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 UNIT SUMMARY    

 
All students will develop an understanding of the nature and impact of technology, engineering, technological design, 

computational thinking and the designed world as they relate to the individual, global society, and the environment. 
   

    

 

UNIT RESOURCES 

 Microsoft Office Applications 

 Google Apps for Education 

   

 

Internet Resource Links: 
 www.readwritethink.org/ 

 www.csunplugged.com 

 www.abcya.com 

 www.youtube.com 

 www.khanacademy.org 

 www.ifixit.com 

 http://www.instructables.com/ 

   

    
    
STAGE ONE    

    

  

GOALS AND STANDARDS  

 

 8.2.2.C.1 Brainstorm ideas on how to solve a problem or build a product. 

 8.2.2.C.2 Create a drawing of a product or device that communicates its function to peers and discuss. 

 8.2.2.C.3 Explain why we need to make new products. 

 8.2.2.C.4 Identify designed products and brainstorm how to improve one used in the classroom. 

 8.2.2.C.5 Describe how the parts of a common toy or tool interact and work as part of a system. 

 8.2.2.C.6 Investigate a product that has stopped working and brainstorm ideas to correct the problem. 

 

   

    

 ENDURING UNDERSTANDINGS –   The design process is a systematic approach to solving problems.    

     

    

 ESSENTIAL QUESTIONS –  When are sophisticated tools required and when are the simplest tools the best to use?    

     

http://www.readwritethink.org/
http://www.csunplugged.com/
http://www.abcya.com/
http://www.youtube.com/
http://www.khanacademy.org/
http://www.ifixit.com/
http://www.instructables.com/


    

 

KNOWLEDGE AND SKILLS – All students will develop an understanding of the nature and impact of technology, 

engineering, technological design, computational thinking and the designed world as they relate to the individual, global 

society, and the environment. 

   

      

    
STAGE TWO    

    

 

PERFORMANCE TASKS –  

 
 8.2.2.C.1 Students will brainstorm ideas on how to solve a problem or build a product. 

 

 8.2.2.C.2 Students will create a drawing of a product or device that communicates its function to peers and 

discuss. 

 8.2.2.C.3 Students will explain why we need to make new products. 

 8.2.2.C.4 Students will identify designed products and brainstorm how to improve one used in the classroom. 

 8.2.2.C.5 Students will describe how the parts of a common toy or tool interact and work as part of a system. 

 8.2.2.C.6 Students will investigate a product that has stopped working and brainstorm ideas to correct the 

problem. 

 

   

    

 OTHER EVIDENCE    

  Teacher observation; student participation; saved and/or printed document    

 
   

STAGE THREE    

    

 

LEARNING ACTIVITIES – 

 
 8.2.2.C.1 Brainstorm ideas on how to solve a problem or build a product. 

o Students will brainstorm how to solve a common problem and use MS Word to describe possible 
solutions. 

 8.2.2.C.2 Create a drawing of a product or device that communicates its function to peers and discuss. 

o Students will create a poster of a product with clipart pictures/photos and a description of what it 

does and why it is useful. 

 8.2.2.C.3 Explain why we need to make new products. 

o Students will use a comparison chart to identify a product and reasons why it would need to be 

made better or differently. Students could create a list of products they think we need in today’s 

society and either illustrate a poster.  

 8.2.2.C.4 Identify designed products and brainstorm how to improve one used in the classroom. 

o   Students will use a comparison chart, such as a table, to identify a product how it is used today 

and what ways it could be improved.        

 8.2.2.C.5 Describe how the parts of a common toy or tool interact and work as part of a system. 

o Working in groups, create a set of instructions to reassemble a toy(s) students have examined. 

 8.2.2.C.6 Investigate a product that has stopped working and brainstorm ideas to correct the problem. 

o Examine a broken product (i.e. - a toy). Identify the parts of their interactions with each other. 

Discuss how the product could be fixed or improved. 

 

 

 

 

   



 


