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Engineering Technology Pathways





Engineering for Design
Product Life Cycle Activity

Overview: 
The product life cycle of a product is around us everyday in our lives. Some products we use everyday are in different stages such as the
I-Pod is in the Introduction stage, X Boxes are in the Growth stage, Credit Cards are in the Maturity stage, and Checkbooks are in the Decline stage. Some products may have a very short lifetime such a Beta-Max Cassette tapes, hula hoops, or Yo-Yo’s. Some products like the refrigerator and the automobile have very long life cycles since they are products that continue to be needed by society. Some product have had repeated life cycles an example of such a product would be bell bottomed pants. All products go through the various stage of the product life cycle.
The Task:
 Your task for this activity is to do a web quest search on a product and decide on its point in the product life cycle. The product may still be in the product life cycle such as the example, the automobile.
Questions you should consider:

In what time frame was the product first invented?

When was the product put on the market?

What caused the product’s demise or end of popularity?

When was the product’s highest point of popularity?

Has the product had more than one lifecycle?

Constraints: 

1. You must include all important dates for the particular product you choose.
2. You must include the life cycle stages of the product.

3. You must create a timeline for the product for presentation to the class. It may be done on a tag board or in Power Point.
4. Include the peak period of sales for the product if that information can be found.

Upon finding all the information on the product create your timeline and tell us your belief when each stage was for the product you chose. Be ready to defend your position on the timeline and your information. You may want to look up product life cycles before you start to create your timeline.

Helpful Sources:

http://www.ask.com  

http://www.answers.com 

A good source for looking a t a resource product life cycle

http://www.weeeman.org/html/what/lifecycle.html
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Teacher Name: Mr. Heitkamp 


Student Name:     ________________________________________ 
	CATEGORY 
	4 
	3 
	2 
	1 

	Readability 
	The overall appearance of the timeline is pleasing and easy to read. 
	The overall appearance of the timeline is somewhat pleasing and easy to read. 
	The timeline is relatively readable. 
	The timeline is difficult to read. 

	Dates 
	An accurate, complete date has been included for each event. 
	An accurate, complete date has been included for almost every event. 
	An accurate date has been included for almost every event. 
	Dates are inaccurate and/or missing for several events. 

	Time Use 
	Classroom time was used to work on the project. Conversations were not disruptive and focused on the work. 
	Classroom time was used to work on the project the majority of the time. Conversations were not disruptive and focused on the work. 
	Classroom time was used to work on the project the majority of the time, but conversations often were disruptive or did not focus on the work. 
	Student did not use classroom time to work on the project and/or was highly disruptive. 

	Preparation 
	The student had notes about all the events and dates s/he wished to include on the timeline before beginning to design the timeline. 
	The student had notes about almost all the events and dates s/he wished to include on the timeline before beginning to design the timeline. 
	The student had notes about most (~75%) of the events and dates s/he wished to include on the timeline before beginning to design the timeline. 
	The student had not prepared adequate notes before beginning to design the timeline. 


Standards Addressed

· Standard 1: Students will develop  an understanding of the characteristics and scope of technology

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

· Most developments of technologies these days is driven by the profit motive and the market.

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

· I: Making decisions about the use of technology involves the weighing the trade-offs between 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.

·  I: The decision to develop a technology is influenced by societal opinions and demands, in addition to corporate cultures.

· J: a number of different factors such as advertising, the strength of the economy, the goals of the company, and the latest fads contribute to the shaping of the design of and demand for various technologies.

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

· J: Collect information and evaluate data.

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

2006 Greg Heitkamp
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