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Innovation and Engineering Design

Unit 1
Instructor: Renee Wilson

Stimulating Invention and Innovation 

Description:  Invention and innovation have and will continue to be major drivers of economic growth. Within the academic environment we need to continually improve the methods to stimulate and even accelerate invention and innovation. There are, however, multiple tensions and challenges in meeting this goal. How does one balance the tension of teaching the fundamentals of a discipline while allowing students to think out of the box? This needs to be done in an environment in which the underpinning scientific principles continue to change rapidly. How do you foster scientific and technical excellence while connecting the results to market needs and opportunities? How do you stimulate the transformation of invention and innovation to achieve high impact, not only academically but also financially and socially? These are the challenges of today's modern technological academic institutions.
I would teach this unit with the intention of getting students to discover what invention and innovation is, how it has affected their lives and have them realize that all the items they use daily had to be invented or as most of them are now - innovated.

Unit 1 part 1

The first assignment I would use it the PowerPoint created to give them the basic definitions that they need to continue with this unit.  
a. Hand out the unit 1 scavenger hunt to the students and have them work on this worksheet and use the rubric attached to grade this paper.
1 – period (about 50 minutes) covers the following standards

Unit 1 part 2

At this point I would show the video Top 100 inventions of all times” done by the discovery channel.
1-period (50 min)

Unit 1 part 3

I would use the student-ready worksheet, History of Invention, Innovation and Discovery that will engage students in researching the various forces or mechanisms that have affected the direction of invention and innovation. 
1-period (50 min)

Unit 1 part 4

The next assignment would be to use my example of my favorite invention/inventor.

b.  Have students write their own report on their favorite invention/inventor.  

c. Using computers, this would then allow me to use the computer technology and teach them to use Word, get comfortable writing reports and printing in my classroom.
1.5 periods (75 min)
Unit 1 part 5

The final assignment would be to show the PowerPoint on the profound affect many inventions and innovations have had on society and use it as a discussion tool in class.

Half period (25 min)

.
Inventions and Innovations Unit 1 covers the following Standards and Benchmarks
•Standard 1: Students will develop an understanding of the characteristics and scope of technology.
[1.F] 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.
[1.G]  The development of technology is a human activity and is the result of individual or collective needs and the ability to be creative.

[1.H]  Technology is closely linked to creativity, which has resulted in innovation.

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

[3.D]  Technological systems often interact with one another.

[3.F]  A product, system, or environment developed for one setting may be applied to another setting.

.
•Standard 6: Students will develop an understanding of the role of society in the development and use of technology.
[6.D] Throughout history, new technologies have resulted from the demands, values, and interests of individuals, businesses, industries, and societies.
[6.E] The use of inventions and innovations has led to changes in society and the creation of new needs and wants.
[6.F]  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.
[7.C] Many inventions and innovations have evolved by using slow and methodical processes of tests and refinements.
[7.F] In the past, an invention or innovation was not usually developed with the knowledge of science.

•Standard 8:  Students will develop an understanding of the attributes of design.
[8.E] 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.
[10.G] 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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