
 

 

LESSON PLAN LESSON: STEAM Project: Lesson 1 

Teacher: Subject: English 
Grade: 9 Unit:  Date: 

SKILLS AND UNDERSTANDING 
Learning objectives:  

• To develop learners’ 

ability to think critically 
about the importance of 

certain inventions 

• To be able to identify the 
topic of a text by skimming 

the information in the text 

Learning outcomes: By the end of the lesson, learners 
will be able to ...  

• Rank in order of importance a list of important 
inventions 

• Identify the topic of three short reading texts 

Link to prior learning: 
21st Century Skills:  

Key vocabulary:  
Key expressions/structure: Not applicable  

Watch Out:  
Learners may struggle to think of more inventions that have had an impact on the world. Offer 
suggestions by giving clues about things like cars, airplanes, washing machines, etc… 
 
Resources/equipment needed: 
Coursebook 107-108 

STEAM PROJECT LESSON 1 TASKS/ACTIVITIES 

Resources Starter 
 

  1. Put learners into groups of 4-5. 
2. Ask learners what their favorite invention from the last 10 years is.  
3.  Allow learners to discuss for 2-3 minutes, asking them to make notes as 

they discuss. 
4. When finished, invite individual learners to come to the board and write 

down their ideas.  
5. Praise any correct spelling, and correct where necessary.  

 

Resources Main activity  

Coursebook 
page 107 

Getting started: Activity 1 
 

1. Direct learners’ attention to the three pictures of inventions.  
2. As a whole class, invite learners to say what they think the pictures are.  
3. If learners don’t recognize what the pictures are, give them some 

guidance by offering clues, such as “It is used to make books.” (printing 
press), or “It help to keep the house cool.” (air conditioning), or “You can 
look at websites using this.” (internet) 

4. When learners have correctly identified the pictures, ask them to draw a 
line from each picture to the correct word in the box.  

 
 



 

 

CORE 
Feedback:  
Nominate individual learners to offer their answers to the class.  
 
Answers: 
(from left to right) air conditioning; internet; printing press 

Coursebook 
page 107 

Getting started: Activity 2 
 

1. Learners look at the images again. 
2. Direct learners’ attention to the questions.  
3. In pairs, learners discuss the two questions. Give learners 4-5 minutes for 

this. 
4. Learners, in their pairs, join with another pair and share their thoughts and 

ideas.  
5. Monitor and assist with discussion as necessary.  

 
CORE 
 
Feedback:  
Monitor and assist where necessary during the discussion. If leaners are having 
trouble finding ideas to justify why they think a certain invention is the most 
important, ask leading questions, such as “What would life be like without it?”, or 
“How many people do you think it has helped in the world?”.  
When learners appear to have finished, nominate groups to offer their ideas to the 
class. Write any useful language on the board, praising correct spelling and good 
use of language, and making corrections and suggestions where necessary.  
 
Answers:  
Learners’ own 
 

Coursebook 
page 107 
 

Getting started: Activity 3 

1. Direct learners’ attention to the three reading texts in Activity 5.  
2. Explain to learners that they should read the texts quickly, in order to 

decide which text is about which invention from Activity 1.  
3. Once learners have read the texts and decided which invention they refer 

to, they should write the name of the invention under the heading ‘What is 
it called?’. 
 

Feedback: 
Monitor and assist learners with the reading, ensuring they don’t spend too much 
time reading every single word, but rather skim the texts to get the gist. Nominate 
individual learners to offer their answers to the class.  
 
Answers: 
(from left to right) internet; printing press; air conditioning 
 



 

 

Coursebook 
page 107 
 

Getting Started: Activity 4 
1. Learners get into small groups. 
2. In groups, learners brainstorm technological innovations that they believe 

changed the world.  
3. Learners decide which ideas they agree on as a group.  
4. Learners write these ideas in their notebooks.  

 
Feedback 
Groups join with another group and compare their ideas. If time allows, learner 
should discuss their reasons for choosing each innovation. 
 
Answers 
Learners’ own 

Coursebook 
page 107 
 

Getting Started: Activity 5 
1. In their original groups, learners order their innovation from Activity 4 in 

order of importance.  
2. Learners join with another group and discuss the answers.  

 
Feedback 
Learners present their opinions to the front of the class. 
 
Answers 
Learners’ own 

Resources Plenary 

 1. Place learners into groups.  
2. Using learners’ lists from Activity 3, write a list of other inventions on the 

board. Aim to write between five to ten words on the board.  
3. Invite one learner to come and sit with their back to the board.  
4. Explain to the rest of the class that you will circle one of the words on the 

board and they have to explain it to the learner with their back to the 
board. They must not say the word directly.  

5. Once the learner with their back to board has guessed the word, invite 
another learner to take their place, and repeat step 4.  

6. Repeat as time allows.  
 

Learning styles catered for (✓): 

Visual  
 

Auditory  
 

Read/Write  
 

Kinesthetic 
 

Assessment for learning opportunities (✓): 

Observation 
 

Learner self-assessment  Oral questioning 
 

Peer assessment 
 

Quiz Learner presentation Written work and 
feedback  

Verbal feedback 

 

 



 

 

LESSON PLAN LESSON: STEAM Project: Lesson 2 

Teacher: Subject: English 
Grade: 9 Unit:  Date: 

SKILLS AND UNDERSTANDING 
Learning objectives:  

• To develop learners 

understanding of the pros 
and cons of certain 

inventions 

• To allow learners to begin 
thinking of their own 

innovative invention 

Learning outcomes: By the end of the lesson, learners 
will be able to ...  

• Identify pros and cons of certain inventions 

• Produce a basic outline of the design of their 
innovative invention 

Link to prior learning:  
21st Century Skills:  

Key vocabulary:  
Key expressions/structure: Not applicable  

Watch Out:  
Learners may find it difficult to find any negative aspects of certain innovative inventions. Guide 
learners to think critically about the inventions by asking leading questions, such as “Would it 
work in all conditions?”, “Is it affordable for everyone?” etc… 
Resources/equipment needed: 
Coursebook 107-108 

STEAM PROJECT LESSON 2 TASKS/ACTIVITIES 

Resources Starter 
 

  1. As a whole class, review learners understanding of the previous lesson by 
asking questions about the internet, printing press, and air conditioning.  

2. Nominate individual learners to tell the class which one they thought was 
the most important, and why.  
 

Resources Main activity  

Coursebook 
page 108 
 

Preparation: Activity 6 
 

1. Remind learners of the inventions they thought of in Activity 3.  
2. Explain to learners that most of these inventions have many positive 

aspects (Pros), but can also have negative aspects (Cons).  
3. Ask learners to think of one of the inventions they thought of in Activity 3, 

and try to think of any ‘Cons’ to that invention.  
4. Direct learners’ attention the ‘Pros and Cons’ box.  
5. Explain to learners that they should draw a table in their notebooks with 

two headings, Pros and Cons.  
6. Learners should then put the six Pros and Cons from the box under the 

correct headings in their table.  
 
CORE 
Feedback:  



 

 

Monitor and assist learners where necessary. Invite individual learners to offer 
their answers to the class.  
 
Answers: 
Pros: Allows people to be comfortable at home and work, in any weather; It is a 
quick and cheap form of communication; Allowed books to be produced in large 
numbers 
Cons: Very expensive to use; Sometimes it is difficult to get a signal; Big and heavy 
machinery that is difficult to use 

Coursebook 
page 108 

Preparation: Activity 7 
 

1. Refer learners back to the texts in Activity 3.  
2. Direct learners’ attention to the Pros and Cons heading in the texts.  
3. Explain to learners that they should use their table they made in their 

notebooks, and put each Pro and Con in the correct text.  
 

CORE 
 
Feedback:  
Monitor and assist where necessary. Invite individual learners to offer their 
answers to the class.  
 
Answers:  
Internet: Pro – It is a quick and cheap for of communication; Con – sometimes it is 
difficult to get a signal 
Printing Press: Pro – Allowed books to be produced in large numbers; Con – Big and 
heavy machinery that is difficult to operate 
Air Conditioning: Pro – Allows people to be comfortable at home and work, in any 
weather; Con – Very expensive to use 
 

Coursebook 
page 108 

 Planning: Activity 8  

1. Direct learners’ attention to the underlined phrases in the text.  
2. Explain to learners that these phrases are useful when describing the 

benefits of an invention.  
3. Learners record these phrases in their notebooks.  
4. Encourage learners to think of any more useful phrases they could use to 

describe the benefits of an invention, and record these in their notebooks, 
too.  

CORE 
 
Feedback: 
Monitor and assist learners with the task. If learners are struggling to think of any 
more useful phrases, offer suggestions such as, “The best thing is…”, “The most 
useful thing is…”, “Without this invention…” 
 
Answers:  
Learners’ own 
 



 

 

Coursebook 
page 108 

Planning: Activity 9 

1. Explain to learners that they will now start to think of their own innovative 
invention.  

2. Remind them of the inventions from Activity 1, and point out that they can 
be categorized into different ‘themes’ or areas, such as ‘communication’ 
(internet), ‘the home’ (air conditioning), or ‘education’ (the printing press).  

3. Direct learners’ attention to the fact files in Activity 5 and point out the 
different headings used, ‘What does it do?’, ‘Why is it special?’, and ‘Pros 
and Cons’. Explain to learners that they should use these headings to guide 
them in their thinking about their invention.  

4. Put learners into groups of 4-5, depending on class size.  
5. Learners use their notebooks to make a table, like the one shown in the 

coursebook, and make notes on their invention.  
 

Feedback: 
Monitor and assist learners with ideas and spelling. Don’t do a whole class 
feedback at this stage, but rather consult groups one by one, offering suggestions 
about features of the invention. Learners may struggle to think of any cons to their 
invention, so help them to think critically here, pointing out that the invention 
doesn’t have to be perfect, and some cons will be inevitable.   
 
Answers: 
Learners’ own 
 

Coursebook 
page 108 
 

Planning: Activity 10: 

1. Explain to learners that they will now start think what their invention will 
look like.  

2. In groups, Learners will make several drafts of the design in their 
notebooks.  

3. Allow plenty of time for learners to make changes to their design, offering 
suggestions and ideas where necessary.  

4. Explain that they will still have time in the next lesson to make further 
changes before they decide on the final version.  

Feedback 

Monitor and assist where necessary. Ensure all learners are included in the design 
process by consulting each group in turn.  

 

Resources Plenary 
 1. Explain to learners that they will play a game.  

2. Choose any invention that learners thought of in Activity 3 from the 
previous lesson.  

3. Foe each letter of the word, write a dash on the board.  
4. Explain to learners that they have to guess what the word is by choosing a 

letter from the alphabet, and seeing if it is contained in the chosen word.  



 

 

5. Nominate individual learners to choose a letter. If it is contained in the 
word, write it in the appropriate place. If not, write the letter on the board, 
with a line through it.  

6. Continue until the learners have correctly guessed the word.  
7. If time allows, choose another word and play again.  

 
Learning styles catered for (✓): 

Visual  
 

Auditory  
 

Read/Write  
 

Kinesthetic 
 

Assessment for learning opportunities (✓): 

Observation 
 

Learner self-assessment  Oral questioning 
 

Peer assessment 
 

Quiz Learner presentation Written work and 
feedback  

Verbal feedback 

 

 



 

 

LESSON PLAN LESSON: STEAM Project: Lesson 3 

Teacher: Subject: English 
Grade: 9 Unit:  Date: 

SKILLS AND UNDERSTANDING 
Learning objectives:  

• To give learners the 

chance to practice their 
presentation 

• To give learners the 

chance to write and draw 
their final design 

Learning outcomes: By the end of the lesson, learners 
will be able to ...  

• Have a final draft of their drawing and fact file of 
their invention 

• Feel confident in delivering their presentation of 
their invention to the class 

Link to prior learning:  
21st Century Skills:  
Key vocabulary: 
Key expressions/structure: Not applicable  

Watch Out:  
Some learners may not feel confident delivering their presentation to the class. Encourage all 
learners to do as well as they can, helping with pronunciation and articulation as necessary.  
 

Resources/equipment needed: 
Coursebook 108 

STEAM PROJECT LESSON 3 TASKS/ACTIVITIES 

Resources Starter 
 

  1. As a whole class, review learners understanding of the previous lesson by 
asking questions about the internet, printing press, and air conditioning.  

2. Nominate individual learners to tell the class which one they thought was 
the most important, and why.  
 

Resources Main activity  

Coursebook 
page 108 
 

Task: Activity 11 
 

1. Refer learners back to their previous drafts they did of their drawings in 
Activity 10. 

2. Explain to learners that they will now draw the final version of the 
invention. 

3. Learners work in their same groups from before and draw their final 
version of their invention.  

4. Refer learners back to their notes from Activity 9.  
5. Explain to learners that they will now write the fact file, like those from 

Activity 5. Learners continue to work in their groups.  
 

CORE 
Feedback:  
Monitor and assist learners where necessary, helping with spelling and 
encouraging ideas. Invite individual learners to offer their answers to the class.  



 

 

 
Answers: 
Learners’ own 

Coursebook 
page 108 

Practice: Activity 12 
 

1. Learners remain in their groups.  
2. Explain to learners that before they present their invention to the class, 

they will need to practice.  
3. Ensure learners include the theme of their invention, what it does, what 

makes it special, and the pros and cons of the invention.  
4. Ensure all learners are contributing the group work.  

 
CORE 
 
Feedback:  
Monitor and assist where necessary.  
 
Answers:  
Learners’ own 
 

Resources Plenary 

 1. Explain to learners that they will see an image and then have to write 
down as many things as they know about it, in 30 seconds.  

2. Put learners into groups of 4-5, depending on class size.  
3. Show a picture of any invention that has come up during the lessons.  
4. Learners write down as much as they can about that invention in 30 

seconds.  
5. If time allows, repeat with another invention.  

Learning styles catered for (✓): 

Visual  
 

Auditory  
 

Read/Write  
 

Kinesthetic 
 

Assessment for learning opportunities (✓): 

Observation 
 

Learner self-assessment  Oral questioning 
 

Peer assessment 
 

Quiz Learner presentation Written work and 
feedback  

Verbal feedback 

 

 



 

 

LESSON PLAN LESSON: STEAM Project: Lesson 4 

Teacher: Subject: English 
Grade: 9 Unit:  Date: 

SKILLS AND UNDERSTANDING 
Learning objectives:  

• To deliver their 

presentations to the class 

• To think critically about 

the delivery of their 

presentation 

Learning outcomes: By the end of the lesson, learners 
will be able to ...  

• Present their inventions to the class, confidently and 
clearly 

• Reflect on the performance of their presentation 

Link to prior learning:  
21st Century Skills: 

Key vocabulary:  
Key expressions/structure: Not applicable  

Watch Out:  
Some learners may not be able to think critically about their delivery of their presentation. 
Encourage critical thinking by asking if they thought everything went perfectly, or if they did the 
presentation again, would they do anything differently.  
 

Resources/equipment needed: 
Coursebook 108 

STEAM PROJECT LESSON 4 TASKS/ACTIVITIES 

Resources Starter 
 

  1. Give learners 1 minute to think of as many inventions as they can.  
2. After 1 minute is up, invite learners to come to the board and write their 

ideas. 
3. Praise good spelling, correct any mistakes.  

 

Resources Main activity  

Coursebook 
page 108 
 

Presentation: Activity 13 
 

1. Explain to learners that they will now present their inventions to the class.  
2. Ensure all learners who are not presenting are sat quietly, ready to listen 

to the other presentations.  
3. Nominate one group to come forward and present their invention to the 

class.  
 

CORE 
Feedback:  
While learners are presenting, make notes of any good language, and any areas 
for improvement. 
 



 

 

Coursebook 
page 108 

Review: Activity 14 
1. In groups, learners discuss which invention they thought was the best. 
2. Invite learners to give their reasons for why they think a certain invention 

was the best.  
3. Encourage further discussion and write any good ideas on the board.  
4. Make notes of any good language used, and make corrections where 

necessary.  
 
Feedback 
Invite groups to offer their thoughts to the class.  
 

Coursebook 
page 108 

Review: Activity 15 
1. Learners now assess their own performance of their presentation.  
2. Encourage learners to think of at least two good things about their 

presentation.  
3. Encourage learners to think of at least two things they would improve their 

presentation.  
 
Feedback 
Invite groups to offer their thoughts to the class.  

 

Resources Plenary 

 1. Learners write three sentences to summarize what they did or have 
learned in the lesson.  
 

Learning styles catered for (✓): 

Visual  
 

Auditory  
 

Read/Write  
 

Kinesthetic 
 

Assessment for learning opportunities (✓): 

Observation 
 

Learner self-assessment  Oral questioning 
 

Peer assessment 
 

Quiz Learner presentation Written work and 
feedback  

Verbal feedback 

 

 


