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New & Emerging Technologies: Industry, Enterprise & People
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Across
Current preferences in style, appearance or behaviour, as 

dictated by society. (7)

3

When consumer trends and fashion increase demand for a 

product, service or function. (6,4)

4

A change, development or latest craze. (5)9

A business that is run by a group of people who all share the 

responsibility, profits and gains. (2-9)

10

A user with impaired ability. (8)13

In the manufacturing industry a lot of jobs have been 

replaced by ______________ because it is a more accurate and 

faster. (10)

15

These are used to cut, shape, smooth and manipulate a 

material during the manufacturing process to make it into a 

product. (5)

17

Design that is aimed at a specific target market, and that is 

difficult, unappealing or unobtainable for other users. (9)

18

A product or service that the retailer has paid a higher price 

for to ensure an acceptable standard of living for the 

producer. Normally indicated by a logo. (4,5)

19

When technology develops and new products get produced 

for the market. (10,4)

20

Affecting something or someone in a beneficial way. (8,6)21

Down
www.kickstarter.com is an example of a ____________ 

platform. (12)

1

The environment where your paid employment is. (9)2

The tools and machines used in the production and planning 

of a product. (9)

5

The introduction of new technology causes products, 

services and consumer expectation to change. This is called 

_________________. (13,6)

6

Sending advertisements to potential customers through 

social media and emails is called ____________. (7,9)

7

An older user. (7)8

A collection of people who have the same spiritual belief 

system. (9,5)

11

Design that considers all users. (9)12

Amazon and eBay are examples of what? (7,6)14

Moral principles that help a person, group of people or 

company decide what actions and decisions are right and 

wrong. (6)

16



1 A business that is run by a group of people who all share the responsibility, profits and gains.

2 A change, development or latest craze.

3 A collection of people who have the same spiritual belief system.

4 A user with impaired ability.

5 Advertisement campaigns that take place online.

6 Affecting something or someone in a beneficial way.

7
An agreement between retailer and producer that a price paid to the producer is enough to cover costs and
provide a decent standard of living.

8 An older user.

9 Buying and selling products and services online.

10 Current preferences in style, appearance or behaviour, as dictated by society.

11 Design that considers all users.

12 Design that is aimed at a specific target market, and that is difficult, unappealing or unobtainable for other
users.

13 Moral principles that help a person, group of people or company decide what actions and decisions are right
and wrong.

14 Processes and functions being performed by robots and machinery instead of people.

15 The difference in the world created by the introduction of new technology.

16 The environment where your paid employment is.

17 The tools and machines used in the production and planning of a product.

18 These are used to cut, shape, smooth and manipulate a material during the manufacturing process to make it
into a product.

19 When a group of people pledge money to pay for an idea, product or service.

20 When consumer trends and fashion increase demand for a product, service or function.

21 When technology develops and new products get produced for the market.
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New & Emerging Technologies: Industry, Enterprise & People (Table Fill)

Processes and functions being performed by robots and machinery instead of
people.  

The environment where your paid employment is.  

The tools and machines used in the production and planning of a product.  

These are used to cut, shape, smooth and manipulate a material during the
manufacturing process to make it into a product.  

When a group of people pledge money to pay for an idea, product or service.  

Advertisement campaigns that take place online.  

Buying and selling products and services online.  

A business that is run by a group of people who all share the responsibility,
profits and gains.  

An agreement between retailer and producer that a price paid to the producer is
enough to cover costs and provide a decent standard of living.  

When technology develops and new products get produced for the market.  

When consumer trends and fashion increase demand for a product, service or
function.  

The difference in the world created by the introduction of new technology.  

Current preferences in style, appearance or behaviour, as dictated by society.  

A change, development or latest craze.  

Design that considers all users.  

Design that is aimed at a specific target market, and that is difficult, unappealing
or unobtainable for other users.  

Moral principles that help a person, group of people or company decide what
actions and decisions are right and wrong.  

A user with impaired ability.  

An older user.  

A collection of people who have the same spiritual belief system.  

Affecting something or someone in a beneficial way.  
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