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Unit Overview 
  
Unit 1:  Introduction to Invention and Innovation 
 
Nils Bohlin recently died at the age 82 in Sweden.  Most people have 
never heard of him.  However, the technology he invented has saved 
millions of lives worldwide.  Who was he?  He was the inventor of the 
car lap-and-shoulder belt that was introduced by carmaker Volvo in 
1959.  Today, the law in many countries requires the seatbelt. 
 
The main goal of this unit is to introduce students to the key concepts associated with 
technology, invention, innovation, and to have them “invent something.”  Students must learn 
the basics associated with technology and how inventions and innovations lead to new 
technology and how technology influences innovations and inventions.  Students must also 
develop an understanding to the problem solving process and learn that invention and innovation 
are types of problem solving. 
 
Standards: 
  
• Students will develop an understanding of the influence of the characteristics and scope of 

technology. (ITEA/STL–1) 
• Students will develop an understanding of the relationships among technologies and the 

connections between technology and other fields of study. (ITEA/STL–3) 
• Students will develop an understanding of role of society in the development and use of 

technology. (ITEA/STL–6) 
• Students will develop an understanding of the influence of technology on history. 

(ITEA/STL-7) 
• Students will develop an understanding of engineering design (ITEA/STL-9) 
• Students will develop an understanding of troubleshooting, research and development, 

invention and innovation, and experimentation in problem solving. (ITEA/STL–10) 
• Students will develop the abilities to apply the design process. (ITEA/STL–11) 
• Students will develop the abilities to use and maintain technological products and systems. 

(ITEA/STL-12) 
• Students will develop an understanding of and be able to select and use information and 

communications technologies. (ITEA/STL–17) 
  
Benchmarks: 
 
ITEA – Benchmarks for Technological Literacy 
 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-F) 
 The development of technology is a human activity and is the result of individual or collective needs and the 

ability to be creative. (1-G) 
 Technology is closely linked to creativity, which has resulted in innovation.  (1-H) 
 Throughout history, new technologies have resulted from the demands, values, and interests of individuals, 

industries, and societies. (6-D) 
 Meeting societal expectations is a driving force behind the acceptance and use of products and systems. (6-G) 
 Many inventions and innovations have evolved by using slow and methodical processes of tests and 

Unit 1 - Big Idea 
 
Invention and innovation 
are creative ways to turn 
ideas into real things. 
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refinements. (7-C) 
 The specialization of function has been at the heart of many technological improvements. (7-D) 
 In the past, an invention or innovation was not usually developed with the knowledge of science. (7-F) 
 Design involves a set of steps that can be performed in different sequences and repeated when needed. (9-F) 
 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. (10-G) 
 Apply a design process to solve problems in and beyond the laboratory-classroom. (11-H) 
 Use computers and calculators in order to achieve a given purpose. (12-J) 
 Information and communication systems allow information to be transferred from human to human, human to 

machine, and machine to human. (17-H) 
 The use of symbols, measurements, and drawings promotes clear communication by providing a common 

language to express ideas. (17-K)  
 
AAAS-Benchmarks for Science Literacy 
• Throughout history, people have carried out impressive technological feats, some of which would be hard to 

duplicate today even with modern tools. 
• Engineers, architects, and others who engage in design and technology use scientific knowledge to solve 

practical problems. 
• Mathematics is helpful in almost every kind of human endeavor - from laying bricks to prescribing medicine or 

drawing a face. In particular, mathematics has contributed to progress in science and technology for thousands 
of years and still continues to do so. 

• The level of skill a person can reach in any particular activity depends on innate abilities, the amount of 
practice, and the use of appropriate learning technologies. 

• Locate information in reference books, back issues of newspapers and magazines, compact disks, and computer 
databases. 

• The human ability to shape the future comes from a capacity for generating knowledge and developing new 
technologies - and for communicating ideas to others. 

• Use calculators to compare amounts proportionally. 
• Read simple tables and graphs produced by others and describe in words what they show. 
 
NCTM-Standards for School Mathematics 
• Recognize and apply mathematics in contexts outside of mathematics.  
• Create and use representations to organize, record, and communicate mathematical ideas.  
• Develop, analyze, and explain methods for solving problems involving proportions, such as scaling and finding 

equivalent ratios. 
• Select and apply techniques and tools to accurately find length, area, volume, and angle measures to appropriate 

levels of precision. 
• Recognize and use connections among mathematical ideas. 

 
Unit Objectives: At the completion of this unit, students will: 
 
1. Define the terms invention and innovation.   
2. Identify inventions and innovations that have impacted our lives. 
3. Explain that new products and systems can be developed to solve problems or to help do 

things that could not be done without he help of technology 
4. Identify famous inventors and their inventions. 
5. Explain that the development of technology is a human activity and is the result of 

individual or collective needs and the ability to be creative. 
6. Identify, explain, and discuss the history of various inventions and innovations. 
7. Explain that technology is closely linked to creativity, which has resulted in innovation.    
8. Explain how societal expectations impact the acceptance and use of products and systems. 
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9. Explain why, that in the past, an invention or innovation was not usually developed with 
the knowledge of science. 

10. Explain that the use of symbols, measurements, and drawings promotes clear 
communication by providing a common language to express ideas. 

11. Define and explain the role that technology and society play in the invention and 
innovation process. 

12. Contribute to a group endeavor by offering useful ideas, supporting the efforts of others, 
and focusing on the task. 

13. Research and report on a selected information and communication technology. 
14. Organize and present research findings effectively. 
15. Work safely and accurately with a variety of tools, machines, and materials. 
16. Design and make a simple invention. 
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Unit 1 – Introduction to Invention and Innovation 
 

Pre-Test 

 
Directions: Circle the T or F in the column to the left of each true (T) or false (F) statement. 

 
T F 1. Societal expectations have little to do with the acceptance and use of products and 

systems. 
T F 2. New products and systems are developed to do things that could not be done without the 

help of technology. 
T F 3. Science endeavors are based on individual or collective needs and the ability to be 

creative. 
T F 4. Technology is dependent on human mobility.  

T F 5. Innovation is a process of turning ideas and imagination into devices and systems. 

T F 6. Invention is the process of modifying an existing product or system to improve it. 

T F 7. Throughout history, new technologies have resulted from the demands, values, and 
interests of individuals, industries, and societies. 

T F 8. Many inventions and innovations have evolved quickly without using the slow and 
methodical processes of tests and refinements. 

T F 9. In the past, an invention or innovation was not usually developed with the knowledge of 
science. 

T F 10. Information and communication systems allow information to be transferred from 
human to human, human to machine, and machine to human. 
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Unit 1:  Introduction to Invention and Innovation  Unit Test 
 
Place the letter of the best answer in the box at left of statement. 
1.  The development of technology is a human activity and is the result of individual or collective needs 

and the ability to  ___________________. 
A. memorize 
B. draw 
C. be creative 
D. build structures 

2.  Technology is closely linked to creativity, which has resulted in ______________________.   
A. computers 
B. advertising 
C. scientific knowledge 
D. innovation 

3.  New products and systems can be developed to solve problems or to help to do things that could not 
be done without the help of ___________________________. 

A. friends 
B. technology 
C. animals 
D. marketing 

4.  Meeting societal expectations is a driving force behind the _______________and use of products 
and systems. 

A. application 
B. rejection 
C. acceptance 
D. determination 

5.  In the past, an invention or innovation was usually developed without knowledge 
of______________________. 

A. science 
B. technology 
C. materials 
D. processes 

6.  Information and __________________systems allow information to be transferred from human to 
human, human to machine, and machine to human. 

A. transportation 
B. biotechnology 
C. communication 
D. renewable 

7.  The use of symbols, measurements, and drawings promotes clear communication by providing a 
common ________________ for expressing ideas. 

A. language 
B. starting point 
C. technology 
D. structure 

8.  Design involves a set of _______ that can be performed in different sequences and repeated when 
needed.  

A. answers 
B. constraints 
C. criteria 
D. steps 
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9.  Invention is a process of turning ideas and imagination into devices and systems. ______________ 
is the process of modifying an existing product or system to improve it.  

A. Experimentation 
B. Modeling 
C. Innovation 
D. Brainstorming 

10.  Throughout history, new technologies have resulted from the, _______, values, and interests of 
individuals, industries, and societies. 

A. equations 
B. demands 
C. hardiness 
D. interface 

 
11.  Throughout history, people have carried out impressive ______________________, some of which 

would be hard to duplicate today even with modern tools. 
A. technological feats 
B. scientific studies 
C. athletic endeavors 
D. artistic initiatives 

 
12.  Engineers, architects, and others who engage in design and technology use 

_____________________ to solve practical problems. 
A. timetables 
B. random order 
C. scientific knowledge 
D. students 

13.  Many inventions and innovations have evolved by using slow and methodical processes of tests and 
_________________. 

A. measures 
B. quizzes 
C. edits 
D. refinements 

14.  The ____________________ has been at the heart of many technological improvements. 
A. scientific method 
B. age of exploration 
C. use of language 
D. specialization of function 

15.  The __________________ a person can reach in any particular activity depends on innate abilities, 
the amount of practice, and the use of appropriate learning technologies. 

A. classification 
B. propriety 
C. level of skill 
D. acceptance 

 


