TEACHER'S INVENTION LOG GUIDE
Can be used as a supplement to the student's Invention Log
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TEACHER'S GUIDE
Purpose of the Invention Log
 The Invention Log tells the whole story of the process as it is happening- NOT after it
happened.
 It's an important part of the invention process because it's a complete and accurate record
of the inventor's ideas, plans, and processes as the invention and prototype is created
 The Invention Log is a requirement of participation in Western New York Invention
Convention (unless otherwise noted)
 The Invention Log can even be used as part of the patenting process!

Guidelines for using the Invention Log
 Teams of 2 are allowed and will share one Invention Log. Signatures of both inventors
must be included
 Have the students follow the Invention Process Steps and fill out and date the pages as
they work on them
 Dating the pages (including any pages that ate added)really reinforces that they're
documenting their process in real time.
 It's OK if they find themselves going back to previous steps in the Invention Process (this can
even cause new ideas to happen)
 They may not need to use every page and they may need to copy pages because they want
to use them more than once.
 Emphasize the use of complete sentences (except where they're asked to make a list of
ideas, materials, etc.)

Blank Pages
 There are many places in this Invention Log where it says to "make a list"
 The quantity of ideas they get will stretch their thinking and creativity because better ideas
are usually NOT the first ones
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 Please encourage and provide blank pages (you can copy the blank pages in their Invention
Logs or just give them blank sheets)
 You can also encourage your students to use any other page in the Invention Log over again
and provide copies
 If they take pictures of their process, they can print them and add them to blank pages where
appropriate.
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7-STEP INVENTION PROCESS
Identifying

Understanding

Ideating

Designing

Building

Testing
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Communicating

Identifying a problem means brainstorming and using
research to discover problems and who might have these
problems.

Understanding means using empathy and research to
discover problems and who might have them.

Ideating means thinking about the problem, brainstorming, and researching different ideas and options to solve
the problem.

Designing means deciding what your invention's solution will
be made of, what it will look like, and how it should work

Building means assembling your invention into a prototype
using the materials and the processes you have decided to
use.

Testing your solution is how you find what works and what
doesn’t. You will modify or change your design, make the
changes, and test those changes. This process is repeated
until your invention or prototype works well.
Communicating means explaining the problem, the
research you did, how your invention solves the problem,
who might use your invention, your process in creating this
invention, and how you might make it even better.

Hint: The lighter arrows show the general order of the Invention Process. The arrows
on the side mean that some steps may need to be repeated, which helps to improve and
strengthen the invention.
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WAYS OF THINKING
DIVERGENT, CONVERGENT, & LATERAL THINKING

copyright Sylvia Duckworth 2016. No infringement intended

Guidelines for Divergent Thinking (encourage this early in the process):
Defer Judgment
Go For Quantity
Seek the wild and unusual ideas
Build upon yours and other's ideas

Guidelines for Convergent Thinking (this is where you may be making decisions):
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Be affirmative
Be deliberate
Check the objectives (what are you trying to achieve?)
Improve ideas (you are still being creative!)
Consider novelty (don't go with something just because it's 'safe' or 'tried-and-true')
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WAYS OF THINKING
DIVERGENT, CONVERGENT, & LATERAL THINKING
K-12 Invention Curriculum
 Aligned to Common Core and NGSS
 Easily customizable to your needs
 https://www.nationalinventioncurriculum.org/

Divergent Thinking Tools in the Invention Log:






SCAMPER
SCAMPER WORKSHEET
MILD TO WILD
COMBINATIONS
FORCED CONNECTIONS

Other Divergent Thinking Tools:
 TAKE-APART: https://wnykidsinvent.org/resources/
 A nice list with good explanations of other DIVERGENT THINKING TOOLS can be
found here: http://www.omniskills.com/cps/diverge.htm

Convergent Thinking Tools in the Invention Log:
 SOLUTIONS: Pros and Cons

Other Convergent Thinking Tools:
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 TAKE-APART: https://wnykidsinvent.org/resources/
 A nice list with good explanations of other CONVERGENT THINKING TOOLS can
be found here: http://www.omniskills.com/cps/converge.htm
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INVENTION VOCABULARY
Some of these terms are in the Student Invention Log
You may also want your students to use them and others when describing their process.

Advertise – The act or practice of calling public attention to one's product,
service, need, etc., especially by paid announcements in newspapers and
magazines, over radio or television, in social media, on billboards, etc.

Brainstorm – To produce an idea or way of solving a problem by holding a
spontaneous group discussion or individual thinking session.

Data Collection – The process of gathering and measuring information of

different variables, in a systematic way that helps one to answer research questions,
test hypotheses, and evaluate outcomes.

Design – To plan and make decisions about something that is being built or created.

To create the plans, drawings, etc. that show how something will be made.

Durable – Able to withstand wear, pressure or damage.
Empathy- The ability to understand how other people feel.
Engineer– People who invent, design, analyze, build, and test machines,

systems, structures, and materials to fulfill objectives and requirements while
considering the limitations imposed by practicality, regulation, safety, and cost.

Entrepreneur – A person who organizes and operates a business or businesses,

taking on greater than normal financial risks in order to do so.

hypothesis, or demonstrate a fact.

Hypothesis – A proposed explanation using previous knowledge, but made on
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Experiment – A scientific procedure undertaken to make a discovery, test a

the basis of limited evidence; a starting point for further investigation.

Incubation- Stepping away from a problem and doing something else. This allows

your brain to think about it without deliberately thinking about it!

www.wnykidsinvent.org

5
Western New York Invention Convention

info@wnykidsinvent.org

INVENTION VOCABULARY
Improvement – The act or process of making something better; the quality of being
better than before.

Interview – A formal discussion to establish needs or requirements; a report or
reproduction of information is obtained.

Inventor – A person who invented a particular process or device or who invents things
as an occupation.

Invest – To put (money) to use, by purchase or expenditure, in something offering

potential profitable returns.

Market – To advertise and offer a product for sale; to present something in a particular
way and make people want to buy the product.

Marketable – Able or fit to be sold or marketed; meets enough market needs to be
able to be sold.

Original – Created directly and personally by a particular artist; not a copy or imitation.
Operational – In or ready for use.
Patent – A government authority or license conferring a right or title for a set period,
especially the sole right to exclude others from making, using, or selling an invention.

Perseverance – Continued effort to do or achieve something despite difficulties,

Perspective- Being able to look at things from other people's point of view
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failure, or opposition.

Pitch – Promotion by means of an argument and demonstration; a short verbal
dialogue that tells the story and benefits of a product.
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INVENTION VOCABULARY
Problem – A matter regarded as unwelcome or harmful and needing to be dealt
with and overcome.

Product – Something that is made or grown to be sold or used.
Profit – Money that is made in a business, through investing, etc., after all the
costs and expenses are paid; a financial gain.

Profitable – Yielding advantageous returns or results; yielding a financial profit or
gain.

Prototype – An original or first model of something from which other forms are

copied or developed; an early version of a product that helps the inventor consider
different options for design before finalizing a go-to-market design.

Publication – The act or process of producing or printing a book, magazine,

newspaper, etc. and making it available to the public.

Research – The study of materials and sources in order to establish facts and
reach new conclusions.

Seek – To search for something or someone; ask for help to achieve something.
Solution – Something that is done to deal with a problem; something that solves
a problem.

which something originates. substantially – to a great or significant extent.
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Source – The point or place which something starts; a place, person, or thing from
Test – A procedure intended to establish the quality, performance, or reliability of
something, especially before it is taken into widespread use.

Testimonial – A written or spoken statement in which someone says that they
used a product or service and liked it.
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REQUIREMENTS & RESTRICTIONS
DISPLAY BOARD6
The display board (or a poster, depending on requirements) is an important part of the Invention
Process. It's the first thing that a Judge or other viewer sees and it helps to visually explain the
inventor's process.
Use a tri-fold display board that is no wider than 24" when the wings are folded in.
The prototype will go in front of it (on the table or on the floor) and should be no wider than 24".
(https://wnykidsinvent.org/resources/)
These categories should be labeled
<-----------24"----------->

 The PROBLEM
 The PROCESS
 The SOLUTION
Encourage this:
 Lettering that is readable (style, size, color)
 Colors that look good together
 Correct grammar, spelling, and punctuation
Things that might be included:
 Images showing building or testing
 How the invention was made
 How the invention is used

 SIMPLE AND PRECISE text to support and explain any pictures, drawings, charts, etc.

 Any engineering disciplines that were used (e.g. electronics, optics)
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 Any scientific principles that were used (e.g. buoyancy, heat transfer)

 Testimonials from users, research results
 Any other information about the invention that helps explain it, what it does, or why it is good

Hint: Encourage the use of bullet points because more elaboration
should be provided in the pitch and the Invention Log.
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REQUIREMENTS & RESTRICTIONS
Other Considerations
Teacher/Advisor must sign off on the inventor's solution/invention before they begin
building their prototype from their design.
 The Inventor(s) must have a COMPLETED & SIGNED Invention Log with each page
dated by the inventor(s).
Your prototype/invention should be no more than 2 feet wide and be able to set on a table
top or on the floor in front of the allotted display space (no size requirement for Virtual
Events).
 Demonstrations/presentations may not include human beings or other living creatures.
 If an invention is for animals, it must be demonstrated in pictures or by using a stuffed toy.
Your invention does not have to be a working model, but you need to be able to explain how it
would work. If it can be operational, it should be.
 Wall outlet electricity (120 VAC) may NOT be used at WNYIC. Battery powered devices
are fine (using wall electricity in a Virtual event is fine).
 Inventors may not use lighters, matches, candles or any other open flame or heat source
nor any material or liquid considered combustible.
 Inventions may not contain biohazards or utilize any materials that are, or could become,
dangerous.
 Other restrictions include: electric stun guns, martial arts weapons, guns, replica guns,
ammunitions, fireworks, knives of any size, mace, pepper spray, razors, or box cutters.

Video Presentations of the Prototype
If your invention cannot be actually demonstrated at WNYIC due to issues with size, electricity,
or hazardous materials, a video of the device in action can be shown.
 The prototype should still be present.
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 Video presentations can accompany non-hazardous prototypes as well.

Video Submissions for Virtual Events
 See Video Presentation Guidelines.
 Guidelines include tips for designing, filming, and uploading Video Submissions.
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