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Key concept Related concept(s) Global context 

Communities Markets & Trends Globalization & Sustainability 

Statement of Inquiry 

Changing consumer behavior at local community level is key to create a global sustainable world.   

Conceptual Understanding 

In the end of this unit, students will understand how they can use the current technology devices and the modern programming environments 
in order to design functional and innovative apps, based on their perspective, to sensitize individuals to environmental issues such as the 

sustainable development, the renewable energy, the recycling of materials, the waste donation etc. 

Inquiry questions 

Factual: What are the United Nations Sustainable Development Goals (SDGs)/Global Goals? What resources are wasted by my community? 
What is the impact of our communities’ waste? 

Conceptual: How can an individual’s waste production impact others? What is my role in achieving SDGs? 

Debatable: Is it my responsibility to save the world? 



 

Objectives 

All strands of all Objectives (A, B, C, D) 

Summative Assessment 

The student produces an e-portfolio that follows the design cycle to develop a solution (a mobile app) which sensitizes individuals against 
environmental issues such as the sustainable development, the renewable energy, the recycling of materials, the waste donation.  
The students must target one of the following audiences: a) family members, b) school community and c) community organizations (food 
banks/soup kitchens, community plots/gardens, or community shelters/centers etc.). 

Project theme: 
In this project, you have to use a Visual Programming environment to develop your own mobile application to sensitize individuals against 
overconsumption issues and Sustainable Development Goals (SDG’s). Your mobile app might be a recipe made from left-overs, a map of waste 
donation hotspots, a multimedia campaign around recycling, a quiz about renewable energy or sustainable development, a game that 
encourages reduction of food or water etc. Your final product must be tested in an emulator or in an Android device as well as demonstrated 
efficiently inside class. 

Summative Assessment Tasks including assessment criteria 

Criterion A 
• explain and justify the need for a solution to a problem for a specified client/target audience 
• identify and prioritize the primary and secondary research needed to develop a solution to the problem 
• analyze a range of existing products that inspire a solution to the problem  
• develop a detailed design brief, which summarizes the analysis of relevant research 

Criterion B 
• develop a design specification, which clearly states the success criteria for the design of a solution 
• develop a range of feasible design ideas, which can be correctly interpreted by others 
• present the chosen design and justify its selection 
• develop accurate and detailed planning drawings/diagrams and outline the requirements for the creation of the chosen solution. 



Criterion C 
• construct a logical plan, which describes the efficient use of time and resources, sufficient for peers to be able to follow to create the solution 
• demonstrate excellent technical skills when making the solution 
• follow the plan to create the solution, which functions as intended 
• fully justify changes made to the chosen design and plan when making the solution 

Criterion D 
• design detailed and relevant testing methods, which generate data, to measure the success of the solution 
• critically evaluate the success of the solution against the design specification 
• explain how the solution could be improved 
• explain the impact of the solution on the client/target audience 

 


