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TIME TO PLAY

SDGs



GO GOALS

https://go-goals.org/



How much food is wasted every day worldwide?

a) None, as all the food is eaten or frozen

b) One third of all food produced

c) Very little, as people have dramatically reduced 

the waste
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a) Coal extraction
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b) 50% of greenhouse gases
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Why are rural women more affected by 
climate change than men?

a) Because they are weaker
b) Because they don’t have insurance policies
c) Because they produce 60% to 80% of
the crops
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SUSTAINABILITY



AGENDA
2015 -
2030

SDG PROBLEMS (ISSUES)



COMPUTER SCIENCE AS PART OF THE PROBLEM



DUTCH CONTEXT 

https://tilburg.ai/2024/09/ai-environmental-impact/

https://tilburg.ai/2024/09/ai-environmental-impact/


ALGORITHMIC THINKING TO SOLVE OUR SDG ISSUES

Oh Dodo

I looked at your soul up in the sky

We have taken you away

And now you’re gone

Away and never to be found.

You’re extinct because you were food to us

You sadly became popular

So popular that you’re gone.

Humans have eaten you all

Damn humans!

I hope we go extinct as well.

Lizzy (Aged 10)



COMPUTER SCIENCE IS ALSO PART OF THE SOLUTION

Smart weeding



DEVELOPING 

SUSTAINABILITY CS 

LEARNING ACTIVITIES



UNPLUGGED CS TO SOLVE COMPLEX PROBLEMS



Learning Goals
Cognitive 

Learning Objectives

- The students can create a flowchart and a stappenplan (algorithm) to automate “creating art on wall”.

- The students can execute the stappenplan. 

Make a giant whale street art: 

Write am unplugged program that automates the making of giant street art for artistically 

challenged users.

Adapted from https://unesdoc.unesco.org/ark:/48223/pf0000247444.locale=en
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- The students can execute the stappenplan. 
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- The students understand that whales are endangered and need to be protected

- The students will work in groups to brainstorm and develop their street art projects (teamwork and 

communication skills).

- Students will reflect on their own relationship with nature and discuss how they can contribute to conservation 

efforts in their communities.

Behavioural

Learning Objectives

- The students will participate in a (school) community awareness campaign that includes their street art, 

demonstrating their commitment to whale conservation. This can be done in collaboration with the Dutch/Language 

teacher. 

- The students will create and display their street art in a public space, encouraging  community dialogue (e.g. 

writing a piece in the local newspaper/magazine) about whale conservation and environmental sustainability.

Adapted from https://unesdoc.unesco.org/ark:/48223/pf0000247444.locale=en



CONTEXTS ARE THE KEY - WHALES The voyager golden 

record

Roger Payne



SOME “Loop” EXAMPLES

Energy/Water Consumption Tracker: Students write a 

program that loops through a list of household 

appliances and calculates the total energy consumption 

based on usage hours. Or track their energy and water 

usage of their ChatBot use. This can lead to discussions 

about energy and water waste.

Sensory-Friendly Environment Simulation: Write a 

program that simulates a classroom environment with 

various sensory inputs (like noise levels, lighting, and 

seating arrangements). Students can use loops to 

evaluate how different settings affect neurodivergent 

students' comfort and focus, leading to discussions 

about creating inclusive spaces and empathy.

Gender Representation: Students write a program that 

analyzes a dataset of characters in movies or books, 

using loops to count the number of male versus female 

characters. This can lead to discussions on gender 

representation and its impact on society (e.g. gender in 

Computer Science).Work in groups to develop other 

examples



Learning Goals

Cognitive 

Learning Objectives

Programming Concept: The students will apply programming concepts, such as loops and conditionals, to create a 

simulation that models different sensory environments.

Data Analysis: The students will analyze the results generated by their simulations to draw conclusions about which 

sensory configurations are most supportive to learning for neurodivergent students.

Empathy: The students will identify and describe various sensory inputs (noise levels, lighting, seating 

arrangements) and their potential impacts on neurodivergent students' learning experiences.

Socio-emotional 

Learning Objectives

The students can interact with neurodivergent peers and feel empathy for the situation and feelings. 

The students can communicate about inclusion and argue in favor of arrangements to foster an inclusive 

environment.

The students can encourage others to decide and act in favor of promoting an inclusive learning environment for all. 

Behavioural

Learning Objectives

The students have the capacity to perceive when others need help for inclusion.

The students are able to demand and support the development of policies promoting inclusion.

The students will discuss the importance of creating sensory-friendly spaces in schools and other public areas.

The students will engage in discussions about the challenges faced by neurodivergent  in traditional classroom 

settings, fostering empathy and understanding towards diverse learning needs.

Simulating a Sensory-Friendly Environment: 

Write a program/game that simulates a classroom environment with various sensory inputs (like 

noise levels, lighting, and seating arrangements). Students can use loops to evaluate how different 

settings affect neurodivergent students' comfort and focus, leading to discussions about creating 

inclusive spaces and empathy.

Adapted from https://unesdoc.unesco.org/ark:/48223/pf0000247444.locale=en



COMPETENCIES FOR 

SUSTAINABILITY



OTHER KEY COMPETENCIES



OTHER COMPETENCIES (ALSO NEEDED FOR COMPUTER SCIENTISTS)

Self-Awareness
System 

Thinking

CollaborationCritical Thinking

Think also about 

interdisciplinary 

collaboration



LINK TO SLIDES



REFLECTION OVER THE CS 

COMPETENCY (CT)


