Inventing with the Sparkfun Inventors Kit for the
Genuino 101* board @ Canterbury Primary School
The SparkFun Inventors Kit for the Genuino 101 board makes it easy to get started
with Digital Technologies in the classroom. The kit contains the Genuino 101 board
as well as all the accessories you need to begin simple projects that can add
#STEAM to all parts of the curriculum. The students and teachers at Canterbury
Public School in Melbourne used the kits to recreate the St. Kilda icon 'Luna Park'
from lighting up the entrance to engineering scaled rides. Their journey touching
elements from across the curriculum in an engaging hands on learning experience.

Setting the Scene

To begin this project students were gathered together
and given time to explore all the parts of the Inventors
Kit. From motors to lights and buttons to LCD panels.
Using this as inspiration students were asked to
brainstorm how they could best utilise these tools to
engage other students and inspire a curiosity in
maker technologies. 'Luna Park @CPS' was born.

Innovating and Creating

Next students browsed the online experiment guide to
see which experiments would assist them in creating
their featured amusement. Following the instructions
they constructed their electrical circuit, tinkered
(working mathematically) with code and
then engineered their ride using maker materials and
artistic flair.

Pirate Ship

Carissa and Cathy were inspired to invent a mini 'Pirate Ship'
ride. The students concluded the servo would be the most
suitable technology to make the ship swing slowly back and
forth. They used experiment 10 as a guide for their circuit and
code and soon had a functioning Pirate Ship. However they
were not satisfied with their solution having difficulty
programming the ship to stop and start in the correct
position. They were challenged to use their Geometric
Reasoning knowledge to develop an effective solution.

The Face

The most recognisable feature of 'Luna Park' is the face as
you enter. Todd and Tim decided to recreate the face and
add some bling with LED lights. With the assistance of
experiments 1,3 & 4 they became familiar with the electrical
circuit and code behind programming LEDs. They then went
further adding a secret message in morse code requiring the
application of computational thinking, mathematical and
coding skills.

Carousels and Ferris Wheels

The motor in the inventors kit had many of the students
engaged from the first minute. Larry and Jason as well as
Jen and Peter were inspired to create motorised rides.
Accessing experiments 12 & 13 they were able to develop a
complicated circuit to control both the speed and
direction of their rides. Issues throughout the design
process built their curiosity, troubleshooting and problem
solving skills and demonstrated the power of mistakes in
prototyping. Their success showcases students
determination and engagement in the maker classroom.

Wrapping it up

Once completed students were ready to showcase their
innovations to students and teachers from schools across
Victoria. Learning by doing, these students were adept at
articulating how they developed their STEM projects, the
hurdles they encountered and the skills they deployed to
design and engineer a solution. Innovators of the future
in action at Canterbury Primary School.
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