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             Technology-Enhanced Lesson Plan 2007
Lesson Title:  Reading Between the Lines
Created by:  Dale Throenle
Lesson Abstract: 
The student will actively engage in social interaction and learn with their peers about understanding the underlying theme of advertisements. The student will:

· Investigate the influence of advertising on his or her daily life

· Identify hidden media messages

· Interpret messages presented through advertising

· Learn to listen for faulty reasoning in advertising messages
Subject Area:
Business Education
Grade Level:

8th Grade / 9-12 Grade
Unit Title:
Entrepreneurial Development
Michigan Educational Technology Standards Connection: 
Technology Productivity Tools

Technology Communication Tools  
Michigan High School Content Expectations Connection: 
By the end two days, the students will:

1. have an understanding of what to look for when looking at advertising materials
2. have an ability to critically analyze advertising materials
3. gain an insight on product development and advertising

Michigan High School Content Expectations Outline:

II.
Geographic Perspective

Content Standard 1: People, Places, and Cultures

Content Standard 2: Human/Environment Interaction

Content Standard 4: Regions, Patterns and Processes

Content Standard 5: Global Issues and Events

III.
Economic Perspective

Content Standard 1: Individual and Home hold Choices

Content Standard 2: Business Choices

Content Standard 5: Trade

V.
Inquiry

Content Standard 1: Conducting Investigations

Content Standard 2: Conducting Investigations

VI.
Public Discourses and Decision Making

Content Standard 1: Identifying and Analyzing Issues

Content Standard 2: Group Discussion

Content Standard 3: Persuasive Writing

VII.
Citizen Involvement

Content Standard 1: Responsible Personal Conduct

Estimated time required to complete lesson or unit:
Two days (five days if optional section is included)
Instructional resources:
Access to laptop / desktop to present Jeopardy game

Access to Microsoft PowerPoint (versions 2000 or later)

Access to Microsoft Movie Maker
Prior required technology skills:  
Knowledge of PowerPoint and Movie Maker; ability to download images and video into those software tools

Sequence of Activities:  
Students will be engaged in understanding how much spoken and visual advertising affects their overall perception of product purpose. Students will be asked to identify current advertising slogans, and analyze them using seven characteristics of faulty reasoning:

· Name calling

· Card stacking

· Bandwagon technique

· Glittering generality

· Testimonial

· Begging the question

· Hasty generalization 

The lesson is divided into five sections. (Section five is an optional section that can be used to further the understanding of how to create an advertising commercial.)
Day 1 – Section 1 – 20 minutes

Introduce the advertisement segment with a game of Jeopardy. The four categories in the game are divided across commercial and advertising slogans.

Divide the class into five teams. Give each team a flag (or other item, such as a pencil) to use as the method of indicating that the team wants to answer the question.

Object of this section is for each team to select and correctly identify the company associated with the slogan.

Rules of the game: each team will start with a flag holder. Only the flag holder can raise the flag and answer the question for the team. After each question, the flag is handed to another member of the team. Rotation of the flag through the team continues throughout the game.

Jeopardy Game
Note: The Jeopardy PowerPoint can be modified to change advertisers and slogans to match regional and current advertisements. Use Jeopardy Game update to change the slogans, and save the file with a .pps extension.
Day 1 – Section 2 – 20 minutes

After the game, divide students into teams of four (or five), and assign an area in the room for each team. After teams move to their assigned areas, students will be asked to consider the following questions individually:

· What is your favorite commercial (if any)? 
· What about that commercial makes it your favorite?

· How has the commercial affected your life?

· Identify the category (or categories) of faulty reasoning that apply to the commercial, and explain why.
After the questions show selected commercials from the Internet. Replay each commercial twice to allow students time to concentrate on the search for a faulty reasoning category.
Commercials
Note: The Commercials PowerPoint can be modified to change links to advertisements and commercials. Use Commercials update to change the commercials, and save the file with a .pps extension.

Have each team identify the category (or categories) of faulty reasoning that apply to each of the commercials, and explain why the team chose that category (or categories).

Use the handout (Read Between the Lines) and have one member of the team complete the handout for each commercial. 
Day 2 – Section 3 – 20 minutes

As students enter the room, ask students to return to their assigned team from the previous day. Place common items where each team can see the items. Explain to the teams that they will select an item and develop a 1 to 2 minute “live” commercial for the item, but the item cannot be described or used in its current form. For example, it the team chooses the stapler, it cannot be advertised as a stapler, but it could be described as a new form of cell form. 

Teams can use additional items as part of their presentation, but only after all teams have chosen one item.

Day 2 – Section 4 – 20 minutes

Student teams will present their commercials to the rest of the class.

As part of the presentation, each member of the team must have an active part in the presentation (either speaking or active).

Other teams will review the commercial and identify characteristics listed under faulty reasoning.

Days 3 – 5 Section 5 (optional)
Student teams will develop their commercials in Movie Maker or PowerPoint and present the commercials to the rest of the class.

Commercials must:
· Be at least one minute in length

· Show the product

· Show each member of the team participating in the commercial via a video clip or picture
· Contain music

· Contain a short verbal talk over during the commercial

· Present a price and purchase location for the product

Assessments
Pre-Assessment:
· Knowledge of PowerPoint and general functions of the software
· Knowledge of Movie Maker and general functions of the software
· Knowledge of seven characteristics of faulty reasoning and the related definitions
· Recognition of subject matter – prior knowledge

· Ask for explanation

Post-Assessment:

· Team development of commercial for product
· 10 points – product name

· 10 points – product use

· 20 points – product presentation and participation

· 10 points – team handout completion
Technology (hardware/software):
Assemble materials. Materials include:

· Laptop / desktop
· Projector

· Projector screen

· Laptop to projector connections

· Jeopardy PowerPoint game

· Selected video commercials from the Internet

· Digital cameras and video camera

· Miscellaneous items brought in for team participation activity. Items are common household or classroom items (such as a toaster, iron, extension cord, stapler, or coffee mug) – provide at least 15 items for team choices.

Key Vocabulary:
Basic vocabulary as related to advertising:

· Name calling

· Card stacking

· Bandwagon technique

· Glittering generality

· Testimonial

· Begging the question

· Hasty generalization 

Application Beyond School:

The students will use this knowledge throughout high school will be able to look at advertisements and commercials using critical thinking.
UDL (insert in sections where applicable)

Network application

Recognition Networks:

1. knowledge of PowerPoint and Movie Maker software
2. Utilize keyboarding skills through audio and video instruction demonstration
Strategic Networks:

1. Watching videos
Affective Networks

1. Vocabulary Terms

2. Performance Level Recognitions

3. Knowledge of what the Lesson is all about

Teacher Reflection and Notes:
I will submit the results when the lesson is presented in September 2007.
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