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	How Technology Affects Us

	
	
	

	Argue for and against different technological products



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

· applications and implications of science and technology
· citizenship

· health

· society

	
	
	

	Suggested Learning Outcomes
	
	

	· To be able to identify key facts and present them in a planned, persuasive way 

· To be able to create an argument by comparing for and against issues 

· To form conclusions that take into account both sides of the argument

	

	Introduction
	
	

	The ‘Who’s the winner’ scheme of work provides students with an opportunity to collect data which they can use as evidence to debate whether people should be encouraged to engage in computer-based sport activities. This activity provides a context for the scheme, by focusing on the wider issues relating to society and health. It helps set the scene for the ‘question of sport’ unit of activities by providing a ‘big picture’ in relation to the connection between society and health and the development of new technologies. This activity allows the students to explore social, ethical, economic and health issues relating to the Nintendo Wii and present their findings in a persuasive, coherent and focussed argument. The unit provides a structure for the development of personal, learning and thinking skills and addresses the citizenship element required in your subject area. 



	Purpose

	This activity could be used in design and technology, science, or citizenship. It is a very effective precursor to the other activities in the scheme, in terms of reinforcing and extending key learning.

	
	
	

	Activity
	
	Teacher notes

	1. Use slide 2 in the ‘Products and their Benefits’ (Presentation). Ask the students (individually) to make quick decisions - ‘Which one would you choose?’ 

Now ask the students to write down why they made their decisions, in no more than one paragraph. It might be that you will need to model this, for example, ‘I would chose to go to Alton Towers theme park because I thought about the cost and time involved, and I did not think that going up in the space shuttle would be a reality for me’. 

Share several of the student responses with the group. This activity aims to highlight how judgements can be made quickly and often subconsciously. 

2. Show slide 3 in the ‘Products and their Benefits’ (Presentation). Ask the students to work in pairs, to identify through discussion which product provides the most ‘benefits’ to our society (define society as ‘a body of individuals living as members of a community,’ i.e. the society we live in). Students should also be required to identify which product provides the least benefits to our society. 

3. Divide the students into groups of 4. Use the same slide 3 in the ‘Products and their Benefits’ (Presentation). Ask the students to produce a ‘for and against’ table for an allocated product. On completion, the different groups should share their tables with the class.

4. Show students the 3-minute Wii film. As a class, carry out a quick brainstorming activity to produce a ‘for and against’ table for the Wii.
	
	Go through the slide animation and ask the students to write down their responses - do not allow ‘thinking’ time 

Do not allow them to consider their reasoning in any detail; they should simply try and recall why they made the original decision. The students should record their responses against their original decisions. 

It is important to note that making decisions involving more important issues requires both careful thought and reflection, and the consideration of many, often complex, factors. 

The aim of this activity is to develop an understanding of the definition of ‘benefiting our society.’ It should provide some points for discussion when the students feedback their decisions. It should also provide evidence that we all have a range of different beliefs and values and that it is important to take these into account when making your own judgements. 

Approximate time for the task: 5 minutes; time to share the outcomes will be dependent upon the group size.



	
	
	

	Differentiation
	
	

	Basic
	
	Extension

	An example of the outcome for tasks 2 or 3 could be modelled.
A proforma could be supplied for the table in task 3, with categories of response listed. For example, these might include society, health, economics, the environment etc. If needed, a separate sheet could be supplied with one or more questions for each of these areas to guide the responses.  
	
	Ask the students to identify the societal issues (such as economics, health, ethics, sustainability etc.) that are at stake for their selected product, and where there are conflicts between these requirements. The teacher could lead discussion into how conflicting requirements could be evaluated and addressed

	
	
	

	Resources
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	· Projector/Whiteboard
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 Products and their Benefits (Presentation)
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 Writing Framework (Resource sheet)
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 Sofa or Stadium (Resource sheet)

	
	
	

	Related activities (to build a full lesson)
	
	

	Starters (Options)

· FILM: Wii
· ACTIVITY: Computer Games vs. Sport
· ACTIVITY: Fitness & Computer Games
Main (Options)

· ACTIVITY: How Technology Affects Us
· ACTIVITY: Wii Fitness
	Main (cont.)
· ACTIVITY: Testing Fitness Levels
· ACTIVITY: Presenting fitness data
Plenary

· Opportunities within activity for presentations, peer/self assessment

· Reflection on Objectives and PLTS skills used

	
	
	


	The Engineering Context    [image: image7.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

Science 

· KS3 2a
· KS4 3.1b,3.2a, 4c, 4f 
Design & Technology 

· KS3 3d
	Northern Ireland

Technology & Design

(Objective 1) Developing pupils as Individuals

· Respond to a personal design challenge in relation to their own lifestyle

· Mutual understanding

(Objective 2) Developing pupils as Contributors to Society

· Explore technical inventions and designs that have met a social need cost-effectively

· Cultural understanding

Learning Outcomes

· Show deeper understanding by thinking critically and flexibly, solving problems and making informed decisions, using Mathematics and ICT where appropriate

· Work effectively with others

· Communicate effectively in oral, visual (including graphic), written, mathematical and ICT formats showing clear awareness of audience and purpose

	Scotland

Technologies

· TCH 3-01a, TCH 3-02a
	Wales

Design & Technology

· 4.2

	
	


	Assessment opportunities

	· Science AF1, AF3, AF4, AF5

	
	
	

	Personal, learning & thinking skills (PLTS)

	· Effective participant
· Creative thinker

· Independent enquirer

· Team worker

	
	
	

	Citizenship

	· 2.1a critical thinking and enquiry – engage with and reflect on different ideas, opinions, beliefs and values when exploring topical and controversial issues and problems 
· 2.1b – critical thinking and enquiry – research, plan and undertake enquiries into issues and problems using a range of information and sources 
· 2.2a advocacy and representation – express and explain their own opinions to others through discussion, formal debates and voting
· 3i – the changing nature of UK society, including the diversity of ideas, beliefs, cultures, identities, traditions, perspectives and values that are shared
· 4a debate, in groups and whole-class discussions, topical and controversial issues, including those of concern to young people 
· 4j make links between citizenship and work in other subjects and areas of the curriculum




