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their mobile phones are not 
designed to be repaired by 
the user (which you could 
also link to the 6 Rs).

Ergonomics and 
Anthropometrics
Ask students to measure the 
width of their hands and the 
lengths of their fingers and 
thumbs. Using this data, we 
can create bar charts and 
cumulative frequency curves 
to represent the hand sizes of 
our group. This can then be 
linked to the 5th and 95th 
percentile. You could use this 
activity to introduce students 
to using a range of calipers to 
get accurate measurements.

Give students a cut-out 
paper or card template of a 
current mobile phone. Ask 
them to identify where on  
the mobile phone template 
their fingers can reach 
comfortably. You may want 

to do this with a range of phone 
sizes. Students could then use 
this information to compare to 
the button placement on their 
own mobile phone. You could 
also ask them why all the icons 
on an iPhone move to the 
bottom half of the screen when 
you double tap the home 
button. Hopefully, they will 
realise that this is so that all 
can be easily reached with a 
single thumb. The LG G6 
phone has a fingerprint scanner 
on the back. Ask students to 
consider why the designers 
may have decided to do this.

Extending this into an 
iterative design project
Challenge your students to 
create a range of designs for a 
new mobile phone. You can ask 
them to develop their own 
specification based on research 
or suggest some for them. The 
suggested home learning 

activities 
could also  

be used to  
help develop 

specifications.
Students should then 

produce a range of designs 
using CAD and CAM, 
modelled using Styrofoam, 
foam board or cardboard,  
or plasticine and clay.  
You should encourage them 
to model their designs as 
this will make it much 
easier for them to test 
whether the product meets  
the specifications.

You could also link this to 
programmable devices and 
microcontrollers by asking 
students to create interactive 
programs like a simple game 
or an unlock program. There 
is also potential to go down 
the materials route with this 
work, looking at why certain 
materials are used over 
others. Is it the cost, the 
availability, the aesthetics or 
the mechanical properties 
that have affected the choice? 
You could also look at how 
smart materials technology is 
further developing the design 
of mobile phones.
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ADDITIONAL 
RESOURCES

www.roymech.co.uk  
has a list of 

anthropometric data 
including hand capabilities. 

This can be used to help 
with the ‘ergonomics and 
anthropometrics’ activity.
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HOME LEARNING
Students can write a 
questionnaire to ask 

friends and relatives about 
what they like and dislike 
about their phone. This 
can be used to develop 
a specification for the 

design of their own mobile 
phone. Learners could also 
research innovative mobile 

phone designs. 

CROSS-CURRICULAR 
LINKS
English 

Learners could critically 
analyse the articles and 
statements related to  

the planned 
obsolescence task.

Maths 
There are plenty more 

opportunities for 
statistical analysis of 
anthropometric data.

SUMMARY
Try and get students to link their 
understanding of technology pull 
and market push to other products. 
How has technology changed the 
design of computers and televisions? 
What about cars? How has our 
understanding of climate change 
affected the design of products?

Importantly, make sure they know 
the difference between ergonomics 
and anthropometrics!




