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Lesson Plan: Create. Play. Learn.  

Lesson Plan Overview 

The Create. Play. Learn. Lesson Plan is provided for teachers to use in the 

classroom with students ages 10-18 and grades 5-12. The lesson plan is divided 

into three modules.  Each module is a stand-alone lesson that builds upon the 

Millennium Development Goals and introduces different stages of di Gameworks 

and the DevFacToe online game.  The modules generally take sixty minutes with 

some additional preparation time. 

A timeline for each of the segments, a preparation checklist, post lesson 

extension activities and resource materials are also provided.  One valuable 

resource we hope you will take advantage of is the pre and post surveys.  The 

surveys are optional, however, we think it is a valuable tool to check in with your 

students to compare the learning and awareness before and after using 

DevFacToe in the classroom.   

Additionally, you will find information on standards and benchmarks.  There are 

many individual State, National and International Standards for teaching and 

curriculum development.  We designed this lesson aligned with Michigan 

standards for Social Studies.   The lesson plan template and the DevFacToe game 

format are tools that can be used and adapted to your curriculum standards.  

Feel free to contact our team with questions regarding aligning standards to 

lessons and our game. 
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Lesson Plan - Module 1 

Lesson Focus:  • Introduction to di Gameworks,  

• The United Nations Eight Millennium Development Goals 

• Game format 

• Standards and Benchmarks – Appendix A 

Text and 
Materials:  

• digw.org  

• Computer access for students 

• Computer and LCD projector for instructor 

• Sample data with the 8 Millennium Goals for teacher 
reference – Appendix B 

• Explore and register at digw.org before presenting to 
students 

Connection:  • Where will you be in the year 2015?   

•  Do you think the world will be a better place?   

• Today we are going to learn about how the United 
Nations is working to create a better world. During the 
next few lessons, we are going to learn how to play the 
game, create your own game online, and share it with 
other students  

Teaching:  • Model using computer and the LCD projector  

• Go to digw.org and explore the link MDG@UN Cyberbus.   

• Read about the Millennium Development Goals and click 

on the videos.  

Active 
Involvement: 

Have students in partners or individually go the digw.org 

website to explore the link MDG @UN Cyberbus. 

Link:  • What did you learn about the Millennium Developmental 
Goals? 

Allow time for discussion.  

• We are going to explore some games that students 
created about the Millennium Development Goals.  

Model the game on the computer.  

• How many of you have played Connect Four?  How do 
you play?  That’s right you have to get 4 in a row, 
diagonally, or horizontally to win.  That is how you 
win this game, except there is a catch.  You will learn 
as you earn a square.  
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• We are going to play the solitary version today but 
after you join this website you can invite a person to 
join you who is online anywhere in the world.  
(Choose one of the games ahead of time.) 

• Each board has 16 squares. The computer will show 2 
facts at the top of the board. When I choose a fact, 
the computer will put an X for my choice and an O for 
the computer.  Who would like to try?   

Continue with students until they understand the concept 

of the game.   

Students like you created the games.  You will learn to 

create your own game. 

Work Time: If time permits- 

Have students partner up to play the game.  

• Join to be able to play the 2- player game.   

• At the digw.org website, click on log in/register and 
the top of the next page click on register You will 
choose a screen name and password that are easy to 
remember (and write it down) You will have to retype 
the password.  

• Now log in and choose Play Games.  

Choose a 2-player game, you will need to invite someone OR 

accept an invitation to play from someone that has invited 

you. (You will see the invitation at the bottom right side of 

the page.) 

Summarize: 

 

What did you notice about the games that you played? How 

do you think they found all that information? In our next 

lesson you will find out. 
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Lesson Plan – Module 2  

Lesson Focus:  • Develop deeper understanding of the UN 8 Millennium 
Developmental Goals  

• Introduce the data management system, DevInfo. 

Text and 
Materials: 

• Computer access for digw.org 

• Copies of sample data for students (Millennium 
Development Goals) Appendix B 

• Copies of Accessing DevInfo Data – can be downloaded 
from digw.org website under guides and resources link 

-Become familiar with accessing data from DevInfo 
before demonstrating for students. 

• Copy of the book: If the World Were a Village: A Book 
about the World's People  
by David Smith (Author), Shelagh Armstrong (Illustrator) 
http://www.iftheworldwereavillage.org/index.html 

“This wonderful, educational book 

"tells us who we are, where we live, how fast 

we are growing, what languages we 

speak, what religions we practice and more."  Written by 

seasoned teacher David J. Smith, who believes that the 

"world-mindedness" of children is vital to the health of 

our planet, If the World Were a Village  gives us insight 

into the unique cultures, languages, religions, and 

traditions of the world's people. Enlightening and eye-

opening, this book is a useful way to show your child the 

way the rest of the world lives.”   

(If this book is unavailable use the pages found in the 

Appendix D) 

Connection:   

 

Read the front inside cover of If the World were a Village.  

• At this moment, there are more than 6.75 billion 
people on the planet at one time...but what if we 
imagine that whole worlds as a village of just 100 
people. 

 In this village:  

• 21 people speak a Chinese dialect:  

• 10 earn less than a dollar a day; 

• 13 cannot read or write:  
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• Only 37 always have enough to eat; 

• 28 have televisions in their home.  

Review what students learned about the Millennium 
Development Goals from the previous lesson. 

 

Teaching:  Where do you think the author of that book might get his 

information? The first time I heard a teacher read the 

Village book, I asked her, “Where does the author get his 

information?” Her answer was, “I don’t know.”  Before I used 

this book with students, I wanted to make sure the data was 

accurate. I am going to pass out some facts.  You can see the 

facts are listed under the 8 Millennium Development Goals 

that you learned about yesterday. Pass out the sample data 

to each student.  Give them a few minutes to read over the 

data.  Ask students to choose one of the statistics to share 

with the class.   

Goal 1 Eradicate extreme poverty and hunger. What 

does eradicate mean?  

Goal 2 Achieve universal primary education. Should 

all children be able to go to school?  

Goal 3 Promote gender equality and empower women.  

In some countries women aren’t even allowed to vote?  

Goal 4 Reduce Child mortality.  Help lower the 

number of young children that die every year.  

Goal 5 Improve maternal health.  Help mothers get 

medical help before their babies are born.  

Goal 6 Combat HIV/AIDS, malaria and other diseases.  

Goal 7 Ensure environmental sustainability. Help 

protect the environment and make sure people have 

safe drinking water.   

Goal 8 Develop a global partnership for 

development.  Help countries grow in business and 

technology.  
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Active 
Involvement:  

• Do any facts surprise you? Where do they get all these 
statistics? 

• How do you know the information you get on the 
Internet is accurate?  

• Since anyone can publish information on the web, 
does it mean it’s truthful?  

• We are going to use a website today that is used by 
the United Nations to store and manage the data from 
countries all over the world. 

• When I go back to the digw.org website, I am going to 
choose the di Online database link at the top of the page 
(blue button on top navigation bar). 

Follow the instruction sheet Accessing Data from 

DevInfo – can be downloaded at digw.org under the guides 

and resources link 

Choose:  

• A Millennium Development Goal  

• An Indicator  

• A Continent: Which continent should I choose? 

• A Country: Which country in that continent should I 
choose? 

Data:  I can choose to see the data in a graph, table, or on a 

map. 

Work Time:  Allow students time to explore data on DevInfo site. 

Summarize: Have students report out interesting data they discovered.  

In our next lesson, we will learn how to create and publish 

games online using information from DevInfo. 
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Lesson Plan – Module 3  

Lesson Focus:  Develop global awareness while creating games.  

Students should be able to answer:  

Where did you get your information? 

What do you want other students to learn? 

Text and 
Materials 
Needed:  

• Computers with internet access to http://www.digw.org 

• Computer and projector to model creating game 

• Copies of Creating an Online Game Directions– Can be 
downloaded at DIGW.ORG under guides and resources 
link 

• Template for Game Planning Worksheet – Appendix C 

Connection:  • Today we are going to look at some games that have 
already been created on di GameWorks.   

• Then you are going to start creating YOUR own game that 
will be published online. 

Teaching:  • We are going to the di GameWorks website, digw.org log 
in and choose play games.   

• Choose a 2-player game and invite someone to play or 
accept an invitation from another player.   

Allow 5-10 minutes to play games. Then discuss which games 

they played: 

• What did you learn as you were playing? Where they 
interesting facts? What were some interesting facts?  
What could have made their game more interesting? 

 
Creating DevFacToe Games  

You must login to create a game. 

Pass out the Creating an Online Game (online) Directions 

 

• We are going to create a class game. First let’s think 
about a theme for our game. What would be a good 
name for our game? 

• Since I have logged in, I am going to click on create 
game.  The game board will appear with 16 boxes each 
with a category.  I am going to click a category, type 
India, and click create (or what ever you want). Now I 
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am going to click on fact under India. Today we are 
going to type a fact in the text box.   I can go to 
DevInfo to cut and paste information about India. Give 
me a fact!  Later on when we get more experienced we 
can upload videos, images, or even sound.     
 

Continue adding categories facts to a few more squares 

until students understand the concept of the game/ 

We are going to digw.org today and begin brainstorming 

about our game. It might be a good idea to work with a 

partner for your first game.  I am going to pass out a 

worksheet to help you plan your first game. Remember you 

are going to need 16 categories with a fact for each one.  

You can use any resource such as DevInfo, UN Cyberbus, or 

other reliable sources. Please share your first game with 

me before submitting for publication on the website. 

Link: Does anyone have an idea for a theme or name for your first 

game?  

Before you begin your game, I want you to consider 2 

important details:  

• Where did you get your information?  

• What do you want the players to learn? 

Share:  Students may work in partners by choosing co-author found 

at the top of their game. 

• Xavier is almost finished with his game.  Would you 
like to share a couple of your categories and facts?  

Have a couple students share.   

What To Look For: 

Note: If students are struggling with categories and facts, 

you can suggest they use recently covered material from 

their textbook. The ultimate goal is to have students search 

DevInfo for data to create di GameWorks games. 

Summarize: When you having completed your game and have checked it 

carefully for:  

• Interesting and accurate information 
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• Correct spelling 

• Correct grammar 
 

Choose Submit this game for publication 

The administrators of this website will check it before 

publishing it.  You can play your own game as a solitary 

version while it is being reviewed. 
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Lesson Plan Time Line 

The following provides you with an estimated time for each segment of the Lesson 

Plan. 

Lesson Area Task/Segment Duration 

Pre-Lesson Preparation 30-60 minutes 

Lesson Plan 

Note:  each lesson 
(modules 1-3) is designed 
to take about 60 
minutes.  Time may vary 
for each teacher. 

Focus 

Connection 

TEACHING 
 
ACTIVE INVOLVEMENT 

Link 

Work Time 

Summarize 

Estimated Total Time: 

 5 minutes 

 5 minutes 

10 minutes 

10 minutes 

  5 minutes 

15 minutes 

 5 minutes 

60 minutes 

Post-Lesson  Extension Activity  

Wrap up 

40 minutes 

20 minutes 

 Wrap up  

Estimated Total Time: 

20 minutes 

60 minutes 
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Lesson Plan Checklist 

Below is a checklist of resources you’ll need to use di Gameworks and our lesson 

plan in your classroom: 

Equipment  

__ Computer with LCD projector 

__ Student computers or several computers for students to share 

__ Flip chart paper or board to record student responses and questions 

Teaching Materials 

__ Print copies of: 

• The Appendix Documents 

• Creating A DevFacToe Game 

• Accessing DevInfo Data 

__ Pens or pencils, and note pads 

__ Extra copies of Appendix C: Game Planning Worksheet 

__ Optional: Pre and Post Survey  

Room Setup (will vary and be specific to your school & available rooms) 

__ Small groups – ideally two students working together with one or two 

computers 

__ Computer lab – if you have access to a computer lab we suggest you book the 

room and presented the three modules in this setting – this allows students 

direct access to the internet and online resources 

Pre-Lesson Preparation: 

__ Prior to the lesson, begin familiarizing yourself with di Gameworks, DevInfo 

and the Millennium Development Goals 

__ Optional: Implement a pre-survey using Appendix E template 

__ Register and create a di Gameworks account and Group 

__ Play a few solitaire games and then create a game of your own to be published  

__ Reach out to di Gameworks if you have questions about playing and/or creating 

games with your class 
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Post Lesson Activities  
Extension Activities 

We encourage teachers to go beyond the lesson and use extension activities to 

reinforce and foster global awareness.  These activities also give students an 

opportunity to: 

 Generate a dialogue and apply key concepts to both themselves and their 

school/community about the Millennium Development Goals (MDGs) 

 Develop an action plan to improve the students’ understanding of global 

issues and call to action for change 

Extension Activity Ideas: 

 Public Service Announcement:  Students choose one of the MDGs and create a 

1 minute video to inform the public about the progress toward reaching the 

goal.                                   

 Power Point: Students create a power point presentation to teach other 

students about all eight MDGs. 

 Using one MDG, compare the data of 2 countries within the same region.  

Analyze the similarities and differences in data. 

 Using one MDG, compare and analyze the data of 2 countries from 2 different 

regions.  Explain possible reasons for the similarities and differences in data. 

 Create posters: representing each of the eight MDGs. 

 Create a presentation in your own way to answer this question: How is my 

country doing in reaching the MDGs? 

 Change over time: Create a presentation about one country and how it has 

improved or declined in progress toward reaching the MDGS over time. 

 Current events: Check newspaper or news online for current events that are 

related to one of the MDGs. 

 Rap: create a rap to help others learn about and remember the eight 

Millennium Goals. 

 Imagine: You are a leader of a developing country speaking to the United 

Nations. How is your country progressing toward meeting the MDGs. What kind 

of help does your country need from other countries?  
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Appendix A – Standards and Benchmarks 

Provided in the table below are links to some US State and National Standards.  

This is a small sampling of what is available.  Educators please use the standards 

and benchmarks that are applicable to your location.   

Standard Link to Website and Documents 

Michigan Educational 

Technology Standards 

http://www.michigan.gov/mde/0,1607,7-140-28753---

,00.html 

National Mathematics 

Standards 

http://standards.nctm.org/document/appendix/numb.htm 

National Social Studies 

Standards 

http://www.socialstudies.org/standards/curriculum 

Science Standards http://www.nap.edu/openbook.php?record_id=4962 

 

We are also including the thematic strand “Global Connections” from the 

Curriculum Standards for Social Studies II that align with the lesson plan and 

the MDGs.  

 

Thematic Strand: Global Connections 

Middle School 

Purposes: 

Global change has intensified and quickened--affecting life at the local, national, 

and international levels. These changes create interdependence that result in 

opportunities and challenges for individuals, groups, institutions, and nations. 

Pervasive global change demands building knowledge and skills that will lead to 

informed decision-making. 

 

Middle School 

Key Questions (exemplars) for Exploration: 

What global issues affect this community and region? 

How interactions among nations affected by global forces? 
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How can nations with differing belief systems collaborate to address global 

problems explore the causes, consequences, and possible solutions to 

persistent, contemporary, and emerging global issues, such as health, 

resource allocation, economic development and environmental quality; 

Describe and explain the relationships and tensions between national 

sovereignty and global interests in such matters as territory, natural 

resources, trade, use of technology, and the welfare of people; 

Demonstrate understanding of concerns, standards, issues, and conflicts 

related to universal human rights;  

Identify the roles of international and multinational organizations. 

High School  

Key Questions (exemplars) for Exploration: 

How can critical issues (e.g., peace, human rights, trade, and global ecology) 

be effectively addressed?  

To what extent is current decision-making by people as individuals and as 

citizens of the community and the nation consistent with stewardship of the 

planet? 

How and why is global interdependence more evident in some places than other 

places? 

How do trans-national corporations, international institutions (e.g., the U. N.) 

and non-governmental bodies influence global systems? 

Possible student products –learners might demonstrate their knowledge, skill 

and dispositions by: writing reports, letters, editorials on critical global 

issues; using GIS to explore areas of the earth at environmental risk; 

formulating policy statements on national trade policies in an interdependent 

world economy; analyze or formulate policy statements demonstrating an 

understanding of concerns, standards, issues and conflicts related to 

universal human rights collaborating to produce a number a pod cast or video 

on the contrasting effects of globalization in different parts of the world. 

Critical Thinking Skills 

Critical thinking involves reflecting on content in order to form a solid 

judgment that includes both evidence and common sense. Critical thinkers gain 

knowledge through reading, observation and experience then establish 
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relationships and determine accuracy, clarity, reliability, relevance, and 

importance of what they learned. 

Research, Information and Technology Skills 

Locate Information 

 Use library, online or other search tools to locate sources 

 Use key words, tables, indexes and bibliographies to locate information 

 Use sources of information in the community 

Explore Information 

• Use various parts of a text, document, visual, electronic or audio source 

• Conduct interviews of individuals in the community 

• Evaluate sources of information – print, visual, electronic, audio 

• Use maps, globes, graphic representations and tools, and geographic  

information systems 

• Interpret social and political messages of cartoons 

• Interpret history through artifacts 

Organize Information in usable forms including outlines, summaries, 

Bibliographies and other products 

Use computer-based technology and media/communication technology 

• Operate input devices 

• Operate other media/communication technology 

• Operate appropriate multimedia sources for directed and independent 

learning activities 

Use Internet-based Information Networks 

• Utilize tools and resources to manage and communicate information 

including correspondence, finances, data, charts and graphics 

• Use on-line information resources and communities to meet the need for 

collaboration, research, publications, and communication 

• Use tools for research, information analysis, problem-solving, and decision 

making in learning 
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Interpret Information 

• State relationships between categories of information 

• Draw inferences from factual material 

• Predict likely outcomes based on factual information 

• Recognize and interpret different points of view 

• Recognize instances in which more than one interpretation is valid 

• Transfer knowledge into new contexts 

Analyze Information 

• Form a simple organization of key ideas related to a topic 

• Separate a topic into major components according to appropriate criteria 

• Examine relationships between and among elements of a topic critically 

• Detect bias in data presented in various forms 

• Compare and contrast credibility of differing ideas, elements, or accounts 

Synthesize information 

• Propose a new plan of operation, system, or scheme based on available data 

• Reinterpret events by relating knowledge from several disciplines 

• Present information extracted from one format in a different format, e.g. 

print to visual 

• Communicate concisely orally and in writing 

Evaluate Information 

• Determine whether or not sources are valid and credible 

• Estimate the adequacy of the information 

• Test the validity of the information, using such criteria as source, 

objectivity, technical correctness, and currency 

• Understand legal/ethical issues related to access and use of information 

Inquiry learning 

• Be curious, ask powerful and complex questions 

• Observe, investigate and explore to develop understanding 
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• Organize, create and communicate ideas and results 

• Discuss, connect and/or compare with other works 

• Reflect to monitor progress and self-evaluate 

Issue analysis 

• Define the issue and identify key opposing positions 

• Find and present information supporting each position 

• Determine conflicting values or beliefs 

• Defend and justify a position 

• Summarize an opposing position 

• State ways to persuade others to adopt your position 

Problem based learning 

• Introduce and discuss an ill-structured real world problem 

• Collaboratively, determine what is known and what must be learned 

• Develop and articulate a problem statement 

• Identify possible solutions 

• Research, analyze and resolve 

• Present solution and supporting documentation 

Service/Community Learning 

• Prepare—involve stakeholders in developing the project 

• Collaborate—build partnerships and gather support 

• Integrate—connect with academic skills and content 

• Service—contribute skills and talents to make the community a better place 

• Reflect—relive or recapture the service to develop new understandings 

• Celebrate—honor and renew the commitment of those involved 

Personal Interaction & Civic Engagement Strategies (PICES) 

• PICES help young people to acquire and apply skills and dispositions that 

will prepare them to become competent and responsible citizens. 
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Appendix B – Millennium Development Goals 

The Millennium Development Goals (MDGs) are eight goals to be achieved by 2015 that respond to the world's main 
development challenges. The MDGs are drawn from the actions and targets contained in the Millennium Declaration 
that was adopted by 189 nations during the UN Millennium Summit in September 2000. The facts below help provide 
a clearer picture of the world's progress towards achieving the eight MDGs.  You can find more at: 
http://www.devinfo.org/di_facts.html. 

 

 Goal 1 Eradicate extreme poverty and hunger 

5 The prevalence of underweight children under-five in the developing world has declined by 5 
percentage points. 

1 in 4 Around 1 in 4 children under five in the developing world are underweight. 

1 in 2 Approximately 1 in 2 underweight children in the developing world live in South Asia. 

980 Million The number of people living in developing countries living on less than $1 a day. 

16% The proportion of infants in developing countries who are born weighing less than 2.500 grams 

 

 Goal 2 Achieve universal primary education 

101 Million The number of children of primary school age who are out of school was 101 million in 2007. 

85% Globally, the proportion of primary-school-age children who attend school is 85 percent. 

30% The proportion of children in sub-Saharan Africa of primary school age not in school. 

2 Million The number of children of primary school age not in school in 2005. 

93 Million The number of children of primary school age who are out of school. 
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 Goal 3 Promote gender equality and empower women 

44 % Globally, the female net secondary school attendance rate is 44 per cent. 

52 Million In developing countries, 52 million girls were out of primary school in 2006 as 
compared to 47 million boys. 

1 in 3 About 1 in 3 of countries achieved gender parity in secondary education by 2005. 

2 of 3 About two of three countries and territories worldwide reached gender parity in primary education by 
the target year of 2005. 

60-90 Hours The number of hours women work per week in developing countries. 

 

 

 Goal 4 Reduce child mortality 

92% Africa and Asia together accounted for 92 per cent of all under-five children’s deaths in 2007. 

86% Some 86 per cent of newborn deaths globally are the direct result of three main  
causes: severe infections, asphyxia and preterm births. 

57% In the developing world (excluding China), 57 percent of children with pneumonia are 
taken to an appropriate health-care provider. 

107 Worldwide, the under-five mortality rate was 107 in the poorest 60 percent  
households from 1998-2006, as compared to 67 in the richest 40 percent. 

38 Children under-five with diarrhoea in sub-Saharan Africa receiving the recommended  
treatment increased from 32 per cent in 2000 to 38 per cent in 2008. 
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   Goal 5 Improve maternal health 

39 The global maternal mortality ratio has declined by 30 deaths per 100,000, from 430  
in 1990 to 400 in 2005. 

4.5% A woman in sub-Saharan Africa has a 4.5% chance of dying from pregnancy-related  
causes, as compared to 0.01% for a woman in industrialized countries. 

187,000 The number of maternal deaths in South Asia in 2005 was 187,000. 

95% Africa and Asia account for 95 per cent of the world's maternal deaths. 

84% Sub-Saharan Africa and South Asia accounted for 84 per cent of global maternal deaths in 2005. 

 

 Goal 6 Combat HIV/AIDS, malaria and other diseases 

33% In low and middle-income countries, 33 per cent of HIV-positive pregnant women received 
antiretrovirals for prevention of mother-to-child transmission of HIV in 2007. 

10 The vast majority of children living with HIV are in 10 countries that also comprise 
more than 60 per cent of pregnant women living with HIV. 

150 Million More than 150 million insecticide-treated nets were delivered to African  
countries during 2004–2008. 

3 The number of insecticide-treated mosquito nets produced worldwide has gone up more 
than three-fold from 2004 to 2007 

2 Million The number of children under 15 years living with HIV as of 2007 was 2 million. 
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 Goal 7 Ensure environmental sustainability 

36% The proportion of the world’s forests which largely remain undisturbed by human activity. 

1 of 3 The proportion of urban dwellers who are living in slums. 

1.1 Billion The number of people who need to be reached with improved sources of drinking water by 2015 to 
meet the MDG target. 

2.6 Billion The number of people who did not use improved sanitation facilities in 2004. 

4 of 10 The number of people globally lacking access to improved sanitation facility. 

 

 Goal 8 Develop a global partnership for development 

15% The proportion of the world’s population who were using the internet by the end of 2005. 

2.2 Billion The number of mobile subscribers worldwide in 2005 – up from 11 million in 1990. 

86 Million The number of jobless youth worldwide in 2006. 

106 Billion The amount in US dollars of aid to developing countries in 2005. 

7% The proportion of the population with Internet access in developing regions in 2004 compared to over 
50% in developed regions. 
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 Appendix C: Game Planning Worksheet 

Please use this worksheet to plan games offline.  Categories and Facts can then 

be input online to create games.   

 

Game Title: ______________________ 

Source(s) for Categories and Facts: _________________________ 

♦ Choose 16 Categories (Numbers) 
♦ Choose at least one Fact for each category () 
 

 

1.__________ 

 

♦ __________ 

 

2.___________ 

 

♦ ___________ 

 

 

3.___________ 

 

♦ ___________ 

 

4.___________ 

 

♦ ___________ 

 

5._________ 

 

♦ __________ 

 

6.___________ 

 

♦ ___________ 

 

 

7.___________ 

 

♦ ___________ 

 

8.___________ 

 

♦ ___________ 

 

9.__________ 

 

♦ __________ 

 

10.__________ 

 

♦ ___________ 

 

 

11.__________ 

 

♦ ___________ 

 

12.__________ 

 

♦ __________ 

 

 

13._________ 

 

♦ __________ 

 

 

14.__________ 

 

♦ ___________ 

 

 

15.__________ 

 

♦ ___________ 

 

 

16.__________ 

 

♦ ___________ 
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Appendix D:  If  the World Were a Vil lage 

The following information from the book, “If the World Were a Village: A Book 

about the World’s People” by David Smith, should be used with Module Two of the 

lesson plan.   

Air and Water 

In most of the village, the air is healthy and the water is clean.  But not all 

villagers are so fortunate.  For some, the air and water are soured by pollution, 

outing them at risk for disease. OR water may be in short supply. Instead of 

turning on a tap, some villagers must walk long distances to find clean water. 

Fresh air and drinkable water are necessities. How many people in the village of 

100 have clean air and nearby source of clean water? 

83 have access to a source of safe water either in their homes or within a short 

distance.  The other 17 do not and must spend a large part of each day simply 

getting safe water.  Most of the work of collecting water is done by women and 

girls. 

64 have access to adequate sanitation—they have public or household sewage 

disposal—while 36 do not. 

63 breathe clean air, while 32 breathe air the is unhealthy because of pollution. 
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Food 

The Smells and sounds of the market draw you near. The tables are piled with 

fresh baked bread, vegetables, tofu and rice. Chickens cluck and ducks quack. IN a 

pen not far away, a cow moos at the passing crowd. 

The villagers have many animals. They help to produce food or are a source of 

food. They are: 

31 sheep and goats 

23 cows, bulls, and oxen 

15 pigs 

3 camels 

2 horses 

250 chickens—yes, there are more than twice as many chickens as people in the 

global village. 

There is no shortage of food in the global village.  IF all the food were divided 

equally, everyone would have enough to eat.  But the food isn’t divided equally. 

So although there is enough to feed the villagers, not everyone is well fed: 

50 people do not have a reliable source of food and are hungry some or all of the 

time. 

13 other people are severely undernourished. 

Only 37 people always have enough to eat. 
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Schooling and Literacy  

 

A school bell calls the young people of the village to school.  But for some 

children, there is no school to go to, or they must work instead, to help feed 

their family. 

How many people in the village of 100 go to school? 

There are 36 school –aged villagers (ages 5 to 24), but only 30 of them attend 

school.  There is 1 teacher for these students. 

Not everybody in the global village is encouraged to learn to read, write and 

think.  Of the 72 people over age 15, 59 can read at least a little, but 13 cannot 

read at all.  More males are taught to read than females. Two-thirds of those who 

are illiterate are females.   
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Appendix E:  Pre and Post Surveys 

The survey provided below is optional and can be used as both the pre and 

post survey.  We strongly recommend that teachers collect data from their 

students before introducing the Millennium Development Goals and 

DevFacToe to gauge their level of awareness and understanding and the 

depth of learning that can occur in just three hours.  

We have provided sample questions, answers and format for the survey; 

please feel free to modify the survey to meet your needs. 

 

Survey Questions: Survey Answer Choices/Format: 

How old are you? 

 

 Under 10 years old 

 11 or 12 years old 

 13 years old 

 Over 14 years old 

What are your future plans? 

 

 Finish high school 

 Begin working after high school 

 Go to college 

 Don't have any plans 

What is your favorite thing to do in 

your free time?  

 

 Computer/Video games  

 Hang out with my friends   

 Playing sports 

 Other: [please list] 

Where do you get information about 

the rest of the world? 

 

 Internet  

 School  

 Newspaper  

 TV  

 Never get world information 

How do you help others? [No answers provided – open answer] 
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How important is it to know about 

what is going on in the rest of the 

world?  

 

 Very important  

 Somewhat important  

 Not important  

Which is the biggest problem in the 

world? Please rank your answers 

from 1 to 4. 

 

__  Poverty  

__  Hunger  

__  Education  

__  Sickness  

If you could help people in another 

country what country would you 

choose? 

 

 Mexico 

 India  

 Rwanda  

 Afghanistan 

 Other - please list: 

What is the United Nations? 

 

 I don't know 

 A group of North American Countries 

 Established in 1945, to maintain peace 

and stability in the world  

 Other - please list: 

 

 

 

 

 

 

 

 

 


