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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: 

 Google Doc 

 Google Drawing 

 Flip Cam 

 Word 

   

 

INTERNET RESOURCES LINK: 
 https://www.youtube.com/watch?v=fxJWin195kU   

 http://www.comparing.guru/pages/nsearch?seedid=813&origin=bing 

 http://wendolonia.com/blog/bento-box-basics/lunch-box-comparison-chart-how-6-popular-boxes-stack-up/ 

 http://www.smckids.com/ 

   

    
    
STAGE ONE    

    

  

GOALS AND STANDARDS  

 

 8.2.5.D.1- Identify and collect information about a problem that can be solved by technology, generate ideas 

to solve the problem, and identify constraints and trade-offs to be considered. 

 8.2.5.D.2-  Evaluate and test alternative solutions to a problem using the constraints and trade-offs identified 

in the design process to evaluate potential solutions. 

 8.2.5.D.3-  Follow step by step directions to assemble a product or solve a problem. 

 8.2.5.D.4-  Explain why human-designed systems, products, and environments need to be constantly 

monitored, maintained, and improved. 

 8.2.5.D.5-  Describe how resources such as material, energy, information, time, tools, people and capital are 

used in products or systems. 

 8.2.5.D.6-  Explain the positive and negative effect of products and systems on humans, other species and 

the environment, and when the product or system should be used. 

 8.2.5.D.7-  Explain the impact that resources such as energy and materials used in a process to produce 

products or system have on the environment. 

   

    

 
ENDURING UNDERSTANDINGS – The designed world is the product of a design process that provides the means to 

convert resources into products and systems. 
   

http://wendolonia.com/blog/bento-box-basics/lunch-box-comparison-chart-how-6-popular-boxes-stack-up/


 

ESSENTIAL QUESTIONS – How does technology extend human capabilities? What are the positive and negative 

consequences of technology?  Should technologies that produce negative impact continue to be used? 

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 –  
 8.2.5.D.1-  Students will use Google Docs, Google Drawing and flip cams 

 8.2.5.D.2-  Students will use Word and the internet to research 

 8.2.5.D.3-  Students will use Lego WeDo Robots 

 8.2.5.D.4-  Students will use Word and the internet to research 

 8.2.5.D.5-  Students will use Word and the internet to research 

 8.2.5.D.6-  Students will use Google Docs, Google Drawing and flip cams 

 8.2.5.D.7-  Students will use Google Docs, Google Drawing and flip cams 

   

    

 OTHER EVIDENCE    

   Teacher observation, student participation, saved or printed documents    

 
   

STAGE THREE    

    

 

LEARNING ACTIVITIES – 
 8.2.5.D.1- “Design Process” 

 8.2.5.D.2- “Creating Better Products”, “Lego WeDo Robotics”, “Design Process” 

 8.2.5.D.3- “Lego WeDo Robotics”, “Design Process” 

 8.2.5.D.4- “Creating Better Products”, “Lego WeDo Robotics”, “Inventions vs. Discovery”, 

 8.2.5.D.5- “Creating Better Products”, “Lego WeDo Robotics”, “Design Process” 

 8.2.5.D.6- “Design Process” 
 8.2.5.D.7- “Design Process” 

   


