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How to use this book



Welcome to Hodder Education’s MYP by Concept Series! Each chapter is designed to lead you through an inquiry into the concepts of design, and how they interact in real-life global contexts.




[image: ]

KEY WORDS

Key words are included to give you access to vocabulary for the topic. Glossary terms are highlighted, search terms are given to encourage independent learning and research skills and, where applicable, visible thinking routines are given to encourage their use.
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As you explore, activities suggest ways to learn through action.
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Take action


	•  Guidance is given throughout the book about how to apply your knowledge of the design process to real-life situations. While the book provides many opportunities to apply the knowledge you have learnt in practical ways, you must be an active part in this process. Activities help you to explain the ways in which design can be applied and used, and also to discuss and evaluate the implications of using the principles of design to address specific issues. This should give you a better understanding of the issues facing designers in the twenty-first century. By engaging in these activities, you will also learn the value of communicating clearly and precisely.
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ATL

Activities are designed to develop your Approaches to Learning (ATL) skills.
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Assessment opportunities in this chapter:

Some activities are formative as they allow you to practise certain parts of the MYP Design Assessment Objectives. Other activities can be used by you or your teachers to assess your achievement summatively against all parts of an assessment objective.
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Definitions are included for important terms and information boxes are included to give background information, more detail and explanation.
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EXTENSION

Extension activities allow you to explore a topic further.
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Key Approaches to Learning skills for MYP Design are highlighted whenever we encounter them.
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Design situation

You are presented with a design situation, from which you identify a problem that needs to be solved. You analyse the need for a solution and conduct an inquiry into the nature of the problem.
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You are prompted to consider your conceptual understanding in a variety of activities throughout each chapter.

We have incorporated Visible Thinking – ideas, framework, protocol and thinking routines – from Project Zero at the Harvard Graduate School of Education into many of our activities.
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Links to:

Like any other subject, Design is just one part of our bigger picture of the world. Links to other subjects are discussed.
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We will reflect on this learner profile attribute …


	•  Each chapter has an IB learner profile attribute as its theme, and you are encouraged to reflect on these too.
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MEET THE DESIGNER

These boxes will introduce you to significant people in the field of design, providing background and short biographies.
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Finally, at the end of the chapter you are asked to reflect back on what you have learnt with our Reflection table, maybe to think of new questions brought to light by your learning.
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  Development, Change

  Sustainability

  Fairness and development: Imagining a hopeful future

1 How can designers help us achieve the UN’s Global Goals?


What role can designers play in helping us reach the UN’s Global Goals for sustainable development?

We need to make changes to become more sustainable.


[image: ]
Figure 1.1 The UN’s Global Goals for Sustainable Development
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IN THIS CHAPTER, WE WILL …


	•  find out about the United Nations’ Global Goals for sustainable development

	•  explore how different people and organizations are working towards these goals

	•  take action by choosing a meaningful goal.
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CONSIDER THESE QUESTIONS:

Factual: What are the United Nations’ Global Goals? What are the aims of the UN’s Global Goals? What can I do? What do you want the world to look like in 2030?

Conceptual: How can designers help us meet the UN’s Global Goals? Other than designers, who else plays an important role in helping us meet the UN’s Global Goals?

Debatable: Can we fulfil any of the goals without the support of all governments/countries? How might sustainability limit change?

Now share and compare your thoughts and ideas with your partner or with the whole class.
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These Approaches to Learning (ATL) skills will be useful …


	•  Communication skills

	•  Collaboration skills

	•  Organization skills

	•  Reflection skills

	•  Information literacy skills

	•  Critical-thinking skills

	•  Creative-thinking skills
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KEY WORDS

Global Goals

United Nations

sustainability
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We will reflect on this learner profile attribute:


	•  Inquirers



In this unit you will have a lot of freedom to explore a UN Global Goal of your choosing. Questioning will help you to dig deep to really understand the problems related to that goal.
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Assessment opportunities in this chapter:


	•  Criterion A: Inquiring and analysing

	•  Criterion B: Developing ideas

	•  Criterion C: Creating the solution

	•  Criterion D: Evaluating
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Links to: Individuals and societies

In your Individuals and societies class you might explore the history and purpose of the United Nations and may even focus on the UN’s Global Goals for Sustainable Development. Your Individuals and societies teachers might even choose to connect with this chapter to make an interdisciplinary unit.
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In 2015, the United Nations launched 17 interconnected goals, which it wants all nations and all people to work towards achieving by the year 2030. These goals replaced their Millennium Development Goals and are called the UN’s Sustainable Development Goals, usually just named the UN’s ‘Global Goals’. They are quite broad and include ‘No Poverty’, ‘Zero Hunger’, ‘Gender Equality’ and ‘Life Below Water’. Each goal is broken down into 8–12 smaller targets; for example, ‘Gender Equality’ has nine targets, including ‘end discrimination against women and girls’, ‘eliminate forced marriages and genital mutilation’ and ‘end violence and exploitation of women and girls’.

At first glance it might look like these goals are aimed at, and need to be tackled by, large organizations and governments. However, we all play a role, including designers. In this chapter you will pick a goal that you are passionate about and use your design skills to do something about that goal.

This chapter provides many flexible options for you to choose from. You might end up designing anything from an app to a necklace. Make sure you consider your skills and the materials available to you.


What are the UN’s Global Goals?
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To learn more about the global goals visit the official website here:

www.globalgoals.org

You can then test your knowledge by playing the Global Goals game on FreeRice. As you play, you see some advertisements, which allows the sponsors to then donate rice to people.

https://freerice.com/categories/global-goals
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Figure 1.2 FreeRice
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ACTIVITY: Exploring the goals
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ATL


	•  Information literacy skills: Use critical literacy skills to analyse and interpret media communications
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Figure 1.3 You may want to watch the video on one device and use another device to record your reflections


UN’s Sustainable Development Goals – Overview

www.youtube.com/watch?v=M-iJM02m_Hg&ab_channel=UNICEFGeorgia

Discuss before watching: What do you know about the UN’s Global Goals?

Discuss after watching: What else do you know about the UN’s Global Goals?

What is sustainable development?

https://youtu.be/7V8oFI4GYMY

Discuss before watching: What is sustainability? How do the goals relate to sustainability?

Discuss after watching: What are the three things we need to keep in mind when thinking about sustainability? Re-discuss ‘What is sustainability?’ and ‘How do the goals relate to sustainability?’

No point going halfway

https://youtu.be/DdLqiTvFwJk

Discuss before watching: What is the risk of only going ‘halfway’ – surely any progress is good progress?

Discuss after watching: How does the video use analogies to inspire you? Can you think of another analogy to deliver the same message?

Now answer the following questions in your process journal:


	•  What are the UN’s Global Goals?

	•  What are the aims of the UN’s Global Goals?

	•  What can I do? (As a teenager? As a designer?)

	•  What do you want the world to look like in 2030?
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Assessment opportunities


	•  Some of your answers may be useful in Criterion A i: Explain and justify the need.
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ACTIVITY: Research

Many excellent videos have been produced to raise awareness of the UN’s Global Goals. These are aimed at different audiences and some are about the goals in general or about the specific goals. Have a look on YouTube and see what you can find. If you find a particularly inspiring video, share it with a family member, friend, teacher or even have it shown in assembly!
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DISCUSS

People from many professions work together to reach the UN’s Global Goals, including everyone from scientists to politicians, and even artists. No matter your profession, the design cycle can help when solving a problem. Designers often work hand in hand with other professionals to find solutions to big problems. Thinking about this unit and the problem you want to solve, are there any other MYP subjects that could help you? How could interdisciplinary work and understanding help you with your solution?
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Command terms and MYP 4–5 Assessment



	Terms
	Definition



	Analyse
	Break down in order to bring out the essential elements or structure. (To identify parts and relationships, and to interpret information to reach conclusions.)



	Construct
	Display information in a diagrammatic or logical form.



	Create
	To evolve from one’s own thought or imagination, as a work or an invention.



	Define
	Give the precise meaning of a word, phrase, concept or physical quantity.



	Demonstrate
	Make clear by reasoning or evidence, illustrating with examples or practical application.



	Describe
	Give a detailed account or picture of a situation, event, pattern or process.



	Design
	Produce a plan, simulation or model.



	Develop
	To improve incrementally, elaborate or expand in detail. Evolve to a more advanced or effective state.



	Evaluate
	Make an appraisal by weighing up the strengths and limitations.



	Explain
	Give a detailed account including reasons or causes (see also ‘Justify’).



	Identify
	Provide an answer from a number of possibilities. Recognize and state briefly a distinguishing fact or feature.



	Justify
	Give valid reasons or evidence to support an answer or conclusion (see also ‘Explain’).



	List
	Give a sequence of brief answers with no explanation.



	Outline
	Give a brief account or summary.



	Present
	Offer for display, observation, examination or consideration.



	Prioritize
	Give relative importance to, or put in an order of, preference.



	State
	Give a specific name, value or other brief answer without explanation or calculation.



	Summarize
	Abstract a general theme or major point(s).




Table 1.1 Common terms you may find helpful
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In every subject in MYP you have slightly different objectives in MYP 1, MYP 2–3 and MYP 4–5. It is important that you look at your new objectives for each subject as you join MYP 4, so you know exactly what is required of you. Familiarizing yourself with the command terms will also help you navigate these documents, as they will help you know what is required of you for different achievement levels.

If you look at Criterion A strand i, this is how you can achieve the following grades:


	•  1–2: states the need for a solution to a problem for a specified client/target audience

	•  3–4: outlines the need for a solution to a problem for a specified client/target audience

	•  5–6: explains the need for a solution to a problem for a specified client/target audience

	•  7–8: explains and justifies the need for a solution to a problem for a client/target audience



At first glance, these descriptions might all seem very similar. The key here is to look at the command terms (states, outlines, explains and justifies) so that you know what is required of you.

You can practise using the command terms to answer simple questions at different levels, for example: ‘Why should we ban plastic cutlery in our school cafeteria?’


	•  1–2 (STATES): In our cafeteria, students are given plastic cutlery, which is then thrown away every day.

	•  3–4 (OUTLINES): In our cafeteria, students are given plastic cutlery, which is then thrown away every day. Plastic waste is a big problem, which impacts the environment, so as a school we are contributing to this issue.

	•  5–6 (EXPLAINS): In our cafeteria, students are given plastic cutlery, which is then thrown away every day. Plastic waste is a really big problem, which impacts the environment, because the plastic takes many years to decompose. It fills landfills and often finds its way into other environments, which can damage wildlife, including fish and birds.

	•  7–8 (EXPLAINS AND JUSTIFIES): In our cafeteria, students are given plastic cutlery, which is then thrown away every day. Plastic waste is a big problem, which impacts the environment, because the plastic takes many years to decompose. It fills landfills and often finds its way into other environments, which can damage wildlife, including fish and birds. The National Geographic article by Tik Roon in 2019, ‘Why carrying your own fork and spoon helps solve the plastic crisis’, states that plastic cutlery is one of the deadliest forms of waste in our ocean, killing many fish, birds and other animals. As a school, we are contributing to this issue.



Although in this example you can see the answers getting longer and longer, you could easily accidentally just outline or explain, while writing a lot. The key here is in the definition for justify, which says you must provide ‘valid reasons or evidence’. Use justify as an excuse to show off your research.

Other questions you could consider to practise using the different command terms for Criterion A i, include:


	•  Should all schools teach Design?

	•  Should homework be banned?

	•  Should school lunches be free?



You can also practise with the debatable questions from any of your units.
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Design situation

You are going to appear on a reality TV show where you will pitch an idea for a product to a small group of investors. You must show why your product is novel, realistic and, most importantly, the impact you think your product could make. The theme of the reality TV show is ‘working towards the UN’s Global Goals’ and your product can be linked to any goal of your choosing.

This is inspired by real reality shows where entrepreneurs pitch their products to a group of potential investors. The investors decide on the spot if they will support the products financially or not. You may know it as Dragons’ Den, Shark Tank, maneˉ no tora (The Tigers of Money), Lions’ Den, Fikr wa Talash (Dream and Achieve), Dans l’œil du dragon (In the Dragon’s Eye), Die Höhle der Löwen (The Lions’ Cave) or even Tu Oportunidad (Your Opportunity).
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Figure 1.4 The Fairphone
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ACTIVITY: Selecting your goal
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ATL


	•  Information literacy skills: Collect and analyse data to identify solutions and make informed decisions
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You might already be drawn to one particular goal. If you are stuck, here are two suggestions to help you select a goal that has meaning to you.


	1  Think of all the big news stories that have happened over the last year. Which has had the biggest emotional impact on you? Does this link to a UN Global Goal?

	2  Think about the things that make you excited or angry. You might also think about previous Service as Action projects you have enjoyed taking part in. Do these link to any UN Global Goals?



If you are still stuck, have a classmate pick a goal for you to explore. Every goal is interesting, important and meaningful – sometimes having someone pick a goal that you would not have selected makes you think a bit differently and brings you more inspiration and new ideas.

Once you have picked your goal, look at the targets associated with that goal. You can do this by visiting www.globalgoals.org, clicking on the goal you are interested in and then scrolling down to see the targets.

Now brainstorm around that goal, with the aim of answering ‘My goal is important because …’. Alongside your own ideas, try to find facts and quotes to show why it is important (this will help you justify why you have chosen this goal).

You might also want to think about the following: How does the goal affect you, your local community, the wider world? Who else is impacted by the goal? This will help you later when you really define your goal and your target audience.

Imagine you have selected Global Goal 14, Life below water, Target: Sustainable fishing. How much easier would it be to describe the problems, your product, your target audience and the impact, if you are focusing on a specific area, for example the Coral Triangle, than just sustainable fishing in general?

Use your answers to summarize the goal and target you have selected and why.
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Assessment opportunities


	•  This activity can be assessed using Criterion A i: Explain and justify the need.
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What are the aims of the UN’s Global Goals?
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ACTIVITY: Digging deeper
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ATL


	•  Information literacy skills: Access information to be informed and inform others
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You have now picked your goal and hopefully narrowed down your context. Now it’s time to dig deeper by doing a bit more research.

By MYP 4 you should be producing detailed research plans, including a list of questions you want to answer and how high or low the questions are as a priority for you. You will also need to look at a variety of sources.

Before you begin listing your questions, you might find it helpful to complete a compass points map.

Use your compass points map to generate questions and put them into a research table. This should include the questions, the priority of the questions and a space to fill in the sources you use and the answers you find. Remember to generate full citations as you go, instead of just putting in a link to a website or the name of a book.
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Figure 1.5 Compass points map
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Hint


	1  Anything in ‘N’ on your compass map will probably be ‘high priority’.

	2  Try not to write down questions that you already know the answers to, for example, questions you have answered while completing A i.

	3  One source that might help you is the Sustainable Development Report, www.sdgindex.org. It includes country profiles, data explorers, key messages, rankings and even an interactive map.
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Assessment opportunities


	•  This activity can be assessed using Criterion A ii: Identify and prioritize research.
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WHAT MAKES YOU SAY THAT?



[image: ]

ATL


	•  Collaboration skills: Listen actively to other perspectives and ideas

	•  Collaboration skills: Give and receive meaningful feedback
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In this activity you will pitch your goal to another student. You can repeat the exercise with as many students as you want. The teacher should put a timer on the board.


	1  Find a student to talk to and assign yourselves ‘A’ and ‘B’.

	2  ‘A’ should take one minute to discuss the goal they selected and why without stopping.

	3  If they do stop, ‘B’ can use the prompt ‘What makes you say that?’ to encourage more information.

	4  After the first minute, B has a maximum of 30 seconds to provide feedback.

	5  Then switch and start the exercise again.



This should be repeated, so that you have shared your goal with multiple classmates.

In a physical environment, when possible, everyone should be out of their chairs and walking around. Try to speak to people who you don’t normally work with. However, in an online environment, a teacher may have to assign students to different pairs.

Discuss

Are some goals more important than others?
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Variety of sources

When you are required to use a ‘variety of sources’, you should think about the source type and if it is a primary or secondary source.


	•  Type: Magazines, articles, books, interviews, surveys, observations, experiments, videos, websites. Sometimes it can be easy to go straight to websites and videos, but by Grade 4–5 you should be looking for a wider variety of source types.

	•  Primary sources: A first-hand account or an original object. For example, an interview with someone recorded at the time of the event or photographs of an existing product.

	•  Secondary sources: These relay, discuss or analyse information originally presented elsewhere, so it could be a newspaper article reflecting on an event from the past or a web article reviewing an existing product.



An easy way to increase the variety of sources used in design is to work with your target audience, client or an expert. This could be done through a face-to-face interview, email or even a survey. Think about the adults in your life who might be classified as experts in the area you are researching. Hint: it could be a teacher.

[image: ]






[image: ]

MEET THE DESIGNER

Ocean Project: Shark opal bracelet

https://oceanproject.co/collections/save-the-sharks/products/save-a-shark-bracelet

Ocean Project has created beautiful shark jewellery.When you buy a piece of jewellery, you also get a QR code that allows you to track your own unique shark. You’ll be able to see where they are in the world and learn more about the issues that sharks face. Some of the cost of each piece of jewellery goes towards their project of protecting sharks, through fighting against the trade in shark fins. If you don’t like sharks, they also have whale, dolphin and turtle jewellery.
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Figure 1.6 The shark opal bracelet
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MEET THE DESIGNER

CATCH

www.hansramzan.com/portfolio/catch.php

Created by designer Hans Ramzan, this is an affordable self-testing device to help people detect HIV. It only costs $10 and has been designed to make HIV testing easy and accessible, particularly for those in developing countries.
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Figure 1.7 CATCH
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MEET THE DESIGNER

Flo

http://marikoproduct.com/Flo

https://vimeo.com/122025391

This is an affordable tool that helps people in developing countries to wash and dry reusable, material sanitary pads. Many young girls in developing countries drop out of school when their periods start or miss the days when they are menstruating, because they don’t have proper sanitary protection.
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Figure 1.8 Flo
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MEET THE DESIGNER

SurgiBox

www.surgibox.com/product

‘Surgibox is an ultraportable sterile field that fits in a backpack.’ This means instead of having to bring people to safe, clean operating rooms, you can complete safe, sterile operations anywhere. This is particularly useful for people who may not be near a safe operating space, for example, someone in a rural part of a developing country or someone in a war zone.
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Figure 1.9 SurgiBox
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MEET THE DESIGNER

Native Shoes’ Bloom Collection

www.nativeshoes.com/our-brand.html

Native Shoes are made from algae-enriched ethylene-vinyl acetate (EVA). Many shoes are already made from EVA (such as Crocs), but Native Shoes’ Bloom Collection contain at least 10 per cent algae. The algae comes from water sources that contain too much algae. The production of these shoes helps clean both the water and the air.
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Figure 1.10 Native Shoes
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ACTIVITY: Existing products
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ATL


	•  Information literacy skills: Identify primary and secondary sources
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When you have read about the designers on pages 12–13, explore their websites and analyse them. Use the questions below to guide your analysis. This would count as a primary source. You might want to dig deeper by looking at secondary sources – this could be websites, articles or reviews written by other sources, analysing the products too.

Which type of source do you think will be more accurate/less biased? Why?

To analyse them, answer the following:


	•  Which Global Goal(s) do you think they link to?

	•  Who should buy or use the product?

	•  Who does the product benefit? What makes this product different to other similar products?

	•  What do you like/dislike about the product?

	•  What might the impact of the product be?



Now see if you can find existing products that link to your selected Global Goal and answer the same questions.

To find more inspirational products, try searching for the James Dyson Design Awards, Beazley Design Awards or the Red Dot Design Awards. You could also look at the https://mymodernmet.com and www.dezeen.com/design websites.
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Assessment opportunities


	•  This activity can be assessed using Criterion A iii: Analyse existing products.


[image: ]




[image: ]






How can designers help us meet the UN’s Global Goals?
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DISCUSS

How can designers help us meet the UN’s Global Goals?

Who else plays an important role in helping us meet the UN’s Global Goals?
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Figure 1.11 Getting ideas for a product


Stuck for an idea?

For the next activity you will write a design brief, summarizing what you plan to make and why. If you are still stuck, you might want to brainstorm around the following three prompts first:


	1  What type of product do you want to make?

	•  Examples: Stationery, an app, a documentary, something to wear, a toy, something to eat.



	2  Who will the product be made for?

	•  Examples: A teacher, a family, an old person, a child, a member of the government, a teenager, a business owner.



	2  What part of your goal are you trying to address?

	•  For this you might want to look back at your goal’s targets or your initial brainstorming.
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OPTIONS EXPLOSION

Another option for designers who are stuck is completing the ‘options explosion’ routine.


	1  List the obvious options. There would not be a decision unless there were at least two or three obvious options.

	2  Now brainstorm all sorts of different options to find the ‘hidden’ options. Often some hidden options are better choices. Be imaginative. Build on ideas and combine them to get new ones. Look for ideas of a very different kind. Imagine you are in different roles and suggest ideas from the perspective of those roles.

	3  Ask: What have you learnt about the situation from finding these options? This is a way of understanding the situation better.
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ACTIVITY: Design brief



[image: ]

ATL


	•  Creative-thinking skills: Create novel solutions to authentic problems
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It’s now time to summarize your learning so far and to tell us what you plan to make.

When you have a clear idea of what you will be making, you need to write your design brief. Remember that later on you will be pitching your product, so you might want to practise using persuasive language and showing why your product is so important.

The design brief should be based on your learning in criterion A i–iii.

In your design brief, you should include:


	•  a definition of the problem you are trying to solve

	•  the UN Global Goal you are focused on (and if any other goals are touched on)

	•  key facts from your research

	•  how analysing the existing products has inspired your ideas

	•  the impact you hope your product will have.
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Assessment opportunities


	•  This activity can be assessed using Criterion A iv: Develop a design brief.
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Research skills

You might want to use ‘PEEL’ to help you write your design brief. You may already be familiar with this strategy from other classes. It is a useful tool for writing paragraphs that include evidence. Your design brief needs to include what you have learnt from A i, ii and iii, using PEEL.
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Figure 1.12 PEEL
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ACTIVITY: Design specifications



[image: ]

ATL


	•  Creative-thinking skills: Make guesses, ask ‘what if’ questions and generate testable hypotheses
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Writing clear design specifications helps you to have a clear direction when making your product and is also a clear way of evaluating your product. For this design situation, where you will be pitching your product, you can also use it to really show that you have thought about all the product’s details, that you will be able to prove that the product works, and you will be able to explain the impact of the product. Although you might not be able to describe the exact impact, you can describe the potential impact and how this will be tested.

You should include specifications for the material, client, cost, sustainability and function.



	Specification type
	My specification
	Reason: based on research
	Potential impact
	Testing method



	Material
	My product, a tote bag, will use locally grown bamboo, instead of cotton.
	Good on You says: ‘Bamboo can be a very sustainable crop: a fast-growing grass, it requires no fertilizer and self-regenerates from its own roots, so it doesn’t need to be replanted. When compared to cotton cultivation, which requires large amounts of water, pesticides, and labour, the advantages are pretty clear.’ (https://goodonyou.eco)
This means bamboo will be cheaper and more environmentally friendly than cotton.

	My product will have a lower carbon footprint than cotton tote bags.
	Show that at least 90% of my product is made from bamboo. I can photograph the production and have receipts from the bamboo provider. Only the label and the ink should be made of anything other than bamboo.



	Client
	 
	 
	 
	 



	Cost
	 
	 
	 
	 



	Sustainability
	 
	 
	 
	 



	Function
	 
	 
	 
	 




Table 1.2 A clear breakdown of your design specification
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Assessment opportunities


	•  This activity can be assessed using Criterion B ii: Develop a design specification.
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WHAT CAN I DO?

As defining the potential impact of your product is key for writing your specifications and also for when you pitch your product, you may want to try the following activity, based on the visible thinking routine ‘projecting across time’. As we are aiming to achieve the goals by 2030, use this to help you when describing the impact of your product.


	•  Map what you think or already know. What do you know about the current problems linked to your goal?

	•  Reach back in time. What was the problem like in the year 2000? What about 1950?

	•  Reach forward in time. Will the goal be met by 2030? What role will your product play in reaching this goal?



[image: ]






[image: ]

ACTIVITY: What your product will look like
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ATL


	•  Creative-thinking skills: Use brainstorming and visual diagrams to generate new ideas and inquiries
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You need to draw several sketches of what your product might look like and gather feedback from classmates, a design teacher or, if possible, an expert or potential customer.

When you have your final pitch, you want to show that you have considered different ideas and that your final idea is based on feedback from others, not just what you thought was best.

You might also want to think about further ways of exploring ideas and sharing them to gather feedback. For example, if you are making something out of a fabric, gather some different swatches of fabric for people to feel and give feedback on. If you are developing an app or website, you might want to sketch out how the sections of the app will be organized (wireframe) and ask others if they think the order makes sense.
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Figure 1.13 A wireframe allows a designer to show how different pages of a website or app are laid out. They can then get feedback from their target audience on the user experience
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ACTIVITY: Quick feedback
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ATL


	•  Communication skills: Give and receive meaningful feedback
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Create a gallery wall in your classroom for everyone to share their initial ideas. This means printing out your ideas or having your process journal laid out for others to read.

Spend some time with everyone, walking around the classroom giving each other feedback. While this is happening, try to focus on giving other people feedback and not worrying too much about the feedback you are getting, as you will have plenty of time to digest and analyse this later.

You could give your classmates stickers to place next to ideas that stand out to them, as a method of voting. You can also give them sticky notes to leave comments, suggestions and questions.


[image: ]
Figure 1.14 If you are using a digital tool, you may be given different layout options. This could help you to organize ideas into different categories. You might also share a board with your class, with different columns for different people’s ideas


If there are particular elements you want feedback on, you could leave a feedback form, have a piece of paper with a clear question at the top, or you could use another method to help you receive meaningful feedback. It might help to use your specifications to write some of these questions.

If your class would rather do this digitally, you could use a tool like Padlet or Lucidchart to share your work and gather feedback.

Based on the feedback, describe which of your ideas you will develop further. You may even be combining different elements from your different ideas into something new.
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Assessment opportunities


	•  This activity can be assessed using Criterion B iii: Present and justify the chosen design.
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What do you want the world to look like in 2030?
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ACTIVITY: What are your next steps?
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ATL


	•  Critical-thinking skills: Identify obstacles and challenges


[image: ]




It’s now time to develop your final idea. You should develop a more detailed sketch to show what your product will look like. You may wish to include labels and draw your product from multiple angles.

You should also create a table, laying out exactly what you need to do to make your product prototype.

When making your table, consider how many lessons you have left, how long each lesson is and how much time might be used for other things, such as teacher information and packing up. Make sure you account for the time that might be out of your control, instead of planning to use every possible minute available. What other obstacles and challenges might you need to plan for? What other disruptions might take class time away?

If you are challenging yourself to develop a new skill or technique, such as using new machinery or software, how can you allow enough time to do this? How will you learn the new skill or technique? Who can help you? You might wish to include video tutorials or working with your teacher in your plan.

Make sure your table is realistic. Make sure it is based on your overall goal and design specifications. Be detailed but build in flexibility.

You should also add a column to write reflections and show photographs or screenshots of your work.
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Assessment opportunities


	•  This activity can be assessed using Criterion B iv: Develop planning sketches and C i: Construct a logical plan.
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ACTIVITY: Show how you worked as a designer
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ATL


	•  Affective skills: Demonstrate persistence and perseverance
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After completing your project, use the reflections and photographs from your table to show all the technical skills you used. You should use correct terminology here. Describe how closely you followed your plan and justify any changes you had to make to individual steps of the plan or to the overall plan. You may wish to compare your final product prototype to your detailed sketch.
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Assessment opportunities


	•  This activity can be assessed using Criterion C ii: Demonstrate technical skills, C iii: Follow the plan to create the solution and C iv: Justify changes made to the plan.
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ACTIVITY: The final pitch
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ATL


	•  Communication skills: Use appropriate forms of writing for different purposes and audiences
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Figure 1.15 Pitching your idea


Before you pitch your idea at the ‘dragons’ den’ you will want to make sure you are prepared by having proof that your product is good and will make an impact. Go back to your testing methods in your design specifications and test your product. You may also wish to share your product prototype to gather additional quick comments – you could use this feedback to prove the success of your idea.

You will want to show off all the things that make your product great, but you should also look for ways that the product could be improved. When you pitch your product, you will be hoping to gain money or expertise to help you develop the product further. What weaknesses does your product have and what help do you need to improve it?

Using the information gathered, you will need to write your pitch, describing the success of the product, what could be improved and, most importantly, the impact of your product (linked to your chosen Global Goal).

You may wish to use the PEEL method described on page 15. You may also wish to use persuasive and emotive language to help you. Your final presentation should include some photographs and research, showing the problem you are trying to solve and the design process you went through during this project. You might also consider giving the audience samples or allowing them to view your process journal. You might even come up with a tagline, slogan or song for your product.
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You might wish to search YouTube for successful Dragon’s Den pitches or successful Shark Tank pitches for some inspiration.
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Assessment opportunities


	•  This activity can be assessed using Criterion D ii: Evaluate the success of the solution, D iii: Explain how to improve the solution and D iv: Explain the impact of the solution.
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HOW ELSE AND WHY?

A thinking routine that might help you to write the best pitch possible is ‘How Else and Why?’ It can also help you prepare for answering questions about your product.


	1  ‘What I want to say is …’
Student makes a statement and explains intention.


	2  ‘How else can I say this? Why?’
Student considers intention, audience and situation to reframe (language, tone, body language).


	3  ‘How else can I say this? Why?’
Student considers intention, audience and situation to reframe (language, tone, body language)


	4  (Repeat question)
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DISCUSS

In this unit you looked at the role that individuals and designers can play in achieving the UN’s Global Goals, but what about the role the government and different countries play? Can we fulfil any of the goals without the support of all governments/countries?

Some people think that to be truly sustainable we should only use the resources we already have and argue that creating new products is creating more problems. Do you agree or disagree? Are ‘sustainability’ and ‘change’ opposites?
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Figure 1.16 My activist toolkit


A great way to get involved with a community of other activists working towards helping us achieve the goal is to get involved with the Instagram series ‘The Activist Diaries’. Here activists all over the world document and share what they are doing!
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REFLECTIONS

Now that you have completed this project, think about what else you can do to help reach the UN’s 2030 Global Goals.

What could you do as an individual, a family or with your class? Are there potential service projects you could create linked to the Global Goals?
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EXTENSION

Turn your prototype into a real product. See if you can fundraise to create the product – this could include getting money from local businesses, organizing a fundraiser or even using crowdsourcing. Why not make your product a reality?
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Take action


	•  Take action in your school towards your goal through raising awareness or raising money. You could work with leadership in your school to make small changes focusing on one of the goals. You might consider how you could make a difference in your local community, outside of school, towards one of the goals too. Remember that it is the responsibility of every person to work towards these goals – small differences can make big changes!
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Find out more about the Sustainable Development Goals:


	•  Sustainable Development Goals Action Campaign: www.sdgactioncampaign.org/take-action

	•  Sustainable Development Goals – The Lazy Person’s Guide to Saving the World: www.un.org/sustainabledevelopment/takeaction

	•  Global Goals Campaigns: www.globalgoals.org/action
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Reflection

In this chapter you have found out about the UN’s Global Goals for Sustainable Development. You explored how different people and organizations are working towards these goals. You took action by choosing a goal you can make a difference to by designing a product.
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