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	Dirty Brands 1

	
	
	

	Develop a marketing and branding campaign to sell the drinking water produced at the Californian Ground Water Replenishment Plant

	Subject(s):  Science, Design & Technology, Mathematics
Approx time: 60 mins
	
	Key words / Topics: 

· marketing
· brand
· logo
· package
· design
· campaign 

	
	
	

	Suggested Learning Outcomes
	
	

	· To gain an understanding of how marketing may be used to sell products, about which users previously had unfavourable views 

· To understand the essential criteria for an effective logo

	

	Introduction
	
	

	In this starter activity students will work on developing a ‘marketing and branding’ campaign for Pure Water.  The objective is to engage the local community in the project in a positive way, providing a ‘feel good factor’ about this development.  The campaign will need to look at the overall package for the scheme, including logos, slogans, adverts, pod casts, posters etc. 



	Purpose

	In this activity, students will consider how users might react to the pure water product. They will also develop a logo for the product. This activity could be taught in design & technology, with the emphasis on product design or graphics.

	
	
	

	Activity
	
	Teacher notes

	Watch the Pure Water film.

Ask the students about the following questions:

· Would people be happy to drink this water?

· Would people like the drinking water in their local community to be produced using this method?

· What information would people in the local community want to know about it?

Explain the context for this unit: ‘to design the branding and marketing for the ‘Toilet to Tap’ campaign. 

An essential part of a product’s identity is the logo that is used to represent it. Using the ‘Guess the Brand’ (Presentation), ask the class to identify the design similarities between these iconic logos.

Ask the class to brainstorm what the essential criteria are for an effective logo.  

Working individually they should generate a range of ideas for the pure water logo, select their best idea and produce this in a suitable form. 

	
	A 4x4 approach could be used to inspire creativity, as explained in the Key Stage 3 National Strategy for Design & Technology. 
The final designs could be shared, either with the class, or within small groups, where each student would have to justify why their design was the best.



	
	
	

	Differentiation
	
	

	Basic
	
	Extension

	Simulated role-identity could be used to guide students in their responses to the questions about the perception of pure water – e.g. If you were a parent with young children…./ Café owner… . Alternately, these could be focussed on the student themselves – what would ‘you’ think? etc.

A wide range of example logos could be provided. Students could also brain storm logos that they were familiar with. An existing logo could be used as a starting point for the logo ideas, with guided development – i.e. how would you change the colour to make it more representative of the product? How might the shape be changed to show that it is water? (e.g. more fluidity/rounded).
	
	Students could list a range of different stakeholders, explaining the opinions of each towards the pure water. E.g. the water bottling company, local café & restaurant owners, medical personnel, environmental health, families etc.

Students could sketch how the logo would look on a range of different media – e.g. bottles/containers, promotional clothing.



	
	
	

	Resources
	
	Required files                              [image: image1.png]


[image: image2.png]


[image: image3.png]




	[image: image4.png]


 Pure Water film

·     Projector/whiteboard
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 Guess the Brand (Presentation)

	
	
	

	Additional websites
	
	

	· More information regarding this case study can be found at: http://www.slate.com/id/2182758/ and

http://bluelivingideas.com/topics/drinking-water/toilet-to-tap-orange-county-turning-sewage-water-into-drinking-water/
· The following website could be used to reinforce the key elements: http://www.davidairey.com/what-makes-a-good-logo/

	
	
	

	Related activities (to build a full lesson)
	
	

	Starters (Options)

· ACTIVITY: Cleaning Water 1

· ACTIVITY: How Much Water 1

· ACTIVITY: Dirty Brands 1
Main (Options)

· ACTIVITY: Cleaning Water 2
· ACTIVITY: How Much Water 2
	Main (cont.)
· ACTIVITY: Dirty Brands 2
Plenary

· Opportunities within activity for presentations, peer/self assessment

· Reflection on Objectives and PLTS skills used

	
	
	


	The Engineering Context    [image: image6.png]




	· The story Pure Water
· How it works? Reverse Osmosis Purification 
· What makes it work? Shivaji Deshmurk


	
	
	


	Curriculum links and PLTS

	England

Design & Technology 

· KS3 1a, 1d, 1e
	Northern Ireland

Technology & Design
(Objective 1) Developing pupils as Individuals
· Mutual understanding 
(Objective 2) Developing pupils as Contributors to Society
· Ethical awareness
(Objective 3) Developing pupils as Contributors to the Economy and the Environment
· Identify product needs and pursue sustainable harmonious design solutions in a local outdoor/indoor context
Learning Outcomes

· Research and manage information effectively to investigate design issues, using Mathematics and ICT where appropriate

· 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 3-07b, SOC 3-20a
	Wales

Design & Technology

· 2.b, 2.d, 4.c, 4.d

	
	


	Personal, learning & thinking skills (PLTS)

	· Creative thinker
· Independent enquirer

· Effective participant




