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Duration
Total: 16 hours 
4 x 2 hours preparation
8 hours - outside, doing project-based activities

Calendar
The activity can be carried out throughout the year. For the school, the students and
the communities it could be good to organise the final event of the challenge on
Earth Day, April 22 or around the day and share the visions with other learners in
Europe and beyond.
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Introduction
The UN has defined 17 sustainability goals on September 24, 2015 to be achieved by
the year 2030. The students explore how they are relevant for their own future and
how LivingSTEM and Permaculture contributes to reach the goals. The students then
construct future scenarios with strategies to build a healthy, beautiful, and
sustainable future. The solutions will be shared with other schools in the LivingSTEM
network.



Gamification method(s)
The school permaculture garden or a permaculture garden/farm near the school will be
turned into a maker space/hackerspace, i.e. collaborative work space for exploring,
inquiring, learning, making, constructing and sharing that uses different tools - no tech,
low tech or high tech.  

These spaces are open to the kids, adults, and entrepreneurs. 

The maker resources/equipment will be the permaculture garden and any interesting
equipment the school can organise, 3D printers, laser cutters, cnc machines, soldering
irons, even sewing machines. 

We will combine the hacker-/makerspace concept with the Lego® Serious Play®
methodology to construct future scenarios for a healthier planet.

Evaluation and awards: The students/teams present/pitch their constructions.

Teachers (parents) and students get 10 sticky dots and distribute them to the teams.
The three winning teams get a UN global goal pin.

Finally, the students share the constructions.
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Preparation
8 hours are recommended to prepare the Maker Space event:
2 hours to learn about the UN/UNESCO and the global goal (Social Studies):
The teacher could make a presentation or show a film about the goals - then students do
some research.

2 hours to give introductions what a maker space is, what Lego® Serious Play® is and to
develop an agenda for the event day

4 hours to make teams, to print out global goal cards, to gather stuff for the maker space
event and to connect to social media sites, where results will be shared.

It could be useful to invite parents, entrepreneurs, companies and representatives from
the local community. They can possibly donate stuff and contribute with ideas for the
maker space. Also the local press and stakeholders should be informed.
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Tips for successful facilitation,
supervision and organizing:
Cooperation is recommended between social studies, technology, IT, language
teachers.
Techniques for facilitating Lego® Serious Play® events are well explained in the two
documents above. A teacher with facilitation skills would be useful.
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Debriefing outcomes & obtained
competences:
The 13-14 students get motivated to work towards more sustainability. They learn to
turn creativity into innovative concepts and scenarios and they learn the importance
of collaboration and sharing. They learn how to participate in policy-making
processes.

Moment of formal education
(optional)
The MakerSpace event is LivingSTEM education at its best, connecting many
disciplines, i.e. sciences, technology, engineering, mathematics, social sciences and
arts in the form of creative to develop future scenarios. It is well aligned with the
World Forum's list of top skills for 2020 and the European key educational policies.
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Impact on external stakeholders
The permaculture gardeners get ideas for new technologies and methods to
become even more sustainable. The attention of companies and policymakers is
raised, entailing possible funding for the school and the permaculture gardens in
the future.



Students' worksheet
AGE : 13 - 14
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Related STE(A)M theory:
Engineering and technologies: The students do research, explore, debate and
construct scenarios how intelligent engineering and technologies can improve the
permaculture farms to meet the global goals by 2030.
Key enabling technologies: language skills, digital skills, critical thinking,
entrepreneurial skills, complex-systemic-connected thinking, policy-making, play 
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Aims and Objectives:
We want to build a better future. Using the UN 17 global goals as a framework we
benchmark the permaculture principles, the garden we created or a permaculture
farm nearby to see in which ways they contribute to achieve the UN goals by 2030.
Then we make a final event, a makerspace, where we build scenarios and build our
own healthy and happy future. Remember to collaborate and share!
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Suggested Environmental Context
Preparatory lessons in social studies, in technology/crafts 
Final event, either at the school in a large room or lab or outside in a garden/tent
or at a permaculture site outside or in a tent/polytunnel

Educational Objective(s)
Know what the UN and UNESCO are
Understand the global goals 
Learn what an ecological footprint is
Learn what a makerspace/hackerspace is
Learn what the Lego® Serious Play® methodology is
Explore a permaculture farm/garden/forest and find out how they contribute to
the global goals
Design a hackerspace/makerspace
Experiment with tools
Design and create future scenarios for a better planet
Learn to collaborate, share and communicate with kids and people around
Europe
Evaluate and reflect what you have learned 

Necessary Equipment and
Materials:

Cameras (or Iphone/Ipad) to document everything
Printed cards with the global goals
Computers with Internet to share the scenarios and collaborate/communicate
with others
Stuff for the maker space: 3-D printer, stuff from the farm and the school labs
A Lego® Serious Play® Kit or alternatively lots of Lego bricks (can be used) ones
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Media and Resources
https://worldslargestlesson.globalgoals.org
https://www.globalgoals.org/resources
https://www.earthday.org
https://www.footprintnetwork.org/our-work/sustainable-development/
http://www.makerspaceforeducation.com/makerspace.html
https://www.slideshare.net/markorillo/white-paper-on-serious-play
https://www.serious.global/lego-serious-play-open-source.pdf

Tasks
We make small teams - 2 or 3 people.
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1 Background/research - 2 - hours
We get briefings and do some research about the UN global goals and
actions going on across the world. 

2 Background/research - 2 - hours
We understand what a maker- or hackerspace is. 
We learn about the Lego® Serious Play® methodology to make future 
scenarios. We make an agenda for our maker space.
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3 Preparation of the event together with the
teacher - 4 hours
We print out global goals card. Each student in a team gets a different
card. All the 17 cards should be used.
We gather equipment and stuff for the event, such as a 3-D printer,
glue, paper, colour pens, a kit to build solar panels, a kit to build
windmills, a kit to explain water technologies and lots of Lego bricks.

4 Final LivingSTEM Makerspace event - 8
hours
1 hour setting up boards with maker space equipment
1 hour: the teams walk around the permaculture garden, interview the
farmers, brainstorm to find out:
Challenge 1:  How does permaculture contribute to achieve the UN
global goals.
Each student follows up one goal and takes notes on his/her card. Then
the students in the team discuss, share and brainstorm:
Challenge 2: What could be improved in the garden/on the farm to
meet the goals?
4 hours: Makerspace/hackerspace
The teams work together to construct scenarios with the technical
materials, things they find in the garden, ideas for the last 
Challenge 3: Build scenarios for a more sustainable, happy and healthy
world!
1 hour: The teams pitch their constructions, another team makes
photos/films of the scenarios to share them via social media.
1 hour: Debriefing, evaluation, award ceremony
The teachers/students/guests get 10 Lego bricks and distribute these to
the teams.
The three winner teams get a UN pin. All the students get a LivingSTEM
certificate.
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Some hints
https://worldslargestlesson.globalgoals.org
https://www.globalgoals.org/resources
https://www.earthday.org
https://www.footprintnetwork.org/our-work/sustainable-development/
http://www.makerspaceforeducation.com/makerspace.html
https://www.slideshare.net/markorillo/white-paper-on-serious-play
https://www.serious.global/lego-serious-play-open-source.pdf
https://makered.org/makerspaces/safety/



Safe and security checklist
Washing the hands frequently and the usual safety provisions used in technology
labs at the school is important.  The teacher should ensure that the students respect
the animals and plants on the farm, are polite and collaborate in a positive way.
(Note: This should be in alignment with safe and security checklist, given within The
LivingSTEM Manual, Chapter 8)
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Project's partners
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Générations.Bio (Belgium)
Web: www.fermebiodupetitsart.be

LogoPsyCom (Belgium)
Web: www.logopsycom.com
Facebook: @Logopsycom

The Polish Farm Advisory and
Training Centre (Poland)
Web: www.farm-advisory.eu
Facebook: @PolishFarmAdvisory

EDU lab (Italy)
Web: www.edulabnet.it
Facebook: @edulabnet

Ed-consult (Denmark)
Web: www.ed-consult.dk
Facebook: @benji.leinenbach

C.I.P. Citizens In Power (Cyprus)
Web: www.citizensinpower.org
Facebook: @citizensinpower

Trànsit Projectes (Spain)
Web: www.transit.es
Facebook: @MakingProjectsCEPS, @TransitProjectes


