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About the Challenge
NWAY’s Designing a Lunar Habitat and Technology Competition is an authentic
multidisciplinary project for middle school-aged children. Students consider keeping
humans alive and healthy, as well as enabling them to conduct exploration and science.
How will exploration astronauts get food and water? How will they find or build shelter?
What is the lunar environment like? How will astronauts stay healthy, happy and
motivated? What technologies will they need to explore and survive?
First, students will learn about the Moon. Then, they will brainstorm, research and
design solutions for food, water, energy, technologies and other critical systems. Using
the Engineering Design Process (EDP) student teams will design and build a 3D physical
model of a habitat (from recyclable materials). Teams can also implement the EDP to
design and create a technology prototype (optional) to help further exploration and
science. Technology projects may be software or hardware. Students will also use the
Project Management cycle to manage their team, schedule, and budget. Teams will use a
project notebook to document their project. Teams compete in the Habitat Design
Competition and can choose to compete in the Technology Competition, as well.

NWAY’s 2022 Lunar Habitat and Technology Design Competitions
can help take your STEM or STEAM program to the next level!

Spring 2022 Habitat and Technology Challenge Theme:

Lunar Lava Tubes
Students will learn about NASA’s current efforts to return to the Moon to further explore.
Astronauts will need to live away from Earth in the harsh and dangerous environment of
this barren planetary body. Lunar lava tubes may provide suitable shelter for humans.

Students will explore these topics and design a habitat and technologies to support
NASA’s Moon missions. STEM experts and guest speakers will provide mentorship along
the way. Student designs will be put to the test with various scenarios such as
meteorites, power loss, or communication issues.
The final step is an online competition where students present their projects to STEM
experts. Judging will be conducted and the top 10% of teams advancing to a final round.
All competitions will be held online.
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Curriculum Support from New Worlds Await You:
Habitat Competition
A curriculum with activities to help teams through the Lunar Lava Tubes Habitat Design
Competition is available (adaptable for grades 5th - 9th). You can access and download the
curriculum (pdf) from the NWAY Design Competition Website:
WEXfoundation.org/NWAY/Design-Competition
You are not obligated to follow the guide in order to compete! You can use your own
EDP experience and instructional strategies to guide your team as you see fit.
You can make this project as in-depth as you wish. The NWAY Curriculum Guidebook is
designed around a minimum of 10 sessions (90-minutes each) for the Habitat Design
Competition.

Should you choose to use the NWAY Curriculum Guide, here is an overview of the
suggested activities that follow the EDP:
•
•
•
•
•

Your students will begin by researching the Moon and lunar lava tubes (reading and
watching videos).
They will brainstorm solutions for their lunar lava tube habitat through a gamelike activity. This will also help them design a Mission Patch.
Teams will prepare a video to present their design to their mentor who is a STEM
Subject Matter Expert (SME).
Teams will receive feedback from their SME to incorporate into their design.
Ultimately, teams will prepare for the competition and build a physical 3D model
of their lunar lava tube habitat based on their design.

The NWAY Curriculum Guide employs the EDP and follows this plan:
1. Identify the Problem (1-2 sessions)
2. Brainstorm Solutions (1 session)
3. Design the Habitat Layout (2 sessions)
4. Test and Re-Design Layout (1 session)
5. Build a 3D Habitat Model (3+ sessions)
6. Present Design (1 session)
Check out pictures and videos of lunar habitat models built by
middle school students in previous competitions!
WEXfoundation.org/nway/design-competition/for-students/
Teams can work on both competitions simultaneously or focus on the Habitat Design first,
then the Technology Design. All teams must submit a Habitat Design entry. The
Technology Competition is optional.
Team members can be divided to work on one competition or the other, or all team
members can work together throughout the semester – choose what works best for your
organization!
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Curriculum Support from New Worlds Await You:
Technology Competition
At this time, NWAY does not have curriculum to
guide the Technology Competition. However,
implementation of the EDP is recommended.
The following information can help guide the
technology projects.
Students can create a software or hardware
product. (Note – hardware products can include
ready-made hardware such as solar panels,
solar LED lights; however, the team product
must be “new” technology or new
application of the existing technology.) Teams
must design and build a new technology.

•

Examples of acceptable software and hardware
products include, but not limited to:
•

A digital game explaining the habitat or how a
process would work in their habitat.

•

A digital simulation of a process, robot or
rover.

•

Interactive picture book or website.

•

A “new” and novel technology such as a
robot, robotic hand, or other. Note – the
competition will not accept submissions that
are merely a “kit” or ready-made product
(solar panels, etc.). If a kit is used, teams
should modify it to make a new and novel
technology.

•

Sensors to help habitat operations such as medical, food, water, oxygen, toxins, etc.

•

Technology to support the management of air, water, food, waste, lighting, mining,
minimize radiation, communications, entertainment, etc.

•

And MORE!

The Technology Competition is optional.
You may choose to only compete in the Habitat Competition if you wish.
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NWAY 2022 Competition Deliverables
The table below provides an overview of the Habitat and Technology competition
deliverables. Details on the missions, deliverables, requirements and constraints for
both competitions can be found in the following pages. For due dates, see the 2022
Schedule page in this handbook.

Overview of Competition Deliverables
Habitat Competition

Technology Competition (optional)

1. Introductory Video, 2 minutes
maximum. (Due mid Mar.)
STEM experts will provide feedback
to teams based on this video.

1. Introductory Video, 2 minutes
maximum. (Due end Mar.)
STEM experts will provide feedback to
teams based on this video.

2. 3D physical model of habitat with
at least 1 moving part (Due end
Apr.)

2. Technology (software or hardware)
prototype (Due end Apr.)

3. Video Presentation of model and
other items, 4 min. maximum.
(Due end Apr.)
STEM experts will use this video to
judge the model and required
items. Feedback will be provided.

3. Video Presentation of technology
prototype, 4 min. maximum.
(Due end Apr.)
STEM experts will use this video to
judge the technology prototype.
Feedback will be provided.

Based on scores, the top 10% of teams in each competition
will be invited to the Final Round.
Final Round for both the Habitat and Technology Competitions (early May) will be
conducted via an online, conference-style presentation (no more than 4 minutes).
Students will show their videos and answer questions from the judges.

Winners will be announced at the end of the conference.

Prizes
Habitat Competition
1st Place:
NWAY
Competition
$3002022
Amazon
Gift Card Prizes
Team & Individual Student Trophies
Mission Patch (woven) & Stickers

Technology Competition (optional)
1st Place:
$300 Amazon Gift Card
Team & Individual Student Trophies
Mission Patch (woven) & Stickers

2nd Place:
$150 Amazon Gift Card
Team Trophy
Mission Patch Stickers

2nd Place:
$150 Amazon Gift Card
Team Trophy
Mission Patch Stickers

3rd Place:
Mission Patch Stickers

3rd Place:
Mission Patch Stickers

Team Spirit Award -- Mission Patch Stickers
Every student participant will receive a digital badge!

Lunar Habitat Competition

Mission:
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Using a lava tube for all or part of your habitat, your team will design a lunar habitat and
build a physical 3D model from recyclable materials. The habitat must be able to keep 10
astronauts alive, happy and motivated so that they can fulfil their work duties which
include exploration and science.

Deliverables:
1.

Introductory Video (2 minutes maximum). Teams will prepare a design of the habitat
they plan to build. Their design should be based on their research and brainstorming.
This may be a sketch, sticky notes on a board, outline, etc. and must adhere to the
requirements and constraints of the competition (see next page). Teams must also
include a preliminary design (sketch) of their Mission Patch. Team members should
introduce themselves and their school or organization.
Suggested outline (teams do not have to follow this outline. They should do what
works best for them):
a. School/Organization Introduction
10 Seconds
b. Team member self-introductions
10 seconds
c. Design explanation (walk through)
50-80 seconds
d. Rationale based on your research
(how are features of lava tubes used and
how did they present challenges, if at all)
20 seconds
e. Mission Patch design explanation
10-20 seconds
Videos will be reviewed by a Subject Matter Expert who will mentor the team by
providing feedback on their design.

2.

3D Physical Model. Teams will prepare a physical model of their lunar lava tube
habitat based on their earlier design and feedback received from their mentor. The
model must have at least 1 moving part and must adhere to the requirements and
constraints of the competition (see next page). Teams must also finalize their
Mission Patch and prepare a copy to display.

3.

Competition Video (4 minutes maximum). Teams will prepare a presentation
showcasing the 3D physical model of their lunar lava tube habitat and rationale, the
process they used throughout the project, and their Mission Patch.
Suggested outline (teams do not have to follow this outline. They should do what
works best for them):
a. School/Organization introduction
10 Seconds
b. Team member introductions
10 seconds
c. Model explanation (walk through)
80-90 seconds
d. Rationale based on research (how are features of
lava tubes used and did they present challenges?)
20-30 seconds
e. Demonstrate the moving part and explain
what it means to the habitat
10 seconds
f.
Mission Patch design explanation
20 seconds
g. Explain the team process and showcase the
team Project Notebook
30 seconds

NOTE -- Teams advancing to the final competition may revise and rebuild their model based on
feedback received from the preliminary judges. If changes are made a new video must be
recorded and Project Notebook updated.

Lunar Habitat Competition

Requirements:
Build your habitat on a 22 x 28-inch foam board, cardboard or something similar.
Note -- the board can be cut into other shapes – your lunar lava tube habitat does not
have to be a rectangular shape! But you can only use a total of 1 board.
●

●
●

You must have at least 1 moving part which can be moved by hand, a lever,
motorized or a similar method. It does not matter how it moves; it just needs to
move! The movement must be repeatable.
Components in the habitat model must be clearly labeled.
Habitat components shall be made from recyclable materials.

Constraints:
●
●
●
●

Do not go taller than 24 inches
Use safe, non-perishable materials.
Model parts must be securely attached to the board.
Do not exceed $100 in purchasing supplies for building the model. Record of
purchases should be included in the Project Notebook.

HINT … Refer to the scoring rubric on the following pages.
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Rubric: Lunar Habitat Competition

(pg 1 of 3)

Scoring 1-5
(Zero points if there is no evidence of a specific criteria)

Category &
Description

1
2
3
4
Poor-Fair Quality.
Fair-Average
Average Quality. Very Good Quality.
Fulfills 0% - 20% of Quality. Fulfills 50% Fulfills over 75% of
Fulfills 100% of
requirements.
of requirements.
requirements.
requirements.
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5
Exceptional Quality.
Fulfills 100% of
requirements with
additional features

Physical 3D Model (35 Points)

Appearance

Use of
Recycled
Materials

Scale and
Footprint

Use of color,
graphics, shapes,
etc. are not
complementary.
Aesthetics are a
distraction from
the model.

Use of color,
graphics, shapes,
etc. are somewhat
complimentary.
Aesthetics are
somewhat of a
distraction from the
model.

Use of color,
graphics, shapes,
etc. are somewhat
complimentary.
However, the
aesthetics are not a
distraction from the
model.

Use of color,
graphics, shapes, etc.
are complimentary.
Aesthetics are not a
distraction from the
model.

Use of color,
graphics, shapes, etc.
are complementary
and aesthetically
pleasing. Realistic
elements are
included (flora, fauna,
landscape, etc.).

Few recycled
materials used
and/or over
allotted budget.

At least 50%
recycled materials
used. Little
creativity and
variety. Little
attempt to modify
materials. Within
allotted budget.

Between 50%-75%
recycled. Some
variety and creative
modification.
Within budget.

More than 75%
recycled. Some
variety and creative
modification. Within
budget.

All most all recycled
materials. Exceptional
variety and creative
modifications. Within
budget.

Appropriate scale
throughout model.
Few
inconsistencies.

Good scale
consistently applied
throughout model. A
few scale exceptions.

Scale is consistently
applied through the
model. No
exceptions.

Habitat scale is
Scale inconsistent
inappropriate for throughout model.
model. Did not
remain in required
footprint.
Poor quality of
construction.

Habitat is put
Average quality and
together but has
workmanship.
some problems with
construction and
workmanship.

Good construction
and workmanship.
Habitat is sturdy and
well put together.

High quality
construction and
workmanship.
Habitat is well built
and can withstand
'harsh environments.'

Components of the
habitat are random
with no reasoning
or purpose.

Components of the
habitat are
somewhat
organized but not
consistent with
regard to reasoning
and purpose.

Components of the
habitat are
organized and
consistent with
regard to reasoning
and purpose.

Components of the
habitat are highly
organized with
regard to reasoning
and purpose.

Components of the
habitat are creatively
and highly organized
with regard to
reasoning and
purpose.

There are at most
two components in
the habitat that
support the safety &
health/wellness of
the astronaut in the
habitat.

There are more
than two
components in the
habitat that support
the safety &
health/wellness of
the astronaut are
present.

Critical components
of the habitat that
support the safety &
health/wellness of
the astronaut are
present.

Critical components
of the habitat that
support the safety &
health/wellness of
the astronaut are
clearly and creatively
present.

Construction /
Workmanship

Planning

There is one
component in the
habitat that
Mission: Safety support the safety
and health / and
wellness
health/wellness of
the astronaut.

(pg
3)
of 3)
(pg 22 of
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Scoring 1-5
(Zero points if there is no evidence of a specific criteria)
Category &
Description

1
Poor-Fair
Quality. Fulfills
0% - 20% of
requirements.

2
Fair-Average
Quality. Fulfills
50% of
requirements.

3
Average Quality.
Fulfills over 75% of
requirements.

4
Very Good Quality.
Fulfills 100% of
requirements.
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5
Exceptional Quality.
Fulfills 100% of
requirements with
additional features

Physical 3D Model (35 Points)
There is one
component in
the habitat that
Mission: Support
support
to Science and
astronauts in
Exploration
conducting
efforts
science and
exploration.

There are at most
two components in
the habitat that
support astronauts
in conducting
science and
exploration.

There are more
than two
components of the
habitat that support
astronauts in
conducting science
and exploration.

Critical components to
support astronauts in
conducting science
and exploration are
clearly present in the
habitat.

Critical and
innovative
components of the
habitat that support
astronauts in
conducting science
and exploration are
clearly present.

Research and Rationale (15 points max.)
Very little
knowledge of
the Moon is
Knowledge of the conveyed.
Moon

Minimal
Average knowledge
knowledge of the of the Moon is
Moon is conveyed. conveyed such as
proper use of
regolith, accurate
temperatures and
atmospheric
conditions, etc.

Very good knowledge
of the Moon is
conveyed to include
possible locations of
water and resources.

Above average
knowledge of the
Moon is conveyed to
include resources
and minerals and
potential habitat
sites.

Very little
knowledge of
Knowledge of the lunar lava tubes
Lunar Lava Tubes is conveyed.

Minimal
knowledge of the
lunar lava tubes is
conveyed.

Average knowledge
of lunar lava tubes
is conveyed
including benefits
for habitat.

Very Good knowledge
of lunar lava tubes is
conveyed to include
hazards and
challenges for habitat.

Above average
knowledge of lunar
lava tubes is
conveyed additional
research is evident.

Very little
Application of application of
Moon and lunar knowledge is
lava tubes to applied or
conveyed.
rationalize
habitat
components

Minimal amount of
knowledge is
applied and
conveyed (such as
one characteristic
is applied and
conveyed).

Average amount of
knowledge is
applied and
conveyed (such as
two-three
characteristics are
applied and
conveyed).

Very good amount of
knowledge is applied
and conveyed (such as
more than four
characteristics are
applied and
conveyed).

An exceptional
amount of
knowledge is applied
and conveyed.

More than one
moving part.
Excellent quality.
Repeatable
movement. Highly
innovative.

Moving Part (10 points max.)

Innovation and
quality

One moving part One moving part.
that does not
Fair quality (only
function as
moves one time).
designed.

One moving part.
Good quality. Can
move more than
once. Little
innovation.

At least one moving
part. Good quality.
Has repeatable
movement.
Innovative.

Relation to
design and
function of
habitat

Moving part is
Moving part is
cosmetic with no loosely related to
relationship to the habitat.
the habitat.

Moving part is
closely related to
the habitat.

At least one moving More than one
part is essential to the moving part is
habitat.
essential to the
habitat.

(pg 3 of 3)
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Scoring 1-5
(Zero points if there is no evidence of a specific criteria)

Category &
Description

1
Poor-Fair
Quality. Fulfills
0% - 20% of
requirements.

2
Fair-Average
Quality. Fulfills
50% of
requirements.
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4
Very Good Quality.
Fulfills 100% of
requirements.

5
Exceptional Quality.
Fulfills 100% of
requirements with
additional features

Some evidence of
project management,
such as a revised
schedule/design as
the project
progressed. Some
receipts and evidence
of a budget.

Good documentation
of the entire project
life cycle including
schedule/design
revisions. Good
budget tracking.

Documentation of
project management
throughout the entire
project is thoroughly
kept and organized.

Some evidence of
EDP such as revised
design based on
mentor feedback, or
building notes, as the
project progressed.

Good evidence of the
EDP such as design
revisions, testing
process and results, as
the project
progressed.

Records of the EDP
throughout the entire
project are
thoroughly
documented and
organized.

3
Average Quality.
Fulfills over 75% of
requirements.

Project Notebook (10 points max.)

Project
Management
Documentation

Project
management
document is
difficult to
discern in the
notebook.

Some evidence of
project planning,
such as initial
schedule or initial
design/concept, or
receipts.

Some evidence of
EDP such as initial
Engineering EDP records are
research/notes,
Design Process
difficult to
brainstorming, or
(EDP) Records
discern.
initial
design/concept.

Team Mission Patch (10 points max.)
Reflection of
team and
mission

Creativity

The team or
mission are not
reflected in the
patch.

Team or mission
are minimally
reflected in the
patch.

Patch design
Patch design is
illustrates some
not a creative
creativity and
reflection of the
minimally reflects
habitat mission.
the mission.

Team and mission are
Team and mission are Team and mission are
clearly conveyed in
minimally conveyed clearly conveyed in
the patch, uniquely
in the patch.
the patch.
and creatively.
Patch design
illustrates average
creativity and the
mission.

Patch design
Patch design is a good
illustrates creative
creative reflection of
use of space and
the mission.
symbolism.

Presentation & Teamwork (10 points max.)
Presentation is
poorly organized
with very little
Presentation
shown of the
Delivery
habitat. Very
little supporting
detail provided.

Quality of
Teamwork

Small amount of
evidence of
collaboration
amongst team
members. One
or two members
dominated the
presentation.

Somewhat
organized. Most of
the major habitat
components are
featured. Little
supporting detail.

Good organization.
Most of the major
habitat components
are featured with
some supporting
detail. Transitions
could be smoother.

Good organization.
Most of the major
habitat components
are featured with
sufficient supporting
detail. Transitions
were clear and
smooth.

Extremely well
organized. All major
habitat components
are creatively
featured with
sufficient supporting
detail.

Some evidence of
collaboration and
sharing amongst
team members.
Knowledge appears
unequal. One or
two members
dominated.

Good collaboration,
support and sharing
amongst team
members. Knowledge
appears unequal. All
members
participated in the
presentation.

Very good
collaboration, support
and sharing amongst
team members.
Equivalent knowledge
level for most. All
members participated
in the presentation.

Excellent
collaboration,
support and sharing
amongst team
members. Equivalent
knowledge level for
all. All members
participated equally
in the presentation.

Technology Competition (Optional)
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The Technology Competition is optional.
You may choose to only compete in the Habitat Competition if you wish.

Mission:
Design and build a working prototype using some hardware or software technology to support
your Lunar Lava Tube habitat and/or your astronaut team.

Deliverables:
1.

Introductory Video (2 minutes). Teams will prepare a design of the technology they plan
to build. Their technology and design should be based on their research and
brainstorming. For hardware, the design may be a sketch, sticky notes on a board,
mockups, etc. Software design may include storyboarding, draft screens, interference,
etc. Designs must adhere to the requirements and constraints of the competition (see
next page). In the video, team members should introduce themselves and their school or
organization.
Suggested outline (teams do not have to follow this outline. They should do what works
best for them):
a. School/Organization Introduction
10 Seconds
b. Team member self-introductions
10 seconds
c. Technology explanation (design walk through)
50-80 seconds
d. Rationale based on research
(how does the technology help the habitat and
astronauts in the lava tube)
20 seconds
Videos will be reviewed by a Subject Matter Expert who will mentor the team by
providing feedback on their design.

2.

Technology prototype*. Teams will prepare a small-scale prototype of their technology.
Depending on the project, this may mean a physical model (hardware product) or a
software-based product. Refer to the Requirements and Constraints on next page.
* A prototype may be considered an early model of a technology that can be tested and
improved upon prior to full development of the technology.

3.

Competition Video. (3 minutes maximum). Teams will prepare a presentation
demonstrating the technology prototype, supporting rationale, and the process they used
throughout the project.
Suggested outline (teams do not have to follow this outline. They should do what works
best for them):
a. School/Organization Introduction
10 Seconds
b. Team member introductions
10 seconds
c. Prototype demonstration
60-90 seconds
d. Rationale based on research
(how the technology will help the habitat and/or
help the astronauts with exploration)
20-30 seconds
e. Explain the development process and showcase
the team Project Notebook
20-30 seconds

NOTE -- Teams advancing to the final competition may revise, rebuild and/or advance their
prototype based on feedback received from the preliminary judges. If changes are made, a new
video must be recorded and Project Notebook updated.

Technology Competition (Optional)

Page 13

Requirements:
●
●
●

The final prototype must be a working example.
Documentation of the development process (or EDP), including product testing,
must be included in the Project Notebook.
Competition video must show the product and/or someone running or interacting
with the working product, as appropriate.

Constraints:
●

●

●

Hardware products: Do not exceed $100 in purchasing supplies for building of the
prototype model. Record of purchases should be included in the Project
Notebook.
Only free software tools may be used to create a software technology project.
Here is a list of software tools that are accepted. If your team wants to use a
software tool not on the list, please contact NWAY for approval.
–

Blender https://www.blender.org/

–

Construct https://www.construct.net/en

–

GameMaker https://www.yoyogames.com/en/gamemaker

–

GDevelop https://gdevelop-app.com/

–

Godot https://godotengine.org/

–

InkScape https://inkscape.org/

–

Kudo Game Lab http://www.kodugamelab.com/

–

Scratch https://scratch.mit.edu/

–

Snap! https://snap.berkeley.edu/snap/snap.html

–

Stencyl https://www.stencyl.com/

–

Tinkercad https://www.tinkercad.com/

Software tools such as Microsoft Word and PowerPoint may also be used.

HINT … Refer to the scoring rubric on the following pages.

Technology Competition (Optional)

Scoring 1-5
(Zero points if there is no evidence of a specific criteria)
1
2
3
Category & Poor-Fair Quality.
Fair-Average
Average Quality.
Description Fulfills 0% - 20% of Quality. Fulfills 50% Fulfills over 75% of
requirements.
of requirements.
requirements.

4
Very Good Quality.
Fulfills 100% of
requirements.
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5
Exceptional
Quality. Fulfills
100% of
requirements with
additional features

Creativity (15%)

New &
Novel

Technology
product was
constructed from a
kit or other device
with little
modification.

Technology product
was constructed
from a kit or other
device with some
creative
modification.

Technology product
was based on a kit or
other device. It was
significantly
redesigned with
student's own
concepts and
designs.

Technology product
was designed with
student's own
concepts and designs.

Technology product
was designed with
student's own
concepts and
designs. The new
technology product
is innovative and
novel.

Intended Purpose & Rationale (15%)
Very little
knowledge is
Application applied and
of
conveyed to
knowledge support the need
of the Moon for the technology
and lunar
lava tubes.

Technology
supports the
lunar lava
tube
habitat.

Minimal amount of
knowledge is
applied and
conveyed. One
characteristic of
either the Moon or
lava tubes supports
the need for the
technology.

The technology is The technology is
cosmetic with no loosely related to
relationship to the the habitat.
habitat.

Average amount of
knowledge is applied
and conveyed. At
least one
characteristic of each
the Moon and lava
tubes supports the
need for the
technology.

Average amount of
knowledge is applied
and conveyed. Three
to five characteristics
of the Moon and/or
lava tubes supports
the need for the
technology.

The technology is
The technology is
closely related to the essential to the
habitat.
habitat.

An exceptional
amount of
knowledge of the
Moon and lava
tubes supports the
need for the
technology.

The technology is
innovative and
essential to the
habitat.

Functionality & Completeness (15%)
The technology
does not function
as designed.
Complete
and
functional.

The technology only
partially functions
as designed but
needs a significant
amount of
unintended
interaction/assistan
ce by the team.

The technology
functions as
designed but needs a
small amount of
interaction/assistanc
e by the team.

The technology
functions as designed
with no unintended
interaction/assistanc
e by the team.

The technology
functions as
designed with no
unintended
interaction/assistan
ce by the team.
Additional fully
functional features
were incorporated.

Students understand
the development
process and provide
detail to support.

Students articulate
and support the
development
process and the
impact on the final
product.

Understanding (15%)
Product
development
process.

Students display
little understanding
of the
development
process used
during the project.

Students have a
basic understanding
of the development
process, but
supporting detail
not provided.

Students understand
the development
process with some
supporting detail
provided.

Technology Competition (Optional)

Scoring 1-5
(Zero points if there is no evidence of a specific criteria)

Category &
Description

1
2
Poor-Fair Quality. Fair-Average Quality.
Fulfills 0% - 20%
Fulfills 50% of
of requirements.
requirements.

3
Average Quality.
Fulfills over 75% of
requirements.

4
Very Good Quality.
Fulfills 100% of
requirements.
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5
Exceptional Quality.
Fulfills 100% of
requirements with
additional features

Understanding (15%)
Students
displayed little
Understandunderstanding of
ing of
the software,
hardware
hardware and/or
and/or
software tool(s)
software
used.
tool(s) used.

Choice of software, The choice of
hardware/software software, hardware/
tools may have been software tools were
inappropriate for
appropriate for the
the product.
product. Students
Students unable to were unable to
explain why
explain why choice(s)
choice(s) were
were made.
made.
Documentation (15%)
Project design
Some evidence of
Some evidence of
and development the project design
project design and
process is difficult and development
dev. process such as a
to discern in the process, such as
revised schedule,
Project
schedule, initial
testing results, or
documenta- notebook.
design/concept,
revised design as the
tion
testing plan,
project progressed.
receipts.
Some evidence of a
budget.
Testing records
Some evidence of
Some evidence of
are difficult to
product testing such product testing such
discern.
as notes.
as a testing plan,
Product
notes and test
testing
results.

Poorly organized
with very little
presentation of
Presentation the technology
of Content product. Very
little supporting
detail provided.
A small amount of
evidence of
collaboration
amongst team
Teamwork & members. One or
Collaboration two members
dominated the
presentation.

The choice of
software, hardware/
software tools were
appropriate for the
product. Students
explain why the
choice(s) were
made.

Students articulate
and support the
choice and use of
software, hardware
and/or software tools
used to enhance the
product.

Good documentation
of the entire project
design and
development
process. Good
budget tracking.

Documentation of
project design and
development process
throughout the entire
project is thoroughly
kept and organized.

Some evidence of
product testing such
as a testing plan,
notes, and test
results. Testing is
also documented
through photos
and/or video.

Records of product
testing and revisions
based on testing
results are thoroughly
documented and
organized including
photos/video.

Presentation & Teamwork (10%)
Somewhat
Good organization.
Good organization.
organized. Most of Most of the major
Most of the major
the major
components are
components of the
components of the featured with some technology product
technology product supporting detail.
are featured with
are featured, little Transition from one sufficient supporting
supporting detail.
topic to the next
detail. Clear and
could be smoother. smooth transitions.
Some evidence of
collaboration,
support and sharing
amongst team
members. Amount
of knowledge
appears unequal.
One or two
members
dominated.

Good collaboration,
support and sharing
amongst team
members. Amount of
knowledge appears
unequal. All members
participated in the
presentation.

Very good
collaboration,
support and sharing
amongst team
members. Equivalent
knowledge level for
most. All members
participated in the
presentation.

Extremely well
organized. All major
components of the
technology product
are creatively
featured with
sufficient supporting
detail.
Excellent
collaboration, support
and sharing amongst
team members.
Equivalent knowledge
level for all. All
members participated
equally in the
presentation.

Competition Schedule

Page 16

The schedule below outlines both the habitat and technology competition. Please note that
the technology competition is optional. If your team(s) will only submit an entry to the
habitat competition, you may ignore the dates for the technology competition.
February 14 (Mon.): Registration Deadline
All organizations must be registered (Survey Monkey form). Exact number of teams not needed.
The $25 registration fee covers up to 20 teams per organization. **FREE to first 30 organizations**
February 21 (Mon.): Team Names Submitted
Each organization must declare the number of teams that will compete. Submit team names to NWAY.
March 14 (Mon.): Habitat Introductory Videos Due
All teams must upload their Introductory video (Habitat Competition Deliverable #1).
March 15 – March 19: Feedback Provided on Habitat
Teams will receive feedback on their Introductory video from their STEM mentor.
March 31 (Thurs.): Technology Introductory Videos Due
All teams must upload their Introductory video (Technology Competition Deliverable #1).
April 1 - 5 : Feedback Provided on Technology
Teams will receive feedback on their Introductory video from their STEM mentor.
April 28 (Thurs.): Habitat Video Presentation & Technology Video Presentations Due
Habitat Competition: All teams must upload their video presentation (Deliverable #3) of their 3D physical
model (Deliverable #2) and other required elements.
Technology Competition: All teams must upload their video presentation (Deliverable #3) of their
technology prototype (Deliverable #2) and other required elements.
April 29 – May 3: Feedback Provided
All teams will receive feedback.

May 4 (Wed.): Top 10% Announced
Top 10% of teams from both competitions will be invited to present at the Final Round.
May 14 (Sat.): Habitat & Technology FINAL ROUND (Online)
Finalist will present their video and answer questions from the judges in a virtual conference setting.
Winners of each competition will be announced at the end of the virtual conference.

Contact Information
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If you have any questions or comments, please contact the NWAY team. We will respond
as soon as possible.
●
●

Email: NWAY@wexfoundation.org
Phone: (726) 999-0501
Please leave a message.

Make sure to visit the NWAY webpage and the Design Competition webpage for more
information and classroom resources.

NWAY Website

Follow us on social media to get up-to-date news on the design competition
and share your team progress!

Facebook

Instagram

Twitter

