. The plan should include:

a. What are you going to do?

b. Do I need to compare other similar solutions or inventions?

c. Who is going to use this invention?

d. How are you going to do (build, make, design) it?

e. What tools and materials do you need to (build, make, design) it?

f. How much money and time will it take to create this invention?

g. What results do you expect to happen? 

h. Detail the steps to create your invention and record ALL of this in your journal.

3. Building your invention
a. Create a breadboard (this proves that the invention will work)
b. Model the invention (builds on what you learned in the breadboard but also takes into account any new information you gathered)
i. For a model, you must consider who is going to use it, who is going to buy it, what function(s) it will have, and the overall appearance.

c. Create a prototype- functions exactly like a model but it is made EXACTLY like the finished product would be right down to the very last detail including color, packaging and instructions.

4. Name your invention

a. Make sure that no other invention exists with the same name. 

b. Your name should be clever, catchy, relevant to the function, and appropriate. It should be easy to remember and say.

c. The name can be technical or descriptive.

5. Market your invention

a. Create an advertisement– either on paper or virtual.

b. Must be colorful, appealing, and grammatically correct.

c. Incorporate other media (music, animation, a jingle or song) –this is optional but would definitely add to the marketing of your project
