SEMtech

Student Engagement & Mentoring in Technology

1. Interactive Device Matching Game (Drag-and-Drop Activity)
Objective: Reinforce recognition of different computing devices and their primary use cases.
How it Works:

e On the screen, students see a set of device icons or images (e.g., laptop, workstation,
tablet, server, gaming console, [oT device).
e On the other side, they see descriptions or user scenarios, such as:
o “Used by engineers for heavy CAD rendering.”
o “Monitors factory automation in real-time”
o “Designed for mobile professionals with high portability”
e Students must drag and drop each device to match the correct description.

Learning Benefit:

e Reinforces the concept association between hardware form factors and real-world
applications.
e Visually supports learners who benefit from spatial and pictorial cues.

2. Device Selection Simulation (Scenario-Based Quiz)
Objective: Develop decision-making skills based on user needs and device capabilities.
How it Works:

o Students are presented with realistic user scenarios, for example:
o “A graphic designer needs a powerful machine to edit 4K video”
o “A nurse needs a lightweight device for accessing patient data”
o “A gamer wants smooth 4K resolution and high frame rates”
o Students choose from a list of device options (e.g., workstation, tablet, desktop, gaming
console) and justify their choice.
e Optional: Include instant feedback on why the correct choice works best, with
references to specs (e.g., GPU, portability, OS type).
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Learning Benefit:

o Reinforces the comparative thinking required on the ITF+ exam.
o Engages students in applying theoretical knowledge to practical scenarios.

3. IoT Device Explorer (Interactive Infographic + Click-to-Learn Tool)
Objective: Familiarize learners with IoT use cases across home and industrial environments.
How it Works:

e Students interact with a virtual smart home or factory floor layout.
e Clicking on hotspots (e.g., smart thermostat, IP camera, production line controller)
reveals pop-ups explaining:
o The device's function
o How it connects to the internet
o What computing operations it performs (input, processing, storage, output)
e Include audio or animation showing the data flow (e.g., thermostat adjusting temp based
on weather input).

Learning Benefit:

e Makes abstract [oT concepts tangible and memorable.
e Encourages exploration-based learning through interaction and discovery.

Bonus Tip for Implementation

Each activity could include micro-assessments (e.g., 2—3 follow-up questions) that log progress
or unlock badges—helpful for gamification and tracking learning analytics.
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