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Inventions and Innovations 

UNIT 1 OUTLINE
Dan Houston

Unit 1 Inventions and Innovations  9 Days 
A. Introduction (180 minutes) 2 periods

a. Key Terms Research Report

b. Key Terms Power Point Presentation 

B. Interactive Web Activity (180 minutes) 2 periods

a. Invention at Play

b. Inventor Crossword

C. Inventions and Innovations Video (90 minutes) 1 period

a. View video

b. Follow-up discussion and/or worksheet

D. My Favorite Inventor (180 minutes) 2 periods

a. Favorite Inventor Powerpoint presentation

b. Peer presentation and  evaluation

E. Activity (180 minutes) 2 periods

a. Introductions to Design Briefs

b. Product Disassembly (Flashlight)

c. How Stuff Works Activity

d. Diagramming

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

· [1F] New products and systems can be developed to solve problems or to help do things that could not be done without the help of technology.

· [1G] The development of technology is a human activity and is the result of individual or collective needs and the ability to be creative.

· [1K] The rate of technological development and diffusion is increasing rapidly.

· [1L] Inventions and innovations are the results of specific, goal-directed research.

Standard #3:  Students will develop an understanding of the relationships among technologies and the connections between technology and other fields of study.

· [3G] Technology transfer occurs when a new user applies an existing innovation developed for one purpose in a different function.

· [3H] Technological innovation often results when ideas, knowledge, or skills are shared within a technology, among technologies, or across other fields.

· [3I] Technological ideas are sometimes protected through the process of patenting

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

· [6D] Throughout history, new technologies have resulted from the demands values, and interests of individuals, businesses, industries, and societies.

· [6E] The use of inventions and innovations has led  to changes in society and the creation of new needs and wants.

· [6F] Social and cultural priorities and values are reflected in technological devices.

Standard 7: Students will develop an understanding of the influence of technology on history.

· [7C] Many inventions and innovations have evolved by using slow and methodical processes of tests and refinements.

· [7F] In the past, an invention or innovation was not usually developed with the knowledge of science.

· [7G] Most technological development has been evolutionary, the result of a series of refinements to a basic invention.

Standard 8: Students will develop an understanding of the attributes of design.

· [8E] Design is a creative planning process that leads to useful products and systems.

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

· [10F] Troubleshooting is a problem-solving method used to identify the cause of a malfunction in a technological system.

· [10G] Invention is a process of turning ideas and imagination into devices and systems.  Innovation is the process of modifying an existing product or system to improve it.
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