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[bookmark: _uowacwpkl49d]Introduction
[bookmark: _cj5h5jb3pru1]Title: What is the true cost of my clothes: A Social Justice and Data-Driven Approach to Fast Fashion
A descriptive title that summarizes the aim of the scenario

[bookmark: _nhcp2xhiq86i]Authors
Leoni Hadjithoma, Michalis Gavrielides, Stavroula Neocleous, Harris Evangelou, Nicoletta Stavrides, Emily Papandreou, Demos Kaoullas, Nastazia Mavromichalou, Evdokia Kakouta, Josephine Demetriou , Eleni Skoulia– The English School, Nicosia

[bookmark: _9bkh9dk43glb]Summary of the scenario
This scenario explores the social justice and environmental impact of fast fashion through a STEAM-based, data-driven inquiry. Students will investigate their own shopping habits, analyze real-world data on textile waste, labor conditions, and environmental damage, and work towards a sustainable fashion solution. Using CODAP for data analysis, Design Thinking for problem-solving, and collaborative inquiry, students will develop ethical fashion alternatives culminating in a fashion upcycling project and presentation.
[bookmark: _55f5cseptu96]Age of the students
Year 12 – 13 years old


[bookmark: _jlg4er636kzl]‘Data Science Content in STEAM for Civic Engagement and Social Justice from the Early Years’
[bookmark: _4zvp09ar5964]Subjects and topics
· PSHCE: Social justice, consumer responsibility, ethical decision-making
· Mathematics: Data collection & analysis (CODAP), statistics on fast fashion impact
· Science: Environmental damage caused by textile production & waste
· Geography: Globalization, supply chains, environmental impact by country
· ICT: Website development and video editing tools to document findings
· Design & Technology: Sustainable upcycling of old clothes into new designs
· English: Writing narratives/reflections on the social justice implications of fast fashion


[bookmark: _z9d8nb3o5jj3]Real-life questions
1. What is the human cost of fast fashion?
2. What social justice issues arise from the fast fashion industry?
3. How does fast fashion impact the environment?
4. How do individual shopping behaviors contribute to the problem?
5. What solutions can we develop to make fashion more sustainable?
What is the human impact of fast fashion?
What social issues does it raise? 
How does fast fashion impact the individual?
In what ways can our individual behaviours help improve the status quo?

[bookmark: _n3b1hf48xrl9]Objectives the scenario
By the end of this project, students will: 
·  Understand social justice issues linked to fast fashion. 
· Analyze real-world data to determine the scope of the problem. 
· Develop critical thinking about personal consumption habits. 
·  Propose and prototype sustainable fashion solutions. 
· Work collaboratively across STEAM subjects to solve a global issue. 
·  Apply design thinking principles to propose ethical fashion alternatives.


[bookmark: _fyyelistha76]Skills and competencies
Description of the skills and competencies that you are aimed to develop to your students with the implementation of the scenario
· Critical Thinking: Evaluating the ethical implications of fashion choices
· Data Literacy: Interpreting statistics and visualizing data on fast fashion
· Problem-Solving: Applying Design Thinking to propose sustainable fashion ideas
· Collaboration: Working across subjects and teams to develop solutions
· Communication: Presenting findings via website and final event (fashion show)
[bookmark: _r11v90kjfh62]Teaching approaches and learning strategies/theories
· Design Thinking Approach: Empathize → Define → Ideate → Prototype → Test
· Inquiry-Based Learning: Students generate and investigate real-world questions
· Project-Based Learning: Upcycling project & fashion show as a hands-on outcome
· Data-Driven Learning: Using CODAP to analyze fashion consumption statistics
· Collaborative Learning: Group work across multiple STEAM subjects
[bookmark: _ff3cj95figur]Relating the national curriculum with the DataScEd4CiEn scenario
Description of the strength that the national curriculum provides to the development of the scenario, and the opportunities that the development of the scenario provides to innovate the national curriculum

[bookmark: _pwry9ldfezdn]Educational Scenario planification
Description of the lesson plan: name of the activity, subject, procedures, time, resources. Complete the next table and include the links to the Annexes section with the detailed description of the activity.

[bookmark: _cgdqy0ixom8u]Lesson plan


	Name of the activity
	Procedures
	Time/Annex

	Lessons 1 and 2: Motivation to the project

	STEAM subject
PSHCE
	1. Starter Discussion: “I have nothing to wear” real-life scenario
2. Class survey: Shopping habits and fast fashion awareness
3. Social Justice Connection: Who benefits & who suffers from fast fashion?
4. Empathy Exercise: The stories of Ayesha and Begum, Bangladeshi garment workers
5. Environmental Impact: What happens to old clothes? Landfill & pollution discussion
6. The Question Wall: Students post real-life questions to drive the project
7. Call to Action: How can we change fashion for the better?

	50 minutes

	Expected learning outcomes
	· Students connect fast fashion to social justice & environmental impact 
·  Students reflect on their own role as consumers
· Students generate real-life questions to drive the project


	Lesson 3: Introduction to CODAP – Basic Data Moves

	STEAM subject
 
Mathematics
	Part 1: Exploring the CODAP Environment (20 minutes)
· Introduce CODAP and its interface (tables, graphs, and tools).
· Show how to navigate cases and attributes.
· Relate attributes to prior PSHCE discussions
· Ask students to describe what they see in the dataset.
Part 2: First Data Move – Filtering (10 minutes)
· Demonstrate how to filter data by isolating a single attribute.
· Guide students in observing the distribution of the chosen attribute 
· Facilitate a discussion on key characteristics (e.g., shape, center, variability, outliers).
· Encourage students to share initial observations and patterns they notice.
Part 3: Second Data Move – Grouping (20 minutes)
· Show how to group data by another attribute to compare subgroups .
· Ask students to analyze similarities and differences between the subgroups.
· Discuss real-world implications of the patterns they see.
· Encourage students to pose questions based on their findings.
	50 minutes

	Expected learning outcomes
	By the end of the lesson, students will be able to navigate the CODAP environment, understand how to read and interpret datasets, and connect attributes to real-world discussions from PSHCE. They will develop skills in filtering data to explore distributions and grouping data to compare subgroups.Through hands-on investigation and discussion, students will enhance their ability to identify patterns, make data-driven observations.

	Lesson 4 and 5 – Calculation and interpretation of statistical measures 

	STEAM subject
 
Mathematics
	Third Data Move – Summarizing 
· Teach students how to calculate measures of location (mean, median, mode) and spread (range, IQR, standard deviation).
· Guide them in interpreting these measures within their dataset.
· Compare summary statistics across different subgroups.
· Wrap up with reflections: What did they learn? How does CODAP help in data exploration?

	50 minutes

	Expected learning outcomes
	By the end of this lesson, students will be able to calculate key measures of location (mean, median, mode) and spread (range, interquartile range) to summarize a dataset. They will develop the ability to interpret these statistics in context, recognizing patterns and differences within their data. Students will also compare summary statistics across different subgroups to draw meaningful insights. Finally, through reflection, they will articulate their learning and evaluate how CODAP supports data exploration and analysis.

	Lessons 1 and 2: Motivation to the project

	STEAM subject
	English
	

	Expected learning outcome
	To produce a narrative or descriptive piece which reflects the social issues raised through our exploration of fast fashion.

Lesson outline:
Intro
Recap on narrative and descriptive methods (interactive)
Recap what they’ve learnt about impact of fast fashion on the individual

Main activity:
Brainstorm titles in groups
Individual planning using freytag’s narrative methods and descriptive techniques explored
Plenary:
Write the opening getting feedback off peers




	STEAM subject
	Science (FAST FASHION)
	

	Expected learning outcome
	To use Scientific method to evaluate the effect of fast fashion on the environment using data collected (generated from Math).

Focus on:
· Hypothesis
· Identifying variables
· Evaluation of data and linking to effect on ecosystems, water availability and plastic waste
· Suggestion from students of how to use Science to find solutions to these problems
· Evaluation of method (was it reliable, how we can improve etc)
· Conclusion


	Lesson 10 

	STEAM subject
Art
	
	

	

	

	

	

	

	




It can include any number of rows as necessary to describe all the lessons of the scenario and you can also link as many annexes as you want.

[bookmark: _mkvvndvk8hap]Timing
Describe for each category the time planned for its implementation
Preparation time: 4 teaching periods of coordination between departments for the overall structure of the project. Individual time for preparation of teaching resources per subject. Amount of time varies depending on complexity of activities and duration of lessons per subject

Teaching time planned for each of the STEAM subjects
STEAM subject 1: PSHCE 2 teaching periods
STEAM subject 2: Mathematics 3 teaching periods
STEAM subject 3: ICT Website design and video editing 2 teaching periods
STEAM subject 4: Science 1 teaching period
STEAM subject 5: English 1 teaching period
STEAM subject 6: Art 1 teaching period
STEAM subject 7: Design and technology 2 teaching periods

Assessment time:

[bookmark: _f4foq4dp2xvb]Teaching resources (materials & technological tools)
Describe the teaching materials and technological tools to be used in the different lessons
[bookmark: _mlfsddxnbfhv]Materials
· Handouts and sticky notes
· Laptops and Tablets for the analysis of data

[bookmark: _1jc2saraiaqe]Online tools
· Microsoft Forms
· Online videos 
· The CODAP platform for data moves and statistical analysis



[bookmark: _ndzoqulj3ven]Evaluation
[bookmark: _rpxmgse8j3pc]Initial assessment
If applicable in your country, describe the tool used for the initial evaluation of the students' data science knowledge in civic engagement and social justice in the topic of the scenario that you have planned and students’ dispositions to learning data science. (Annexes used in the classroom are welcome)

[bookmark: _2c5q1ivimx0o]Assessment tools
Describe the tools used for the assessment of:
· the students’ data science knowledge in civic engagement and social justice in the topic of the scenario that you have planned,
· students’ disposition to learning data science. (Annexes used in the classroom are welcome)
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