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Introduction 

 
This teaching toolkit has been created to introduce the connection between 
technology and community within the classroom. All specific outcomes are based 
on the Government of New Brunswick You and Your World Curriculum, specifically 
Grade 2 Unit 2 “Technology and Community”. Throughout this teaching toolkit, a 
selection of activities and resources have been provided to demonstrate a new and 
interesting way of presenting the relationship between technology and community 
to future learners, and why it is important for them to know.  

This theme was chosen because technology is becoming more and more relevant 
within our society. It is important to teach students positive ways to interact with 
technology and how it can enhance their learning. Technology is an interesting way 
to show the way the world is constantly evolving through inventions. We also 
believe it is important to show that while technology can be used positively, if used 
negatively there will be consequences that they should be aware of. In relation to 
community and technology, there are many changes that take place. These changes 
could be technological, having an impact on the community overall. As an 
individual’s environment changes over time, technological advancements are also 
being made, affecting different lifestyles in a number of ways.  

We have included a cross-curricular culminating unit plan final project designed to 
allow students to discover and understand what a community is and can be. There 
is a lot of flexibility and choice provided throughout the unit lesson plan, as it is 
student-driven. The books and resources provided throughout the toolkit are 
excellent as they can be integrated into the final community unit project very 
easily.  
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We hope that we have provided an effective and resourceful teaching toolkit that 
will spark true interest and intrigue for future students when learning about 
technology and community.  

Connections to Curriculum  
This social studies teaching toolkit is developed from the New 
Brunswick Grade 2 Social Studies “You and Your World” Curriculum, for 
Kindergarten to Grade 2 learners:  

http://www2.gnb.ca/content/dam/gnb/Departments/ed/pdf/K12/curric/Health
-PhysicalEducation/YouandYourWorldK-2.pdf  

Listed below are the specific curricular outcomes that we have used to 
connect our toolkit with the subject of technology and community 
introduced in Grade 2. From the curricular focus of change, we have 
highlighted outcomes from Unit 2: Technology and Community.  

Unit 2: Technology and Community  

Students will expected to  

2.2.1…. describe how people contribute to making change in 
communities  

2.2.2 …. demonstrate an understanding that technology has changed 
over time to meet their needs, wants, and interests; and  

2.2.3 …. predict ways their community might change in the future and 
how they might contribute to that future  

 

 

 

 

http://www2.gnb.ca/content/dam/gnb/Departments/ed/pdf/K12/curric/Health-PhysicalEducation/YouandYourWorldK-2.pdf
http://www2.gnb.ca/content/dam/gnb/Departments/ed/pdf/K12/curric/Health-PhysicalEducation/YouandYourWorldK-2.pdf
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Art-Based Lesson Plan 
Topic: Technology 

Grade: 2 

General / Specific Curriculum Outcomes: Outcome 2.2.2 

Lesson Objective: Students will be able to show a comparison between today’s 
technology and that of the past, and represent how these differences change how 
the technology affects them.   

Required Materials:  

- Various art supplies (paint, boxes, crayons, etc.) 

- Books, magazines, videos, pictures or other resources students can use to 
research past and present technologies 

- Historic technologies such as old phones, video game consoles, old car models or 
horse and buggy, etc.   

Order of Activities 

Warmup / Hook:  Brainstorm different types of technologies that are used today 
with the class.  Compose a list on the board for students to reference later.   

Introduction / Opener:  Arrange historic technological artifacts around the 
classroom in a gallery style set-up and allow students to explore and investigate the 
technologies. Print off examples or lay out books for technologies that cannot be 
brought into the class and show other examples using videos.   

Discuss the differences between technologies in the past and those from today 
with students.  Have students think about how they would interact with the historic 
technologies and how they interact with them today.  Use this time to briefly 
explain each technology. 

Body: 



5  

Have students select a technology that interests them, whether this be phones, 
video games, television, cameras, vehicles, printing presses, music, toys, etc. to 
research further.   

Using various art materials students will create two representations of their chosen 
technology.  One will portray them using the technology in the past and the second 
will portray them using it today.   

Ex// Using markers to draw the student playing Magnavox Odyssey (one of the 
first gaming consoles) on a small box television screen and compare it with a 
drawing of the student playing PlayStation 4 with their friends on a flat screen TV.   

Show the example to the class, asking the students to discuss the differences 
(resolution, multiplayer capacity, game options, etc.) between video gaming in the 
past compared to the present using the elements of the example. 

Emphasize that the students portray the differences in how they would interact 
with these technologies in the two time periods in their drawings.   

Closure: 

Split the class in half.  Have half the students stay at their desk with their artwork 
to present it to their peers. The other students will walk around the class and view 
the comparisons with the artists there to answer questions.  After 8-10 minutes 
switch groups and repeat.   

Assessment: 

Did the student represent changes in technology? 

Did the student represent how the two technologies would affect them differently? 

Differentiation:   

Students will be able to select their preferred art medium, whether this be paint, 
sculpture, drawing, collage, etc. 

Students will be able to select a technology that interests them. 
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Storybooks 
If You Give a Mouse an iPhone  By: Ann Droyd  
 
If You Give a Mouse an iPhone is a story about a boy who gave 
his friend Mouse an iPhone to appease him for ten minutes. 
However, the mouse is glued to this iphone for the remainder 
of the day, even when the two visit the zoo and ride the roller 
coaster! This story deals with a certain type of technology (a 
cell phone), and discusses how this piece of technology can 
negatively affect someone’s everyday life by taking their 
attention away from the wonderful experiences they could be 
having with their friends and family around them.  
This story could be used as an introduction to a discussion 
about positive and negative uses of technology, as well as 
when it is appropriate to use it.  
 
Online copy of the story: https://www.youtube.com/watch?v=S3nVxt6_lAc  

 

The Technology Tail By: Julia Cook  

The Technology Tail  is a story about a little girl who 
has a technology tail. Every time she uses technology 
positively the tail earns a gift. However, when she 
uses technology negatively the tail gets a tear or 
bruise. This tail is attached to her and follows her 
throughout her life and is always growing. Everyone 
can see whether the tail has gifts or is bruised. This 
causes the little girl to consider what she wants her 
tail to look like. 

This book uses the idea of a physical tail to explain 
that everything you do on the internet will follow you and be connected to you always. 
Whether your choices are positive or negative, they are in the virtual world for anyone to 
see. The book warns to be careful, not only in your internet life but also your everyday life. 

https://www.youtube.com/watch?v=S3nVxt6_lAc
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The overall message of thinking before you act as based through you technological 
footprint is a key message in this story.  

 
Online copy of the story:  
https://www.youtube.com/watch?v=2izhk8bIDqg  

Online Resources 
 

Archive.org  

https://archive.org/  

Archive.org has a feature called the “Wayback Machine,” which contains billions of 
web pages saved over time. The user can search most websites to see snapshots of the site 
over the years.  This resource would be useful in the class to show students the changes in 
the interface of websites over time.   

 

     The Evolution of Technology 

http://www.edudemic.com/classroom-technology/ 

This is a website with a list of different inventions with pictures and descriptions 
ranging from 1650 – 2010. 

This resource can be useful for teaching students about the very beginnings of 
technology, through to close to where we are now.  Many of the items on this list they may 
not have see or heard of. Other items may not have been thought of as “technology” such 
as white out, because we often equate technology with electronics. In discussing 
technology this resource would help to explain the concept that technology is using 
science for a purpose not just electronics such as telephones and televisions. The students 
could then add onto the list with a variety of technologies and how they work. 

 

 

 

https://www.youtube.com/watch?v=2izhk8bIDqg
https://archive.org/
http://www.edudemic.com/classroom-technology/
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Carrier Pigeon Interactive Documentary (Canada Film Board)   

https://carrierpigeon.veryveryshort.com/en?interactive-hp_en=feature_1&feature_type
=w_interactive  

Students may have a difficult time understanding on how a phone call, text or 
facebook post gets to the place that a person wants it to. This interactive documentary 
shows viewers how a phone call gets to its destination. It shows its journey in real time, 
portraying the towers that it used to get where it needed to go. It is a really interesting 
resource and could allow students to start asking very important questions about the 
technology around them. It is also a good way to introduce students to the National Film 
Board of Canada (if haven’t already been exposed to it). It is a great resource to show and 
tell students that they can access it at home, but it is suggested that that they go on with 
their parents to explore the different interactive documentaries.   

 

 

 

 

PBS Learning Media - Technology Over Time  

https://www.pbslearningmedia.org/resource/ate10.sci.engin.design.techovertime/techn
ology-over-time/#.WpZDcnxG3IU 

This online resource is an interactive picture of the inside of a house. There is a 
timeline that the user can scroll through from 1900 to 2010, it allows the user to view the 
different technological advances within the home over the past century. As the user scrolls 
through the years, you can easily see the different changes in technology, such as 
adaptations to the television, computer, radio, phone and refrigerator. When you drag your 
mouse over an object, a description pops up that explains its functions during that time. It 
is a very simple, yet extremely effective and engaging tool, that allows the learner to see 
changes in technology since the beginning of the 1900s.  

 

 

 

 

https://carrierpigeon.veryveryshort.com/en?interactive-hp_en=feature_1&feature_type=w_interactive
https://carrierpigeon.veryveryshort.com/en?interactive-hp_en=feature_1&feature_type=w_interactive
https://www.pbslearningmedia.org/resource/ate10.sci.engin.design.techovertime/technology-over-time/#.WpZDcnxG3IU
https://www.pbslearningmedia.org/resource/ate10.sci.engin.design.techovertime/technology-over-time/#.WpZDcnxG3IU
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Pathways to Education Community Mapping Tool 

http://communitymappingtool.pathwaystoeducation.ca/?_ga=2.250509891.459012637.151
9828008-848911749.1519828008 

The Pathways to Education Community Mapping Tool is a great resource for youth 
to explore the different demographics of a certain area. The learner can zoom into a 
specific city, or zoom out to see Canada as a whole and make comparisons. This tool allows 
the student to explore where young people are located, as well as how much diversity 
exists within certain communities. It also allows the student to inspect different challenges 
communities face, such as high poverty rates, the amount of youth and adult 
unemployment, and the amount of youth who are at an educational disadvantage. Overall, 
this would be a great tool to allow students to interact with technology and learn about 
their community at the same time.  

 

Scholastic Teacher’s Activity Guide: Listen and Read  

teacher.scholastic.com/commclub/index.htm  

In this interactive resource, young learners can navigate through many different 
nonfiction read-along story books about the many different people and roles that exist and 
make up a community. In the “Community Club”, there are stories about firefighters, 
librarians, pizza makers, police officers, pediatricians and many more. Students have the 
chose to decide which role they would like to learn more about, and how that person is an 
important member of a community. By adding differentiation and options for readers, all of 
the stories are in the format of a read-aloud, so there is also an option for students to click 
the volume button, and hear the story as well as reading along. In each story, there are also 
many pictures that go along with each part. This is an excellent visual component for 
students to be able to see what each community member is responsible for throughout 
their daily lives. Overall, this is a great resource to allow learners to broaden their 
knowledge of different people and jobs that make up a community, as well as having the 
opportunity to interact and explore the online stories.  

http://communitymappingtool.pathwaystoeducation.ca/?_ga=2.250509891.459012637.1519828008-848911749.1519828008
http://communitymappingtool.pathwaystoeducation.ca/?_ga=2.250509891.459012637.1519828008-848911749.1519828008
http://teacher.scholastic.com/commclub/
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Culminating Activity and Final Project:  

Unit Lesson Plan 

 
Title of Unit  Community and 

Technology Change  
Grade Level  2 

Curriculum Area  “You And Your World”  
Unit 2: Technology and 
Community  

Time Frame  Full Unit Plan   
 

Lesson   Building a Community within the Class and Observing how it Changes 
Overtime 
  

Lesson Objectives:  
 
This lesson is designed to provide the planning and learning process of an effective unit 
plan. This final culminating unit project allows room for experimenting and choice, as 
there are many different avenues a teacher and class could take. It allows the students to 
decide where they want to go and discover, the teacher taking the role of the guide.  
 
Students will discover what it means to be part of a community, and to show that there 
are many changes that take place everyday, all around them. They will see that 
communities can change for both good and bad reasons, and that the student’s decisions 
can have a great effect on the community as a whole.  

- The lesson will start off by demonstrating to students that there are different 
communities everywhere. Some examples could be: their house, apartment, 
neighbourhood, town, reserve,  province, country or world.  

- This will spark the creation of an artificial community within your classroom, and 
each student is going to take on a role. Depending on what type of community the 
students prefer to develop and explore, the teacher can decide how the class will 
proceed.  

 
Some Examples:  
 
Apartment: Each student could take on a role as a person within the building and make important 
decisions throughout the unit. These could include: “Your neighbour is running out of food and 
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needs help. Are you going to help?” or “Your friend’s  pet just passed away, what are you going to 
do?” 
 
Town:  Each student takes on a role as a city counselor. In this example, real events that are 
happening in your city could be introduced to students and their community. If they see that your 
city is looking into funding a hockey rink, but this means that it cannot spend money that is 
necessary for a library, this will provoke a class conversation. The community could be operated 
similarly to a town council, where each student has the opportunity to weigh in on the decision as 
voice their opinions on the matter. A letter could be constructed presenting the final thoughts, 
getting the students to sign it and send it to the mayor, to inform them of the decision. In this 
community example, it shows students how a community can work collaboratively and that they 
are helping to bring real change to the community around them.  
 
This final unit project could provoke many different questions and discussions 
throughout the process. By introducing students to what makes a thoughtful citizen, it 
could be a resourceful way to demonstrate empathy and could potentially bring the class 
closer together overall. There is a lot of flexibility to this lesson, as the unit plan is 
designed to provide the necessary steps for what would be an effective unit plan that the 
students can have a lot of fun with. This unit plan is also a beneficial way for students to 
experience how community and technology are interconnected, by creating their own 
community within the classroom. Let the students lead the process throughout the unit, 
and allow them to make the decisions, however creative those plans may be.  It is 
important to make sure that students are realistic. For example,  “you cannot give 
everyone a million dollars”, but do have a conversation about why this cannot happen. Be 
truthful as they are smart students, open to these types of discussions.  
 
Cross-Curricular Ideas:  
 
Art:  Art lessons could be integrated into this unit. For example: designing the community, flags, 
buildings...etc.  
Work :  A work lesson could be easily introduced,  discussing different jobs and people that make 
up a community. Various individuals from the community could be brought in as guest speakers 
for students. For example: local chiefs and elders or people from the local community council. 
Literacy : A writing lesson where students could get write about their community and how the 
students interact with one another within the community when making decisions.  
 
Unit Lesson:  

Overarching Understanding  Overarching Questions 
- Different roles/jobs in that make up a 

community  
- Collective community values (what your 

community represents  
- Community changes overtime  
- Decision-making and problem solving  
- Empathy and community building  
- The interactions within a community  

1. How does a community change over time?  
2. What roles exist within a community and 
what responsibilities do they have?  
3. What does your community value?  
4. Will decision-making be done individually 
or as a collective group?  
5. How is a community established? What is 
a community made up of? 
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- What makes a community good? What 
makes it bad?  

 

 
DIFFERENTIATION:  

- As the final project is student-driven, 
students have lots of choice in the 
decisions made for their community  

- Students have the option to work 
individual or as a group  

- Incorporates various learning styles 
of all students involved in the project 
(visual, auditory, kinesthetic)  

   
 
 
 
 

Vocabulary  
- Urban, suburban, rural, roles, diversity, map, 

family, responsibilities, decision-making, 
places, mayorship, change, culture, people, 
values  

Skills 
Outcome 2.2.1: Students will be expected to 
describe how people contribute to making change 
in communities 

- Identify ways individuals and groups have 
contributed to change  

- Explain how decisions made by individuals 
and groups result in change  

Outcome 2.2.3: Students will be expected to 
predict ways their community might change in the 
future and how they might contribute to that 
future  

- Identify and explain examples of changes 
that may take place in their community in 
the future  

 


