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Unit 6: Research and Development
Note: All facilities have different resources in their classrooms.  I based teaching this unit with what we, as a school, have on hand for resources.  I have a computer lab in my room.  Most of my students do research during class time.  I like to have the students do most of their work during class time so I’m there to help them and give feedback.

Teaching Outline
Day 1: Introduction.  I would hand out the student reading assignment.  I would give them 20-30 minutes to read this in class.  Next, I would lead a class discussion.  I would then have them take notes on the assignment, giving them terms that they need to know.  I would also tell them that there could be a quiz given at a later date from the notes that they are taking.  
Day 2: I would show them both power point presentations on product life cycle and rapid prototyping.  During the presentations, I will lead them in a class discussion.  We would brainstorm the cycle of different products.  If there is class time left, I would then have them go and find other types of rapid prototyping systems and have them bring that to class the next day.  They could discuss what they found or put it up on the bulletin board for everyone to read.

Day 3-5: I would give them the web quest assignment and go over it with them in class answering any questions that they might have.  I would then have them answer the essential questions from there reading assignment and have them hand that in.  They would do this after they complete their assignment. 

Day 6-9: Students would team up and do the design brief on a transportation system.  I would go over all the directions with them in class and answer any questions.  

Standards covered 
Standard #1: Students will develop an understanding of the characteristics and scope of technology. 


Benchmarks

L. Inventions and innovations are the results of specific, goal-directed research.

Standard #2: Students will develop an understanding of the characteristics and scope of technology. 


Benchmarks

AA. Requirements involve the identification of the criteria and constraints of a 
product or system and the determination of how they affect the final design and 
development.

BB. Optimization is an ongoing process or methodology of designing or making a 
product and is dependent on criteria and constraints.

Standard #4: Students will develop an understanding of the cultural, social, economic, and political effects of technology. 


Benchmarks

I. Making decisions about the use of technology involves weighing the trade-offs 
between the positive and negative effects.

J. Ethical considerations are important in the development, selection, and use of 
technologies.

Standard #6: Students will develop an understanding of the role of society in the development and use of technology.


Benchmarks 

H. The decision whether to develop a technology is influenced by societal 
opinions and demands, in addition to corporate cultures.

Standard #10: Students will develop an understanding of the role of troubleshooting, research and development, invention and innovation, and experimentation in problem solving.


Benchmarks 

I. Research and development is a specific problem-solving approach that is used 
intensively in business and industry to prepare devices and systems for the 
marketplace.

J. Technological problems must be researched before they can be solved.

Standard #13: Students will develop abilities to assess the impact of products and systems.


Benchmarks

J. Collect information and evaluate its quality.

K. Synthesize data, analyze trends, and draw conclusions regarding the effect of 
technology on the individual, society, and the environment.
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