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	Marketing Your Product

	
	
	

	Decide what makes an effective pitch



	Subject(s):  Science, Design & Technology, Mathematics
Approx. time: 30 mins
	
	Key words / Topics: 

· product
· marketing pitch

· user group

· team work 

· brand

	
	
	

	Suggested Learning Outcomes
	
	

	· To be able to explain why it is important to know what a user wants when designing and marketing a product
· To be able to explain what is meant by a ‘pitch’
· To be able to design a ‘pitch’ aimed at a specific user group or client

	

	Introduction
	
	

	This activity focuses on promoting a product to a particular target user group. Teamwork, creativity and entrepreneurial skills are required to design, brand and market a new Nintendo Wii product. ‘Make your pitch’ will provide students with an opportunity to explore and consequently understand their chosen user group in detail. In this lesson students will develop this understanding through the analysis of a series of audio pitches. 


	Purpose

	The activity fits well with the new secondary curriculum’s cross-curricular dimension, ‘enterprise.’ 

Whilst ‘Marketing Your Product,’ has a strong design and technology focus it could also be taught as a cross-curriculum activity incorporating key concepts and processes from English and Drama. 

	
	
	

	Activity
	
	Teacher notes

	1. Define what is meant by a pitch. Allow the students to listen to the three radio adverts (pitches) attached in the ‘Audio Radio Pitch’ (Presentation).  
The students should identify: 

· The product and what makes it stand out (it’s Unique Selling Point) 

· The specific user group the pitches are aimed at and the evidence to support this 

· Whether they think the advert is successful, giving the reasons for their opinion 

2. Before showing the students slide 3 of the ‘Audio Radio Pitch (Presentation)’ ask the question, ‘What makes an effective pitch?’ Working in teams of 4, the students must compile a list of what makes an effective pitch in preparation for the main activity. They should refer back to their comments/evaluation of the three radio audio clips. Now show slide 2 to compare the lists. 


	
	Slide 7 (What is a ‘pitch’?) of the ‘Make Your Pitch’ (presentation)’ could be used to support the understanding of what is meant by a ‘pitch’

The team activity could be carried out as a class brainstorming activity.

Slides 4 & 5 of the ‘Audio Radio Pitch’ (presentation) are a list of top tips, which could be used as a checklist for the content of the audio clips. This could be used as a reference for students throughout the activity. 

This list compiled by the students could be used as the assessment criteria at the end of the ‘Make Your Pitch’ (activity). 



	
	
	

	Differentiation
	
	

	Basic
	
	Extension

	Demonstrate the activity by modelling the analysis of the first audio clip.
	
	Ask the students to create an audio pitch for a designated product, such as a new game or TV programme, technology lessons in school, or to encourage primary school children to eat more fruit.


	
	
	

	Resources
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	· Projector/Whiteboard
· Working on a PC, you will need audio software, e.g. ‘real player’ or ‘windows media player’, with speakers that are sufficient to allow the class to hear the output
· Working on a Mac, you will already have software called ‘Garage Band’. Both pieces of software are very user-friendly 
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 Audio Radio Pitch (Presentation)
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 Make Your Pitch (Presentation)

	
	
	

	Related activities (to build a full lesson)
	
	

	Starters (Options)

· ACTIVITY: Inputs and Outputs of Design
· ACTIVITY: Ergonomics and Design
· ACTIVITY: Marketing Your Product
Main (Options)

· ACTIVITY: Pitch your product

	Extension (Options)

· ACTIVITY: Input Process and Output
Plenary

· Opportunities within activity for presentations, peer/self assessment

· Reflection on Objectives and PLTS skills used

	
	
	


	The Engineering Context    [image: image6.png]




	· The story Wii

· How it works? The Concept
· Who makes it work? Rob O'Reilly
· Who makes it work? Harvey Weinberg
· Who makes it work? Lee Graves
· Who makes it work? Osman Idris


	
	
	


	Curriculum links and PLTS

	England

Design & Technology 
· KS3 3a
	Northern Ireland

Technology & Design
(Objective 2) Developing pupils as Contributors to Society

· Explore how developments in Technology and Design have changed the way we can access the media

Learning Outcomes

· Show deeper understanding by thinking critically and flexibly, solving problems and making informed decisions, using Mathematics and ICT where appropriate
· Communicate effectively in oral, visual (including graphic), written, mathematical and ICT formats showing clear awareness of audience and purpose

	Scotland

Technologies

· TCH 3-07b
	Wales

	
	


	ICT opportunities

	· Use of digital recording equipment and manipulation of audio files

	
	
	

	Personal, learning & thinking skills (PLTS)

	· Team worker
· Creative thinker




