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It is important to uphold the values of tolerance and coexistence that impact 
everyone in the UAE. By embracing these values we create healthy, happy, 
and harmonious communities. 

To begin your journey to make a lasting impact on your community, we have 
created the student workbook to guide you through the process of analyzing 
problems you can address and guide you on the app development journey to 
create a viable, lasting solution. 

By taking on this challenge be prepared to use your voice and be inspired by 
your community to bring the UAE together in a way that reflects the unique 
diversity of cultures, customs, and people living in the UAE.

Promoting Tolerance Through 
Technology

You can read more about Tolerance in 
the UAE by downloading this brochure. 

http://tolerance.gov.ae/images/upload/brochure.pdf
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iOS Design Challenge
iOS Design Challenge is an initiative created 
by Sandooq Al Watan in partnership with Apple 
Distinguished Educators to help you become the next 
generation of coders. We believe in using coding to 
make the world better and you are the key.

Over the course of the next few weeks you will:

Pitch your idea  
to experts

Understand 
the meaning of 
tolerance and 
coexistence

Research and 
explore a specific 
Key of Tolerance

Develop an iOS 
app prototype

Test your iOS app 
prototype

CHALLENGE  |  5
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iOS Design Challenge

You do not need an Apple 
device to take part in this 
challenge. However, it is 
important to remember that 
you will be designing an iOS 
app. This means that you 
will need to be aware of the 
unique features, capabilities 
and possibilities of iOS apps - 
but don’t worry, we will guide 
you all the way through the 
design process.

We have designed this 
competition for everybody! 
This means that at this stage, 
you do not need any coding 
skills. You will learn about 
coding principles throughout 
this course. In this challenge, 
we will be focusing on User 
Experience (UX) and User 
Interface (UI).

How will I do this? Do I need an iOS device? Do I need coding skills?
Working with your teacher, Apple Professional Learning 
Specialists and Apple Certified Trainers, you will use 
online tools to create an app prototype that responds to 
a tolerance challenge that you will select. Your workbook 
will guide through each step of the process, from initial 
research to final pitching.

Use this interactive workbook to record your notes  
and keep track of your activities.

Alternatively, create your own electronic journal to 
save your work.

Note that you will use the work you complete 
throughout the program when constructing your  
final presentation video.

Everybody who submits will receive a 
certificate. Winners will qualify to the Swift 
Accelerator Program - a unique opportunity 
to publish your own app!
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Swift Accelerator 2023

Remember, there are only 200 spots available for Swift 
Accelerator in 2023. This means that competition will be 
tough. Only the very best submissions will be considered.

Swift Accelerator is an exciting new initiative by 
Sandooq Al Watan which gives students:

You can submit an application as an 
individual or you can work as part of a team 
of 2-4 members.

You will be judged on the quality of  
your pitch video.

You can find the iOS Design Challenge Rubric  
on page 145 of this workbook. This will give  
you a good idea of how the judges will evaluate  
your submission.

Over 180 hours of 
Swift coding training

Apple resources
Apple certification

(App Development  
with Swift Associate)

The opportunity  
to publish an app

All student submissions will receive the iOS Design Challenge 2023 Certificate, and 
your school may also be recognized. If your iOS app design is judged to be in the Top 
200 submissions, you will have the opportunity to attend Swift Accelerator 2023.

A Mac
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Using The Teacher Workbook
Note: the following pages will not appear in the Student Workbook. 

This teacher workbook has been designed to help you guide students 
through the iOS Design Challenge with confidence.

What does the teacher workbook include?

The Teacher Workbook is an augmented version of the 
Student Workbook. It overlays a Teacher’s Map on top 
of the content included in the Student Workbook.

In the left-hand margin, you will find 
recommended classroom timings and homework 
suggestions for the different sections of the 
workbook. 

In the right-hand margin, you will find specific 
pointers for content instruction, including extra 
resources that will be helpful for your preparation. 

Where appropriate, sections of the student 
workbook have been filled out with model answers 
or examples taken from the Bon Education app 
design prototype.

USING THE TEACHER WORKBOOK  |  8
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Using The Teacher Workbook
What must I do in preparation for the course?

Read the Challenge Based Learning Guide to 
understand this learning framework and its focus on 
innovative, sustainable solutions. 

Read through the Teacher’s Notes contained in this 
Workbook. These present a high-level overview of 
each section, including important learning outcomes 
and useful resources to assist your facilitation. 

Familiarize yourself with the content in the Student 
Workbook. 

• Note the Recommended Content Breakdown and 
the individual timings of the different sections of 
the Workbook to structure your lesson planning.

Spend some time ensuring you are comfortable using 
the course prototyping tools. Below are the most 
important resources for you to review. 

• Keynote Resources (Available to Apple Users only)
• Guide to Prototyping in Figma
• Guide to Paper Prototyping

Review the iOS Design Challenge Rubric so you  
are familiar with the standards and expectations of  
the course.

1 4

2

3
5

Please note that the Teacher’s Map additions to the 
Workbook are suggestions only. Please adapt your 
approach to suit your classroom and your needs.

USING THE TEACHER WORKBOOK  |  9

https://www.challengebasedlearning.org/wp-content/uploads/2019/02/CBL_Guide2016.pdf
https://education-static.apple.com/coding-club-kit/appjournal.key?cid=pm-enus-pdf-doc-edu-eccode-launch22
https://help.figma.com/hc/en-us/articles/360040314193-Guide-to-prototyping-in-Figma
https://www.justinmind.com/prototyping/paper-prototype
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Recommended Content Breakdown
We recommend the following structure of 12 Modules to complete the Workbook content.

MODULE FOCUS AREA WORKBOOK

1

Technology & Tolerance
• Program Overview
• The Technology & Tolerance Debate 
• Introduce the Challenge

Pages 25-33

2

Keys of Tolerance 
• Big Idea: The Four Keys of Tolerance 
• Essential Question: How Do I Connect to Tolerance?
• Challenge: Choose Your Key of Tolerance

Pages 34-41

3
Ideating Your App Design
• Question Storming 
• Key of Tolerance Exploration 

Pages 40-78

4

Ideating Your App Design
• Defining the Purpose 
• App Categories 
• Connecting to Users 
• Building Your User Profile 

Pages 77-84

Each Module has been 
planned to last one hour. 

Please adapt the timings 
included in the Teacher 
Workbook to suit your 
classroom needs.

RECOMMENDED CONTENT BREAKDOWN  |  10
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MODULE FOCUS AREA WORKBOOK

5

Ideating Your App Design
• Brainstorm App Ideas 
• Research the Market 
• Differentiation

Pages 83-87

6

Building Your Prototype
• App Features 
• User Actions 
• App States
• Coding Principles for Everyone: Commands

Pages 88-97

7

Building Your Prototype 
• Accessibility 
• Screen Sketches 
• App Map 
• Onscreen and Offscreen Functions
• Coding Principles for Everyone: Debugging

Pages 98-108

8

Building Your Prototype
• Prototyping Tools
• Global Navigation
• App Navigation
• Modal Groups
• Coding Principles for Everyone: Functions

Pages 109-122

Recommended Content Breakdown
We recommend the following structure of 12 Modules to complete the Workbook content.

Each Module has been 
planned to last one hour. 

Please adapt the timings 
included in the Teacher 
Workbook to suit your 
classroom needs.

RECOMMENDED CONTENT BREAKDOWN  |  11
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MODULE FOCUS AREA WORKBOOK

9

Building Your Prototype
• Visual Style
• UI Elements
• Sound Effects
• App Name & Icon
• Coding Principles for Everyone: Loops

Pages 123-132

10

Building Your Prototype
• Testing Your Prototype
• Validating Your Results
• Refining Your App Design 

Pages 134-139

11

Pitching & Presenting Your iOS App Design
• Creating a Pitch Deck
• Tips for Successful Presentation Videos
• iOS Design Challenge Rubric

Pages 140-145

12
Pitching & Presenting Your iOS App Design 
• Coding Principles for Everyone: Conditional Code
• Submission Checklist

Pages 146-149

Recommended Content Breakdown
We recommend the following structure of 12 Modules to complete the Workbook content.

Each Module has been 
planned to last one hour. 

Please adapt the timings 
included in the Teacher 
Workbook to suit your 
classroom needs.

RECOMMENDED CONTENT BREAKDOWN  |  12



TOPIC  |  13

Teacher’s Notes
The Teacher’s Notes provide summary guidelines to aid your preparation 
for the different Workbook sections. 

Here you will find:

Learning outcomes for each Module

A summary of the Key Activities in each section

Additional notes and resources to help  
you prepare effective for each Module

The overarching learning objectives for this iOS Design 
Challenge are for students to:

Understand the meaning of tolerance and coexistence

Research and explore a specific Key of Tolerance

Develop an iOS app prototype

Test their iOS app prototype

Pitch their app design idea to experts

TEACHER’S NOTES  |  13



TOPIC  |  14

Challenge Based Learning Overview*
What is CBL?

Challenge Based Learning is an 
effective learning framework 
initiated at Apple, Inc. and used 
in universities, schools, and 
institutions around the world. 

The framework empowers learners to 
address local and global challenges while 
acquiring content knowledge. 

Through CBL, students and teachers 
across the globe are making a difference 
and proving that learning can be deep, 
engaging, meaningful, and purposeful.

Engage
Through essential questioning the 
learners move from a big idea to a 
concrete and actionable challenge.

1. Big idea
2. Essential Question
3. Challenge

Investigate
All learners plan and participate in 
a journey that builds the foundation 
for solutions and addressed 
curriculum requirements.

1. Guiding Questions
2. Guiding Activities/Resources
3. Analysis

Act
Evidence based solutions are 
developed, implemented with an 
authentic  audience and the results 
evaluated.

1. Solution
2. Implementation
3. Evaluation

Phase 1: Engage. See Modules 1 and 2.

Phase 2: Investigate. See Modules 3-5.

Phase 3: Act. See Modules 6-12.

CHALLENGE 
BASED 

LEARNING

EN
GA

GE
INVESTIG

ATE

AC T
SHARE | DOCUMENT | REFLECT

SHARE | DOCUMENT | REFLECT

Please read the Challenge Based 
Learning Guide in preparation for 
this course.
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* Nichols, M., Cator, K., and Torres, M. (2016). Challenge Based Learning User Guide. Redwood City, CA: Digital Promise.

https://www.challengebasedlearning.org/wp-content/uploads/2019/02/CBL_Guide2016.pdf
https://www.challengebasedlearning.org/wp-content/uploads/2019/02/CBL_Guide2016.pdf
https://www.challengebasedlearning.org/wp-content/uploads/2019/02/CBL_Guide2016.pdf
https://www.challengebasedlearning.org/wp-content/uploads/2019/02/CBL_Guide2016.pdf


Overview

The first section of the 
Workbook should serve as  
an activation for students.

Does modern technology  
promote tolerance or  
intolerance in society?

The purpose of this section is to 
stimulate their thinking around the 
topic of technology and tolerance 
and contextualize this iOS Design 
Challenge by giving it real-world 
significance.

Key Activities
The main activity in Module 1 
is a classroom debate about 
technology’s impact on tolerance 
within society.

Click here if you would like some advice about how to 
conduct successful classroom debates.

You might find it helpful to read the Pew Research 
Center’s Future of the Internet III report before 
introducing the debate.

Technology & Tolerance: Teacher’s Notes

SUGGESTED MODULE WORKBOOK SECTIONS LEARNING OUTCOMES

Module 1 Technology & Tolerance
• The Technology & Tolerance 

Debate 

• Sarah’s Perspective: Technology 
Promotes Tolerance 

• Rashid’s Perspective: Technology 
Promotes Intolerance 

• Have the Debate 

• Make the Difference

• Debate the nature of the 
relationship between technology 
and tolerance in society. 

• Understand the real-world 
context of the iOS Design 
Challenge.

TEACHER’S NOTES  |  15

https://busyteacher.org/7245-conducting-class-debate-essential-tips.html
https://busyteacher.org/7245-conducting-class-debate-essential-tips.html
https://busyteacher.org/7245-conducting-class-debate-essential-tips.html
https://www.pewresearch.org/internet/wp-content/uploads/sites/9/media/Files/Reports/2008/PIP_FutureInternet3.pdf.pdf
https://www.pewresearch.org/internet/wp-content/uploads/sites/9/media/Files/Reports/2008/PIP_FutureInternet3.pdf.pdf


Additional Notes & Resources
Ensure that you have a good understanding of the concept of 
tolerance and its role in the strategic mission of the UAE. 

In addition to the links provided in the Student Workbook, please 
consult the following resources as essential background reading:  

Technology & Tolerance: Teacher’s Notes

UAE Ministry of 
Tolerance: Global 
Tolerance Alliance  
Brochure

Tolerance: The  
Threshold of Peace 
(a teacher’s guide prepared  
by UNESCO)

TEACHER’S NOTES  |  16

http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
https://inee.org/sites/default/files/resources/Tolerance%2C%20the%20threshold%20of%20peace.pdf
https://inee.org/sites/default/files/resources/Tolerance%2C%20the%20threshold%20of%20peace.pdf
https://inee.org/sites/default/files/resources/Tolerance%2C%20the%20threshold%20of%20peace.pdf
http://tolerance.gov.ae/images/upload/brochure.pdf
https://inee.org/sites/default/files/resources/Tolerance%2C%20the%20threshold%20of%20peace.pdf
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Keys of Tolerance: Teacher’s Notes

SUGGESTED MODULE WORKBOOK SECTIONS LEARNING OUTCOMES

Module 2 Keys of Tolerance

• The Four Keys of Tolerance 
• How Does Tolerance Affect Me?
• Choose Your Tolerance Key

• Define and understand the four 
Tolerance Keys (Resilience, 
Compassion, Teamwork, Dialogue)

• Evaluate and choose a Tolerance 
Key based on personal experience

Overview
In this section of the Workbook, 
students should engage 
meaningfully with the concept  
of tolerance.

How does tolerance affect their 
lives, and how will they use it to 
improve the lives of others  
through their app design?

The purpose of this section 
is for students to understand 
the different Tolerance Keys 
and decide which one they will 
incorporate into their app design. Key Activities

The main activities in this 
Module involve group work 
and class discussion.

Try to configure your classroom so it is conducive to 
collaborative learning for groups of five to six students.

Note that these groups will work on similar - but 
different - challenges related to their chosen Tolerance 
Keys. Be aware of needing to manage parallel group 
work in this Module.

TEACHER’S NOTES  |  17

https://findmethod.co/facilitation-and-collaboration/designing-workshops-working-in-parallel
https://findmethod.co/facilitation-and-collaboration/designing-workshops-working-in-parallel


Additional Notes & Resources
Ensure that you have a thorough understanding of the different 
Tolerance Keys in case you need to lead the classroom discussions 
and inspire the students’ thinking.

In addition to the links provided in the Student Workbook, please 
consult the following resources as essential background reading:  

Keys of Tolerance: Teacher’s Notes

What is Resilience? 
(from the Canadian Journal  
of Psychiatry)

Why Diverse Teams  
are Smarter 
(from the Harvard Business 
Review) and Deep Level Diversity 
(from People Test Systems)

Compassion:  
How Do You Teach It?  
(from the Journal of Education 
and Practice)

Peacebuilding Dialogues 
Production Guide  
(from UNICEF)

TEACHER’S NOTES  |  18

https://journals.sagepub.com/doi/pdf/10.1177/070674371105600504
https://hbr.org/2016/11/why-diverse-teams-are-smarter
https://hbr.org/2016/11/why-diverse-teams-are-smarter
https://peopletestsystems.com/wp-content/uploads/Statistisk-undersoegelse-Deep-level-diversity_UK-PDF.pdf
https://files.eric.ed.gov/fulltext/EJ1081717.pdf
https://files.eric.ed.gov/fulltext/EJ1081717.pdf
https://www.unicef.org/southafrica/media/6011/file/ZAF-peacebuilding_dialogues_production-guide-2021.pdf
https://www.unicef.org/southafrica/media/6011/file/ZAF-peacebuilding_dialogues_production-guide-2021.pdf
https://journals.sagepub.com/doi/pdf/10.1177/070674371105600504
https://hbr.org/2016/11/why-diverse-teams-are-smarter
https://files.eric.ed.gov/fulltext/EJ1081717.pdf
https://www.unicef.org/southafrica/media/6011/file/ZAF-peacebuilding_dialogues_production-guide-2021.pdf
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Ideating Your App Design: Teacher’s Notes

SUGGESTED MODULE WORKBOOK SECTIONS LEARNING OUTCOMES

Module 3 Ideating Your App Design

• Question Storming
• Tolerance Key Exploration

• Learn how to question storm
• Investigate their chosen  

Tolerance Key
• Understand how to use their 

Tolerance Key to fulfill the iOS 
Design Challenge

Module 4 Ideating Your App Design

• Defining the Purpose 
• App Categories 
• Connecting to Users 
• Building Your User Profile

• Define the purpose of their app 
• Choose an app category and a way 

to connect to users
• Learn how to build a User Profile

Module 5 Ideating Your App Design

• Brainstorm App Ideas 
• Research the Market 
• Differentiation

• Brainstorm a list of app ideas
• Conduct market research and 

benchmarking
• Develop an elevator pitch to 

differentiate their app design idea

Overview
In this section of the Workbook, 
students will thoroughly 
investigate the nature of their 
design challenge and propose 
viable solutions.

What is the nature of their  
design problem, and how will  
they solve it?

The purpose of this section  
is for students to ideate their  
app design.

TEACHER’S NOTES  |  19
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Key Activities
The main activities in this Module involve group 
work and class discussion.

Try to configure your classroom so it is conducive to 
collaborative learning for groups of five to six students.

Note that these groups will work on similar - but 
different - challenges related to their chosen Keys of 
Tolerance. Be aware of needing to manage parallel 
group work in this Module.

Ideating Your App Design: Teacher’s Notes

Additional Notes & Resources
This section of the Workbook covers some fundamental design 
thinking principles. 

In addition to the links provided in the Student Workbook, please 
consult the following resources as essential background reading:

An Introduction to Design 
Thinking: Process Guide 
(from the Institute of Design  
at Stanford)

What You Should Know 
About User Experience 
Design
(from Adobe) 

TEACHER’S NOTES  |  20

https://findmethod.co/facilitation-and-collaboration/designing-workshops-working-in-parallel
https://findmethod.co/facilitation-and-collaboration/designing-workshops-working-in-parallel
https://web.stanford.edu/~mshanks/MichaelShanks/files/509554.pdf
https://web.stanford.edu/~mshanks/MichaelShanks/files/509554.pdf
https://xd.adobe.com/ideas/career-tips/what-is-ux-design/
https://xd.adobe.com/ideas/career-tips/what-is-ux-design/
https://xd.adobe.com/ideas/career-tips/what-is-ux-design/
https://web.stanford.edu/~mshanks/MichaelShanks/files/509554.pdf
https://xd.adobe.com/ideas/career-tips/what-is-ux-design/
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Building Your Prototype: Teacher’s Notes

MODULE WORKBOOK SECTIONS LEARNING OUTCOMES

Module 6 Building Your Prototype

• App Features 
• User Actions 
• App States
• Coding Principles for Everyone: Commands

• Understand iOS app features
• Learn to define user actions and app states
• Explore the coding principle of commands

Module 7 Building Your Prototype

• Accessibility 
• Screen Sketches
• App Map 
• Coding Principles for Everyone: Debugging

• Understand the importance of accessibility to 
iOS app design

• Produce screen sketches for their app design
• Understand the process of app storyboarding
• Explore the coding principle of debugging

Module 8 Building Your Prototype

• Building Your Wireframe Prototype
• Coding Principles for Everyone: Functions

• Learn prototyping techniques
• Use a prototyping tool to build an app wireframe
• Explore the coding principle of functions

Module 9 Building Your Prototype

• Visual Style 
• App Name & Icon
• Prototype Testing
• Coding Principles for Everyone: Loops

• Understand how to incorporate visual  
elements into UX design

• Develop an app name and icon
• Learn how to conduct prototype testing
• Explore the coding principle of loops

Module 10 Building Your Prototype

• Validation of Results
• Iteration: Refining Your App 

• Learn about data validation
• Understand iteration as a design process
• Complete their wireframe app prototype

Overview
In this section of the 
Workbook, students will 
thoroughly investigate 
the nature of their design 
challenge and propose 
viable solutions.

What is the nature of their  
design problem, and how 
will they solve it?

The purpose of this section  
is for students to ideate 
their app design.

TEACHER’S NOTES  |  21
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Key Activities

Building Your Prototype: Teacher’s Notes

Additional Notes & Resources
Modules 6-10 are the most technically demanding of the iOS  
Design Challenge. 

It is crucially important that you are well prepared for this section  
of the Workbook. 

Ensure that you review the following resources multiple times in 
preparation for facilitating these Modules. Practice using the different 
prototyping tools so that you can provide assistance as required.

Keynote Resources 
(Available to Apple Users only)

Paper Prototyping 
Inspiration Video

Guide to Prototyping 
in Figma

Basics of Figma 

Figma Prototyping

In Module 6, students will explore app features.
Explore Apple’s Design Resources page and ensure you can answer 
their questions about the different iOS app features.

In Module 7, students will produce screen sketches.
Download and print some mobile templates for them to use in class.

In Module 9, students will focus on visual style.
Read this article on Color Theory 101 so you are in a good position 
to offer advice. 

In Module 8-10, the Coding Principles for Everyone activity 
focuses on origami. 
Create excitement around the activity by making a few of these 
 fun and easy designs ahead of time.
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https://education-static.apple.com/coding-club-kit/appjournal.key?cid=pm-enus-pdf-doc-edu-eccode-launch22
https://education-static.apple.com/coding-club-kit/appjournal.key?cid=pm-enus-pdf-doc-edu-eccode-launch22
https://www.uxpin.com/studio/blog/paper-prototyping-the-practical-beginners-guide/
https://www.youtube.com/watch?v=y20E3qBmHpg
https://education-static.apple.com/coding-club-kit/appjournal.key?cid=pm-enus-pdf-doc-edu-eccode-launch22
https://help.figma.com/hc/en-us/articles/360040314193-Guide-to-prototyping-in-Figma
https://youtu.be/FTFaQWZBqQ8
https://www.youtube.com/watch?v=-sAAa-CCOcg
https://www.youtube.com/watch?v=y20E3qBmHpg
https://help.figma.com/hc/en-us/articles/360040314193-Guide-to-prototyping-in-Figma
https://help.figma.com/hc/en-us/articles/360040314193-Guide-to-prototyping-in-Figma
https://youtu.be/FTFaQWZBqQ8
https://www.youtube.com/watch?v=-sAAa-CCOcg
https://developer.apple.com/design/resources
https://marvelapp.com/sketchpad
https://blog.hubspot.com/marketing/color-theory-design
https://www.origamiway.com/easy-origami.shtml


Pitching and Presenting: Teacher’s Notes

MODULE WORKBOOK SECTIONS LEARNING OUTCOMES

Module 11 Pitching & Presenting Your iOS App Design

• Creating a Pitch Deck
• Tips for Successful Presentation Videos
• iOS Rubric 

• Learn how to create a pitch deck  
(presentation slides)

• Understand the elements of a successful  
pitch video

• Understand the evaluation criteria

Module 12 Pitching & Presenting Your iOS App Design

• iOS Design Challenge Rubric 
• Coding Principles for Everyone: Conditional 

Code 
• Submission Checklist

• Understand the iOS Design Challenge Rubric 
and submission requirements

• Explore the principle of conditional code
• Review the Submission Checklist and take final 

student questions.

Overview
In this section of the 
Workbook, students will 
learn how to pitch and 
present their prototype  
app designs.

How will their app change 
the world?

The purpose of this section 
is for students to complete 
their iOS Design Challenge 
submissions.

TEACHER’S NOTES  |  23
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Key Activities
In Module 11, the students will start creating their pitch decks.

To give students maximum support before their submissions 
are due, Module 12 is centered around the iOS Design 
Challenge Rubric.

For more information about creating a successful pitch 
deck, consult this article from Forbes.

Review the Rubric and ensure you are in a good position 
to answer questions about the different categories and 
evaluation criteria.

Pitching and Presenting: Teacher’s Notes

Additional Notes & Resources
This section of the Workbook is about presenting a polished app 
design presentation.

Watch these videos from Apple ahead of time so you are in a good 
position to give students tips and ideas to improve their presentations.

TEACHER’S NOTES  |  24

Watch video 1

Watch video 2

https://www.forbes.com/sites/alejandrocremades/2018/03/02/how-to-create-a-pitch-deck/
https://developer.apple.com/videos/play/wwdc2019/802/
http://Watch video 2
https://developer.apple.com/videos/play/wwdc2019/802/
https://developer.apple.com/videos/play/wwdc2018/811/
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Program Overview
Note: the columns here represent the Teacher’s view of 
the Student Workbook content. The annotations in the 
columns will appear as callout prompts for teachers.

SUGGESTED MODULE 1



PROGRAM OVERVIEW  |  26

Program Overview

Program Model – Student Journey

Your teacher will sign you up 
for the iOS Design Challenge.

You will be invited to attend a 
virtual kickoff event, where the 
expectations and outcomes of 
the program will be explained 
to you.

You will be guided through 
the process of designing and 
pitching your iOS app design, 
including online workshops 
with Apple Professional 
Learning Specialists, Apple 
Certified Trainers and 
industry experts.

You will submit a three-minute 
presentation video that should 
include a demonstration of your 
app prototype, an overview of 
your app design process and your 
motivation for your inclusion into 
the Swift Accelerator program.

Student Program  
Signup 

Kickoff Event 
(November 2022)

iOS Design  
Challenge Club  

(Nov 2022 - Mar 2023) 

Project Submission  
(March 2023)

November – December 2022 March 2023

200 Finalists
Swift Accelerator 

Program
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10 minutes

Program Overview

Read these points to students and 
ask them to study along with the 
diagram.

Please attend the Kickoff Event 
(or ensure that you get a recording of 
the session) so that you are in a good 
position to answer questions about the 
program.

Include a Q&A before proceeding.

Take note of the timeline and structure of the iOS Design 
Challenge. (Refer to the previous page)

Student Program Signup: 
Your teacher will sign you up for the iOS Design Challenge.  

Kickoff Event (November 2022): 
You will be invited to attend a virtual kickoff event, where the 
expectations and outcomes of the program will be explained to you. 

iOS Design Challenge Club (November 2022 - March 2023): 
You will be guided through the process of designing and pitching your 
iOS app design, including online workshops with industry experts.  

Project Submission (March 2023): 
You will submit a portfolio of work for your iOS Design Challenge, 
including your completed Student Workbook and a three-minute 
presentation video about your app design.



5 minutes

Technology & Tolerance

Let students come up with their own 
ideas to this question. Allow a few 
minutes to complete.

Ensure that students are able to use 
the fillable boxes in their Workbooks.

Take student responses and then 
read through this text to summarize 
the activity.

We all want to live in a better world.

What does this mean to you?

Write some ideas in the box provided. How would you change the world to 
make it a better place?

Most of us want to live in a world of greater justice and fairness, where there 
is less inequality and where everyone has equal access to education and the 
opportunities it can provide. We want to live in a world where there is less 
violence and conflict, and more peace and harmony between people  
from different nations and cultures. 

To achieve this, we need to build inclusive communities that embrace the 
values of tolerance and coexistence. Creating more tolerant communities 
through the acceptance of other people’s differences - like language, culture, 
ethnicity and income - is an important step towards building a better world.

TECHNOLOGY & TOLERANCE  |  28
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Technology & Tolerance
1.1 The Technology & Tolerance Debate

5 minutes

Prepare students for the following 
activity by telling them that they will 
take part in a debate. If you would like 
some good tips for hosting successful 
classroom debates, read more here. 

Read the text from the Student 
Workbook to explain the context of 
the debate.

56% of expert respondents and 55% of 
total respondents DISAGREED with the 
statement. 

The video is approximately  
90 seconds long.

Since the early days of the internet and mobile technologies, 
we have hoped that technology would lead us towards a better 
world through boosting social tolerance.

However, the debate about whether technology has actually achieved this has 
lasted throughout your lifetime!

In 2008, the Pew Research Center conducted a survey based on the following 
prediction: In 2020, people will be more tolerant than they are today, thanks 
to wider exposure to others and their views brought about by the internet and 
other information and communication technologies.

What percentage of respondents do you think agreed with this statement?

Write your answer in the box provided and then ask your teacher to tell you  
the answer!

Watch this video summarizing the debate, before exploring both sides  
of the argument in greater detail.

https://busyteacher.org/7245-conducting-class-debate-essential-tips.html
https://www.youtube.com/watch?v=7rbDIx69ORE
https://www.youtube.com/watch?v=7rbDIx69ORE
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Technology & Tolerance
1.2 Sarah’s Perspective: Technology Promotes Tolerance

5 minutes

The purpose of this section is to present 
the first side of the debate. Read the text 
from the Student Workbook to introduce 
this point of view or create your own 
example.

Note: review the vocabulary contained in 
this extract. Ensure students understand 
the following words as you read:
• Viewpoint
• Entrepreneurial

Focus on taking student responses. 
The most important thing is for them to 
connect this side of the debate to their 
own experiences.

These videos provide some helpful 
context but assign these for homework 
if you don’t have time to show them in 
class. Ensure you leave enough time (at 
least 20 minutes) for the students to have 
the debate.

Meet Sarah. She is a technology enthusiast, and she believes  
that it is making the world a better place.

Technology allows us to connect with people from all over the world. Through 
apps and tools like social media, the internet has created a global, connected 
population. 

We have used the internet to create intelligent communities where you  
can encounter voices that build awareness of wider viewpoints than you 
understood before. 

It has also transformed economics and society, enabling more people to be 
entrepreneurial. This has increased tolerance and decreased social problems 
such as crime as violence, as more and more people have been able to 
participate in the global economy. 

Do you agree with Sarah? Can you think of examples from your own life where 
technology has increased tolerance and promoted coexistence?

Watch this video about how technology has increased  
human development.

Watch this video showing a specific case study of technology  
promoting cultural understanding.

Now write your own ideas in the box provided.

Homework 
Suggestion:

Watch these 
videos to 
deepen your 
understanding.

https://youtu.be/mzAb_GKjoSI
https://www.youtube.com/watch?v=cMcEFCtEMXw
https://youtu.be/mzAb_GKjoSI
https://www.youtube.com/watch?v=cMcEFCtEMXw
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Technology & Tolerance
1.3 Rashid’s Perspective: Technology Promotes Intolerance

The purpose of this section is to 
present the other side of the debate. 
Read the text from the Student 
Workbook to introduce this point of  
view or create your own example.

Note: review the vocabulary contained 
in this extract. Ensure students 
understand the following words as  
you read:
• Insular
• Polarization

Focus on taking student responses. 
The most important thing is for them to 
connect this side of the debate to their 
own experiences.

These videos provide some helpful 
context but assign these for homework 
if you don’t have time to show them in 
class. Ensure you leave enough time (at 
least 20 minutes) for the students to 
have the debate.

Meet Rashid. He is excited by new technologies, but he is 
concerned about their current social impact.

Technology allows us to connect with people from all over the world. Through 
apps and tools like social media, the internet has created a global, connected 
population. 

On the internet, and especially social media platforms, people use anonymity to 
launch personal attacks on other users. 

The internet has made it easier for people to act with hostility and aggression 
towards people they do not even know. The internet allows people to form their 
own insular communities, blocking out the voices and viewpoints of others. 
We have seen a rise in cyberbullying worldwide, as well as an increase in 
polarization within society.  

Technology has transformed society, but it has not succeeded in increasing 
tolerance.

Do you agree with Rashid? Can you think of examples from your own life where 
technology has promoted intolerance or decreased the chances of peaceful 
coexistence?

Now write your own ideas in the box below provided.

Homework 
Suggestion:

Watch these 
videos to 
deepen your 
understanding.

5 minutes
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1.4 Have the Debate

20 minutes

At this stage, the students should 
have engaged with both sides of the 
argument and should be ready to have 
a meaningful debate about the topic.

Configure your classroom in a way 
to allow students to move around 
and form clusters. 

Form three ‘zones’ in the classroom:
• Agree that technology promotes 

tolerance
• Neutral/mixed feelings
• Disagree that technology 

promotes tolerance. 

Allow students to debate and 
encourage them to move around the 
continuum if their opinion is swayed by 
their classmates’ views. 

Try to allow enough time for a short 
written reflection.

Weigh both sides of the argument.

In your opinion, does technology promote tolerance or intolerance in  
our society?

Follow your teacher’s instructions to form a continuum of opinion in the 
classroom. If you have a strong and clear opinion about the issue, stand on one 
of the far ends of the continuum. If your opinion on the issue is mixed, place 
yourself somewhere in the middle. 

Update your thoughts about the topic in the box provided.

Form groups based on these clusters and debate your 
opinions with your classmates.

Listen to the views and perspectives of your classmates 
and reflect on your own thinking about the topic.

Have your views changed at all?

Technology & Tolerance
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1.5 Make the Difference

10 minutes

The purpose of this section is to give the 
students a clear idea of their challenge 
and the roadmap ahead.

Emphasize this point. Their app must be 
focused on increasing tolerance in society. 

This will be the focus of next week’s 
session. Explain that they will learn more 
about tolerance and how to activate it in 
their communities. 

Conclude the lesson by engaging with this 
callout box. If time permits, try to decide 
on an appropriate iOS Design Challenge 
soundtrack as a class.

No matter which side of the debate you took, we can agree that 
the world would be a better place if we could use technology 
to promote the values of tolerance and coexistence within our 
communities.

Your challenge is to design an iOS app that promotes tolerance and coexistence.

This workbook will guide you through the process, from brainstorming a great idea 
for your app, to defining its key features, visual style and unique user actions. 

However, the core of this challenge is for you to design an app that has both heart 
and real social impact. 

• How will you achieve this?
• What are the important features of tolerance?
• How will you use these features to create an app that has a real-world impact?

Let’s start our app design process by learning about Keys of Tolerance.

We have always believed in the power of technology to create bridges between 
people and promote the values of tolerance and coexistence. The world’s first-
ever satellite TV link up was in 1967. To celebrate this technology and the amazing 
opportunities it could provide, the broadcasters chose to play a song by The 
Beatles called “All You Need Is Love”. 

What song would you choose for the soundtrack of your app design challenge? 
Write down some ideas or paste a link to the song in the box provided.

Technology & Tolerance
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Keys of Tolerance
SUGGESTED MODULE 2
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Keys of Tolerance

Tolerance is one of the deep-rooted values of the UAE.
The nation is an incubator of the values of tolerance, peace, security and 
multiculturalism, with more than 200 nationalities enjoying a life of dignity  
and respect within its borders. 

The UAE has a dedicated Ministry of Tolerance, which works to establish the 
values of tolerance and develop frameworks that support human development 
and coexistence. 

Watch this video to learn more about tolerance in the UAE

To lend your support to the Ministry of Tolerance and its humanitarian mission, 
you need to use technology to unlock the power of tolerance in your community.

What do you usually use to unlock things?

In this section of your Workbook, we are going to learn more about the  
following Four Keys of Tolerance:

This will help you understand the problem you are trying to solve and give you 
the tools required to make an impact.

10 minutes
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Resilience TeamworkCompassion Dialogue

Welcome students back to the 
program and ask them to summarize 
where they are in the process.

Continue by introducing the key 
theme of this session: Tolerance. 

The video is approximately six 
minutes long. 

Take student responses.  
Emphasize this metaphor.

Make the metaphor explicit:  
by turning each of these keys, they 
will be able to activate tolerance 
through their app design.

Click here for more information 
about the Ministry of Tolerance and 
The National Tolerance Program.

You need a key!

https://www.youtube.com/watch?v=CwT9jYSfCi0
https://www.youtube.com/watch?v=CwT9jYSfCi0
http://www.tolerance.gov.ae/en/tolerance.aspx
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Keys of Tolerance
2.1 Four Keys of Tolerance

10 minutes

Form the class into teams. Arrange teams 
randomly. Perhaps they could pick numbers 
1-4 from a hat or follow your usual classroom 
practices. 

Aim for groups of five to six members each.  
Note: depending on the size of your class, 
you might want to have more than one team 
per Key of Tolerance.

Explain the purpose of the activity: we need 
useful, clear definitions for our different Keys 
of Tolerance. 

Allow teams to compare their definitions 
with each other. 

Circulate and provide feedback on each 
group’s definitions. (Note: Prepare for this 
section by consulting the Teacher’s Notes.) 

Conclude this section by asking each group 
to share their definition.

No matter which side of the debate you took, we can agree that 
the world would be a better place if we could use technology 
to promote the values of tolerance and coexistence within our 
communities.

Look at the keys of tolerance below and think of keywords that are related to 
each key. You can look up some of the words if you wish. 

Write your keywords in the boxes provided.

Use these keywords to form full definitions for each Key of Tolerance with  
your classmates.

Resilience TeamworkCompassion Dialogue
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Keys of Tolerance
2.1 Four Keys of Tolerance

10 minutes

Make this link clear to students. Ensure they 
are making connections to their app design 
challenge. 

Let students continue to work in their groups 
with this activity. 

Let groups discuss amongst themselves, 
with each member contributing ideas. 
Ensure that every student writes at least one 
idea in each column of their Workbook. 

Take student responses before moving on 
to the next Key of Tolerance.

Consult the Teacher’s Notes section and 
ensure you have some ideas to contribute in 
case the students struggle. 

We are now going to explore Four Keys of Tolerance in greater 
detail by focusing on them from a design thinking perspective:

Look at the keys of tolerance below and think of keywords that are related to 
each key. You can look up some of the words if you wish.

What problems are associated with the Keys of Tolerance?

What opportunities or solutions can the Keys of Tolerance provide?

To do this, we are going to discuss the things that promote or block the 
experience of the different Keys of Tolerance. 

Let’s start with resilience. In the left-hand column, capture all the things that 
might promote resilience, and in the right-hand column, capture all the things that 
might suppress it. Use your definition of resilience to guide you and try to think 
of factors that impact both individuals and societies.

Now, compassion. Follow the same format as above, using your definition of 
compassion to guide you.

Next, teamwork. Follow the same format as above.

Finally, dialogue. Write your ideas in the boxes provided.
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Keys of Tolerance
2.2 How Does Tolerance Affect Me?

10 minutes

Students will now complete two individual 
activities. Reconfigure the classroom as 
required.

Explain the purpose of this activity to 
students: the level of commitment to any 
project is often a decisive factor in its 
success. This means truly believing in the 
project and the benefits it is to deliver.

Ask them to reflect on their personal 
experience of the different Keys  
of Tolerance.

Ask for responses but tell students it is 
okay for these answers to be private.

In each of the blocks, write down your personal experience of the 
Four Keys of Tolerance.

These can be moments in your life where you have benefited from one or more of 
the Keys, or they can be moments when you have suffered because of a lack of 
one of these keys. 

Try to reflect on at least one positive and one negative experience of each  
Key of Tolerance.

Homework 
Suggestion:

Return to this 
page in your 
own time and 
flesh out your 
answers with 
more memories 
and reflections.

Teamwork (Positive)

Resilience (Positive)

Dialogue (Positive)

Compassion (Positive)

Teamwork (Negative)

Resilience (Negative)

Dialogue (Negative)

Compassion (Negative)
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Keys of Tolerance
2.3 Choosing Your Key of Tolerance

10 minutes

Lead the students through each step on 
this page. Allow time for them to capture 
their answers in their Workbooks before 
continuing to the next question.

Allow students to discuss their answers 
and create a sense of excitement 
about discovering their personal Key of 
Tolerance. 

Frame the final step as an 
accomplishment. Explain that this choice 
will be an important guiding principle 
during their design process. 

Tell students to form teams based on their 
Key of Tolerance selections. 
• Make note of the numbers of each 

team as this might influence your 
planning for the next session. 

• If certain teams heavily outweigh 
the others, ask members who had a 
difficult time choosing between two 
Keys of Tolerance to join another team 
(i.e. their second choice).

Reflect on your responses to the previous activity.

Which Key of Tolerance did you have the most to say about?

Which entry did you feel most strongly about?

If you could identify one experience that you wish others could also have,  
which one would it be?

If you could identify one experience that you wish others would never have,  
which one would it be?

You might find it helpful to discuss your responses with a classmate. When you 
are satisfied with them, use your responses to answer the following question. 

Which Key of Tolerance are you most passionate about?

Homework 
Suggestion:

Start a 
moodboard or 
journal about 
your chosen Key 
of Tolerance.
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Ideating Your App Design
SUGGESTED MODULE 3
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Ideating Your App Design

5 minutes

Welcome students back to the 
program. 

Explain that in this session they will 
be analyzing the problem their app 
design is trying to solve. 

Ask students to form teams based 
on their choice of Key of Tolerance. 

Ensure the classroom is set up for 
collaborative group work.

Understand the 
problem you are 
trying to solve

Empathize with 
the users of your 

app and what 
they need

Plan and 
strategize a 

solution to the 
problem

This section of your Workbook is all about coming up with 
ideas for your app project.

We will guide you through a design thinking process to help you achieve the 
following outcomes:
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3.1 Question Storming

15 minutes
(including next page)

Ask students: You have all heard of 
brainstorming before, but what about 
question storming? Try to arrive 
at the definition through student 
responses.

Distribute Post It notes to students.

Ensure students are following the 
steps as they are outlined in the 
Workbook. Consult the Teacher’s 
Notes section for guidance about 
question storming.

Emphasize the importance of being 
able to read instructions and work 
accordingly. This will be a crucial 
skill as they design and develop their 
app prototypes.

Question storming is a design and innovation technique that 
focuses on generating questions rather than ideas in the early 
phases of a project.

Sometimes, teams approach brainstorming without a full and rich understanding 
of the problem they are trying to solve. By generating further questions about 
the topic, your team will be able take a wider perspective on the problem.

Are you ready to try a question storm?

Spend five minutes discussing  
the topic as a group.

• You are being challenged to design 
an iOS app that promotes tolerance 
and coexistence. 

• To achieve this, you are going to 
use your chosen Key of Tolerance 
to unlock the power of tolerance in 
your community.

Now work individually, writing  
all the different questions you  
have about this topic on  
separate Post It notes.

• Include basic and more advanced 
questions.

• Include questions about the 
process and about your team’s Key 
of Tolerance and how it might be 
activated through technology.

• Try to frame any assumptions you 
have about the topic as questions. 

1 2

Ideating Your App Design
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Ensure each student is able to take 
a photo of their question storm 
and upload it to the Workbook. 
Adding images will be a requirement 
throughout the Workbook.

3.1 Question Storming (continued)

Find a large space (such as a wall 
in the classroom) and stick all your 
team’s questions on one surface.

• Read through the questions from 
your team members, comparing and 
contrasting them to the questions 
you contributed.

The final step is to refine and cluster 
your questions. 

• Remove or stack repetitions 
(questions that are asking the same 
thing) so that your question storm is 
more streamlined.

• Now group your questions together 
by theme. For example, some 
questions might be focused on  
the app design process, while  
others might focus on how your  
Key of Tolerance can be activated  
by technology.

3 4

When you have clustered your most important questions in 
different groups, upload a link to your Question Storm Board in  
the box provided.

Ideating Your App Design
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3.2 Key of Tolerance Exploration

40 minutes
(with sub-sections)

Ensure students find the correct section 
of their Workbooks.

Note: this section of the Workbook may 
be challenging to manage, as teams/
individuals will be working on slightly 
different challenges depending on their 
choice of Key of Tolerance. However, the 
relative timings should align closely enough 
for you to keep students on track. 

Challenge the students to work 
independently on their teams, following 
the instructions laid out in their Workbooks.

Now it’s time to take a deep dive into the different Keys 
of Tolerance.

Resilience

Compassion

Dialogue

If you have chosen to focus on 
Resilience, please go to page 27

If you have chosen to focus on 
Dialogue, please go to page 53

If you have chosen to focus on 
Compassion, please go to page 36

Teamwork

If you have chosen to focus on 
Teamwork, please go to page 43

Note that you are welcome to review all 
of the different Key of Tolerance in your 
own time to enhance your understanding 
of tolerance and coexistence.

Ideating Your App Design
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5 minutes

Ask each team to start by discussing 
the quote at the top of the page. 
What is their understanding of its 
relevance to their Key of Tolerance?

Ask the teams to read the definitions 
in their Workbooks and watch the 
introductory videos.

What is resilience?

“Our greatest glory is not in never falling, but in rising  
every time we fall.” 
– Confucius

Resilience is the ability to recover from setbacks or adapt to change  
and adversity. 

To understand resilience means realizing that we are not defined by our 
challenges or failures, but by our capacity to bounce back from these 
difficulties and try again. 

Watch the following video to learn more about resilience.

3.2 Guiding Activities: Resilience
Ideating Your App Design

https://www.youtube.com/watch?v=bcgyemmOmCA
https://www.youtube.com/watch?v=bcgyemmOmCA
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10 minutes

Ask students to find a partner within 
their teams. If there is an odd number, 
let students work in threes.

3.2 Resilience: Partner Activity

Work with one of your team members to complete this activity.

Write a journal entry about what you learned from this activity in the box provided.

First, think about all the things you CAN control in your life and 
discuss these with your partner. For example, your behavior or 
personal habits.

Then, think about all the things you CAN’T control in your life 
and discuss these with your partner. For example, other people’s 
intentions. 

Now watch this video, a version of the Carrot, Egg and the Coffee 
Bean fable.

Talk to your partner about the story and try to define the moral 
(lesson) of this story. How can this fable teach us to deal with 
adversity?

Write a journal entry about what you learned from this activity in 
the box provided.

Ideating Your App Design

https://www.youtube.com/watch?v=iObc293g8wo
https://www.youtube.com/watch?v=iObc293g8wo
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5 minutes
(including next page)

The Spotlight section involves a deeper 
exploration of one particular aspect of 
each Key of Tolerance. 

Encourage the group to read and engage 
with this material collaboratively.

A comfort zone is a situation where someone feels safe or  
at ease.

It is a psychological state where things feel familiar to a person, and they feel at 
ease and in control of their environment.

The problem with comfort zones, however, is that they tend to keep us from 
taking risks, experiencing new things and having the opportunity to build 
resilience by dealing with challenges.

Study the diagram on the next page, which shows how we need to move out of 
our comfort zone in order to learn and grow as individuals.

3.2 Spotlight: Understanding Comfort Zones
Ideating Your App Design
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3.2 Spotlight: Understanding Comfort Zones

Examples

Characteristics

Affected by 
others’ opinions

Deal with 
Challenges & 

Problems

Acquire New 
Skills

Extend the 
Comfort Zone

Realize
Aspirations

Set New Goals

Live Dreams

Find Purpose

Find 
excuses

Lack of Self 
Confidence

Feeling Safe and 
in Control

Comfort Zone
Fear
Zone

Learning
Zone

Growth 
Zone

Comfort Zone
In our comfort zone, we feel safe and in 
control.

Fear Zone
Immediately outside the comfort zone, lies 
the fear zone. This is where our behavior is 
often impacted by the opinions of others. It 
is where our fears and insecurities block us 
from trying new things. To get through the 
fear zone requires courage and vulnerability.
• Courage means trying something 

despite your fear. 

• Vulnerability means accepting the fact 
that there is a possibility you will be 
criticized.

Learning Zone
Pushing through the fear zone allows you to 
learn new things by dealing with challenges 
and problems.

Growth Zone
By learning new things, you arrive in the 
growth zone where you have overcome your 
fears and realized your aspirations.

Ideating Your App Design

Adapted from: https://positivepsychology.com/comfort-zone/
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10 minutes

Try to align timings across groups 
during the Individual Activity sections. 
These activities encourage personal 
reflection and focused, genuine 
responses are desired. 

A 10-minute block for the personal 
activities is recommended.

People often fear the consequences of trying something new.

As a result, they stay in their comfort zones where they feel safe.

To build greater resilience, we need to change this mindset. We need to look 
at the experience of new challenges not as something to be feared - but as an 
opportunity to practice resilience and to grow as a person. 

• Use the comfort zone model below and write some details that are specific  
to you in the boxes provided.

• Build strategies for your own resilience by focusing on the qualities of  
courage and vulnerability.

3.2 Resilience: Individual Activity

Write down something that makes 
you feel safe and in control.

Write down something that you 
are afraid of. Is it the process 
of doing something or the 
consequences or doing it?

What would you need to do to 
help you overcome these fears?
Do you need to learn something?
What do you need to overcome 
these problems or challenges?
Is there something you can use in 
your comfort zone to help you?

Once you have overcome your 
fears by employing learning 
strategies, write your aspirations. 
What new goals will you set?
What will help you find purpose 
in what you decide to do?

Comfort Zone Fear Zone Learning Zone Growth Zone

Ideating Your App Design
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25 minutes

The Team Activity section should 
occupy as much lesson time as 
possible. Although students will 
probably not be able to complete their 
comic strips, encourage them to make 
as much progress as possible in the 
given time. For example, they could 
produce basic storyboards during class. 

See the Teacher’s Notes section for 
additional tips on storyboarding.

If any students have previous 
experience of using Canva, encourage 
them to teach their team members how 
to use the technology!

You have experimented with understanding how to conquer your 
fears and build a path towards resilience and self-growth.

Now it’s time to practice helping other people who are feeling vulnerable to develop 
strategies to conquer their fears.

Read through the following scenario as a team:
Caleb’s family is moving cities and he needs to transfer into a new school. He 
is feeling a lot of anxiety about the move, as he has experienced bullying in his 
past and he fears being bullied again at his new school. 

Discuss the situation as a team. 

Using the comfort zone model as a basis, develop a strategy to help Caleb 
conquer his fears and become more resilient.

Create a 3 X 3 comic strip explaining Caleb’s challenge and showing how he  
can use it as an opportunity to practice resilience and grow as a person.  

Take a photo or screenshot of your comic strip and save it in your journal or paste a 
link to your work in the box provided.

3.2 Resilience: Team Activity

Homework 
Suggestion:

Collaborate as a 
team outside of 
classroom hours 
to complete 
your comic strip.

Ideating Your App Design

Watch this video for some tips for creating comic strips.

If you would like to produce a digital comic strip, watch this video 
on how to produce comics using Canva.

https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
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5 minutes
(including next page)

Depending on the length of time available 
for your lessons, the social activity may 
need to take the form of a homework 
challenge. However, if you have a longer 
time available to you, let the teams begin 
this challenge during class. 

Students could also return to this challenge 
during any free time at the end of other 
lessons in this program.

The final activity in your Key of Tolerance exploration gives you the 
chance to apply your learning to a creative challenge.

Create a social media video showing or explaining the link between greater 
resilience and greater tolerance.

• How do these ideas interact with each other?
• How would you explain the relationship between resilience and tolerance to 

a friend who is exploring a different Key of Tolerance?

Begin by discussing the following questions as a team.

3.2 Resilience: Social Activity

What was the biggest lesson you learned by investigating resilience?

What have you learned about overcoming your fears?

How can you use what you have learned to help other vulnerable groups?

What groups of vulnerable people do you think you can identify here  
in the UAE?

Is there a particular group of people that you can identify that you  
would really want to help?

Ideating Your App Design



IDEATING YOUR APP DESIGN  |  52

3.2 Resilience: Social Activity
Ideating Your App Design

Brainstorm ideas for different kinds of videos. 

For example, you could choreograph a dance to teach your message about 
resilience using a suitable song as a soundtrack. 

Alternatively, you could tell a story or script a short skit that communicates 
your message.

Ensure that every member of the team has a role in creating the social media 
video. Divide tasks such as scripting, acting, filming, editing, etc. evenly between 
your team members.

Share your social media video with your friends!  
Paste a link to your video in the box provided.

Encourage students with access to an iPad 
to download the Everyone Can Create 
Video guide to create a great video.
Take note that this resource is only 
available to Apple Users.

When you have completed this activity, please continue to Page 61.

https://books.apple.com/book/everyone-can-create-video/id1440214280
https://books.apple.com/book/everyone-can-create-video/id1440214280
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Ask each team to start by discussing 
the quote at the top of the page.  
What is their understanding of its 
relevance to their Key of Tolerance?

Ask the teams to read the definitions 
in their Workbooks and watch the 
introductory videos.

What is compassion?

“Love and compassion are necessities, not luxuries.  
Without them, humanity cannot survive.” 
― Dalai Lama XIV

Compassion is our ability to recognize the suffering of others and then take 
action to help. 

Empathy is our ability to relate to another person’s pain as if it is our own. 

Empathy, like sympathy, is grounded in emotion and feeling, but empathy doesn’t 
have an active component to it. The component of action is what separates 
compassion from empathy, sympathy, pity or concern. To have compassion 
means to identify with someone who is suffering and to feel the need to reduce 
their suffering.

Watch the following video to learn more about compassion.

3.2 Guiding Activities: Compassion
Ideating Your App Design

https://www.youtube.com/watch?v=9ylsG5zx6Mo
https://www.youtube.com/watch?v=9ylsG5zx6Mo
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10 minutes

Ask students to find a partner within 
their teams. If there is an odd number, 
let students work in threes.

3.2 Compassion: Partner Activity
Ideating Your App Design

Think of a time in your life when someone showed you compassion.

Close your eyes and think vividly about the experience. 
• When did this happen? 
• Where were you? 
• What were you struggling with?
• Who helped you?
• How did they help? 

Share your story with your partner.

After you have listened to your partner’s story, practice your empathy 
skills and pretend that it is your own. 

Write your partner’s story as a personal journal entry in the box provided.
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5 minutes

The Spotlight section involves a deeper 
exploration of one particular aspect of 
each Key of Tolerance. 

Encourage the group to read and engage 
with this material collaboratively.

How can you become more compassionate?

Compassion embodies six key characteristics. By focusing your attention on these 
six features of compassion, you can work on developing your compassion skill set.

Think about these core features of compassion and reflect on the questions below.

3.2 Spotlight: Characteristics of Compassion
Ideating Your App Design

Acceptance
Can you accept the 
emotions that come out of 
suffering? What are they? 
What happens when you 
feel them? How can you 
learn to manage them?

Sympathy
Can you connect with 
someone and be affected 
by their suffering? In what 
ways? What are the things 
that make you connect with 
the suffering of others?

Empathy
Can you put yourself in 
someone else’s shoes? 
What things stop you from 
understanding how people 
feel? What do you need 
to do in order to relate to 
people who are different 
from you?

Attention
Do you actively look out for 
people who are suffering? 
What types of things can 
you think of that draw your 
attention to a group of 
people and their suffering?

Judgment
Is it possible for you not to 
judge someone? What do 
you commonly think about 
different groups of people? 
What do you base your 
judgments on?

Caring
Are you always willing to help 
someone who is suffering? 
Are there times when you are 
not? What stops you from 
helping? What different ways 
can you think of caring for 
someone?
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10 minutes

Try to align timings across groups 
during the Individual Activity sections. 

These activities encourage personal 
reflection and focused, genuine 
responses are desired. 

A 10-minute block for the personal 
activities is recommended.

Review the characteristics of compassion and make notes about 
them in the spaces below. 

• Try to link each of these characteristics to your personal experience and make 
notes about them. 

• Give yourself a score out of 10 for each of the different characteristics and 
write down ideas about how you could improve these scores.

3.2 Compassion: Individual Activity
Ideating Your App Design

Acceptance
Can you accept the 
emotions that come 
out of suffering?

Sympathy
Can you accept the 
emotions that come 
out of suffering?

Attention
Do you actively look 
out for people who 
are suffering?

Empathy
Can you put 
yourself in someone 
else’s shoes?

Judgment
Is it possible for 
you not to judge 
someone?

Caring
Are you always willing 
to help someone who 
is suffering?
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The Team Activity section should 
occupy as much lesson time as 
possible.
 
Although students will probably not 
be able to complete their comic strips, 
encourage them to make as much 
progress as possible in the given time. 
For example, they could produce basic 
storyboards during class. 

See the Teacher’s Notes section for 
additional tips on storyboarding.

You have investigated the concept of empathy and the 
characteristics of compassion.

Now it’s time to think about strategies for helping others to become more 
compassionate. 

Look at the following groups of people, who are often placed in vulnerable  
positions in society. 

Refugees
• Many people arrive in another country because they have been forced to leave 

their homes. They may have escaped persecution because of their beliefs or 
the violence of war. 

Students with learning differences
• Some students face unique challenges. They might be trying to learn a 

concept in a new language they don’t understand, or they might have learning 
difficulties such as dyslexia or dyspraxia.

People in Poverty
• Poverty is more than just not having enough money. Some people face bullying 

or discrimination. These problems may lead to aggression or violence at home.

3.2 Compassion: Team Activity
Ideating Your App Design

25 minutes
(including next page)
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3.2 Compassion: Team Activity (continued)
Ideating Your App Design

Homework 
Suggestion:

Collaborate as a 
team outside of 
classroom hours 
to complete 
your comic strip.

If any students have previous experience 
of using Canva, encourage them to teach 
their team members how to use the 
technology!

In your team, pick one of these groups. 

Create a 3 X 3 comic strip explaining their challenge and showing how 
compassion can help them overcome it. 

Use the six characteristics of compassion to guide you - and remember that 
compassion means taking action! 

Take a photo or screenshot of your comic strip and paste a link to  
your work in the box provided.

Watch this video for some tips for creating comic strips.

If you would like to produce a digital comic strip, watch this video 
on how to produce comics using Canva.

https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
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5 minutes
(including next page)

Depending on the length of time available 
for your lessons, the social activity may 
need to take the form of a homework 
challenge. However, if you have a longer 
time available to you, let the teams begin 
this challenge during class. 

Students could also return to this challenge 
during any free time at the end of other 
lessons in this program.

The final activity in your Key of Tolerance exploration gives you the 
chance to apply your learning to a creative challenge.

Create a social media video showing or explaining the link between greater 
compassion and greater tolerance.

• How do these ideas interact with each other? 

• How would you explain the relationship between compassion and tolerance to 
a friend who is exploring a different Key of Tolerance?

Begin by discussing the following questions as a team.

3.2 Compassion: Social Activity
Ideating Your App Design

What is the single biggest lesson you learned about compassion?

What characteristics of compassion could you relate to the most?

How do you feel when you act compassionately?

How can you influence other people to be compassionate towards others?

Are there any particular groups of people in the UAE that you would like to 
help through compassion?
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3.2 Compassion: Social Activity
Ideating Your App Design

Brainstorm ideas for different kinds of videos. 

For example, you could choreograph a dance to teach your message about 
resilience using a suitable song as a soundtrack. 

Alternatively, you could tell a story or script a short skit that communicates 
your message.

Ensure that every member of the team has a role in creating the social media 
video. Divide tasks such as scripting, acting, filming, editing, etc. evenly between 
your team members.

Share your social media video with your friends!  
Paste a link to your video in the box provided.

Encourage students with access to an iPad 
to download the Everyone Can Create 
Video guide to create a great video.
Take note that this resource is only 
available to Apple Users.

When you have completed this activity, please continue to Page 61.

https://books.apple.com/book/everyone-can-create-video/id1440214280
https://books.apple.com/book/everyone-can-create-video/id1440214280
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Ask each team to start by discussing 
the quote at the top of the page. What 
is their understanding of its relevance to 
their Key of Tolerance?

Ask the teams to read the definitions 
in their Workbooks and watch the 
introductory videos.

What is teamwork?

“To treat every person, no matter what his creed or race, 
as a special soul, is a mark of Islam.” 
― HH Sheikh Zayed Bin Sultan Al Nahyan

Teamwork occurs when diverse abilities and insights come together to work 
towards a common goal.

Teamwork depends on collaboration and cooperation.

It is about harnessing the power of the group and their diverse talents to realize 
a set of common objectives. Working as a team, we can accomplish things far 
greater than we can working by ourselves.

Watch the following video to learn more about teamwork.

3.2 Guiding Activities: Teamwork
Ideating Your App Design

https://www.youtube.com/watch?v=fUXdrl9ch_Q
https://www.youtube.com/watch?v=fUXdrl9ch_Q
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10 minutes

Ask students to find a partner within 
their teams. If there is an odd number, 
let students work in threes.

Work with one of your team members to complete this activity.

3.2 Guiding Activities: Teamwork

Take the following online strengths test. It should take you about 
five minutes to complete.

Compare your results with your partner.
• What similarities do you have?
• What differences do you have? 

Working together, what types of challenges do you think you would 
be able to solve?

• What strengths would each of you bring to the team?

Write a journal entry below where you imagine a suitable challenge 
and describe how you and your partner would combine your 
strengths and work collaboratively on a solution.

Ideating Your App Design

https://www.apriloleary.com/wp-content/uploads/2014/09/The-Hive-005-Strengths-test.pdf
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The Spotlight section involves a deeper 
exploration of one particular aspect of 
each Key of Tolerance. 

Encourage the group to read and engage 
with this material collaboratively.

Research shows that diverse teams are more successful than 
non-diverse teams.

A study published in the Harvard Business Review shows that diverse teams not 
only produce more, but they are more creative working together. This is because 
different people have different perspectives, and this diversity of approaches can 
lead to ingenious solutions.

But what does diversity mean?

It is important to distinguish between two different types of diversity: surface-level 
and deep-level diversity.

Surface-level diversity
Surface-level diversity represents characteristics of individuals that are readily 
visible, including age, body size, race or gender. These variables are only skin  
deep, and we must be careful of the stereotypes and prejudices that are 
sometimes associated with them.

Deep-level diversity
Deep-level diversity includes traits that are non-observable, such as attitudes, 
values and beliefs. Deep-level diversity focuses on the individual, allowing a much 
more accurate understanding of human diversity and how it can benefit teamwork.

What makes us all unique is our different strengths and limitations. Each of us 
brings a different set of skills to the table. 

The crucial thing about building successful, inclusive teams is to get everyone to 
channel their efforts in the same direction, so that we have a collection of different 
skills and abilities supporting each other.

3.2 Spotlight: Inclusive Teams
Ideating Your App Design

https://hbr.org/2017/06/does-diversity-actually-increase-creativity
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Try to align timings across groups during 
the Individual Activity sections. 

These activities encourage personal 
reflection and focused, genuine responses 
are desired. 

A 10-minute block for the personal 
activities is recommended.

Refer to the results of your personality test.

Let’s assume that you are working on a team that contains a Lion, an Otter, a 
Beaver and a Golden Retriever. How would you assign roles to each of these team 
members to accomplish the following task? How would you set each team member 
up for success?

Write your answers in the space provided, giving clear reasons why each of your 
team members would be suitable for the role you have assigned for them.

Task: 
Invite a guest speaker from Apple to speak at your school.

Roles: 
• Work with Apple to book the guest speaker
• Planning the schedule and budget of the event
• Informing parents and advertising the event to the school community
• Introduce the guest speaker on the night

3.2 Teamwork: Individual Activity

10 minutes

Ideating Your App Design

Lion Otter

Beaver Golden Retriever
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The Team Activity section should occupy 
as much lesson time as possible. 

Although students will probably not be able 
to complete their comic strips, encourage 
them to make as much progress as possible 
in the given time. 

For example, they could produce basic 
storyboards during class. See the Teacher’s 
Notes section for additional tips on 
storyboarding.

How can we make diverse teams function well together?

You are going to start this team activity by playing a game!

• Each team member must have some paper (the size of an ID card) and a pen.

• On your piece of paper, write down your unique ID number!

• This can be whatever you want it to be, in any jumble of letters or numbers 
that make sense to you! (For example, your number could be AS-21-
10-M99-27753, a combination of your initials, your apartment number, your 
sports team number, the month and year you were born and the keypad 
spelling of APPLE.)

• When you have written down your ID number, mingle in the group and  
compare your numbers to each other. 

• Try to guess what the numbers/letters represent and listen to the choices  
your teammates have made. 

After you have played for about 10 minutes, regroup and discuss the  
following question:

• What is the best way to learn about other people?

3.2 Teamwork: Team Activity

25 minutes
(including next page)

Ideating Your App Design
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If any students have previous experience of 
using Canva, encourage them to teach their 
team members how to use the technology!

The UAE is home to about 10 million people. There are many differences between 
them, with over 200 nationalities represented in the population. Over 80% of those 
people live in cities and work together in businesses ranging from education to 
tourism, finance to design. People work together in diverse and inclusive teams, 
and this is one of the key strengths of the UAE’s economy.

But there are also some challenges involved with diversity, such as stereotypes.  
A stereotype is a fixed idea that people have about what a particular type of 
person is like - especially an idea that is wrong. Stereotypes focus on surface-
level diversity, and this is not what is important when it comes to understanding 
individuals and how they operate together on teams.

Create a 3 X 3 comic strip showing the harm of stereotypes and the value 
of diversity when it comes to teamwork. (Hint: your comic could explain the 
difference between surface-level and deep-level diversity.) 

Take a photo or screenshot of your comic strip and paste a link to  
your work in the box provided.

3.2 Teamwork: Team Activity

Homework 
Suggestion:

Collaborate as a 
team outside of 
classroom hours 
to complete 
your comic strip.

Ideating Your App Design

Watch this video for some tips for creating comic strips.

If you would like to produce a digital comic strip, watch this video 
on how to produce comics using Canva.

https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU


IDEATING YOUR APP DESIGN  |  67

5 minutes
(including next page)

Depending on the length of time available 
for your lessons, the social activity may 
need to take the form of a homework 
challenge. However, if you have a longer 
time available to you, let the teams begin 
this challenge during class. 

Students could also return to this challenge 
during any free time at the end of other 
lessons in this program.

The final activity in your Key of Tolerance exploration gives you the 
chance to apply your learning to a creative challenge.

Create a social media video showing or explaining the link between greater 
teamwork and greater tolerance.

• How do these ideas interact with each other?
• How would you explain the relationship between teamwork and tolerance to 

a friend who is exploring a different Key of Tolerance?

Begin by discussing the following questions as a team.

3.2 Teamwork: Social Activity

What is the single biggest lesson you learned about teamwork?

How do team building activities help people create better teams?

What are the advantages of working with people that have differences?

How can people overcome challenges they might have when working with 
different people?

What types of things can people do to create more diverse and inclusive 
teams?

Ideating Your App Design
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3.2 Teamwork: Social Activity

Brainstorm ideas for different kinds of videos. 

For example, you could choreograph a dance to teach your message about 
resilience using a suitable song as a soundtrack. 

Alternatively, you could tell a story or script a short skit that communicates 
your message.

Ensure that every member of the team has a role in creating the social media 
video. Divide tasks such as scripting, acting, filming, editing, etc. evenly between 
your team members.

Share your social media video with your friends!  
Paste a link to your video in the box provided.

Ideating Your App Design

Encourage students with access to an iPad 
to download the Everyone Can Create 
Video guide to create a great video.
Take note that this resource is only 
available to Apple Users.

When you have completed this activity, please continue to Page 61.

https://books.apple.com/book/everyone-can-create-video/id1440214280
https://books.apple.com/book/everyone-can-create-video/id1440214280
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5 minutes

Ask each team to start by discussing 
the quote at the top of the page. What 
is their understanding of its relevance to 
their Key of Tolerance?

Ask the teams to read the definitions 
in their Workbooks and watch the 
introductory videos.

What is dialogue?

“You must fight others, but through peace, and through 
dialogue, and through education.” 
— Malala Yousafzai

Dialogue means more than just talking. It is the free and open exchange of ideas 
and opinions.

The aim of constructive dialogue is to connect our experiences to one another 
and achieve mutual understanding and respect. 

Dialogue is a way of taking the energy of our differences and channeling it 
towards creating a new and improved situation. Dialogue is essential for non-
violent conflict resolution, and it is a key tool for solving many of the world’s 
current social problems.

Watch the following video to learn more about dialogue.

3.2 Guiding Activities: Dialogue
Ideating Your App Design

https://www.youtube.com/watch?v=Gx3RLpZaYMk
https://www.youtube.com/watch?v=Gx3RLpZaYMk
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Ask students to find a partner within 
their teams. If there is an odd number, let 
students work in threes.

Work with one of your team members to complete this activity.

1. Think of a fun, memorable experience from your life.

2. Your job is to tell your partner about it - using NO WORDS! 

3. Mime the scene and respond to your partner’s questions to get the story 
across.

4. When you are listening to your partner’s story, use the space below to write 
down what you think they are trying to tell you. 

5. When they are finished miming, show your written version to your partner.

6. Ask them to tell you the full story and take note of what you missed.

3.2 Dialogue: Partner Activity

10 minutes

Ideating Your App Design
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The Spotlight section involves a 
deeper exploration of one particular 
aspect of each Key of Tolerance. 

Encourage the group to read 
and engage with this material 
collaboratively.

According to Ian Mackay (Listening Skills, 2000), there are different 
barriers to listening which may stop people having effective dialogue.

Explore these different barriers to listening below. 

• Selective listening is when you only absorb some information and filter out the 
rest. It can be conscious or unconscious, and sometimes it can be based on ideas 
we have about another person or the importance of what is being said.

• We think faster than we speak. Have you ever jumped ahead as you are listening 
to someone, without actually listening to every word?

• Sometimes, we are distracted by things that are happening to us in our personal 
lives. We don’t listen because we are preoccupied with our own concerns.

• We all have opinions based on our beliefs. It is more difficult to listen if someone 
is challenging your opinions - but be curious about what they have to say.

• Sometimes, we might focus on the reactions of a speaker - rather than what they 
are saying. It is important to pay attention to body language, but always remember 
to listen to the words they are using. 

• People might use words we don’t understand or that have a different meaning to 
them compared to us. It is important not to be thrown off by individual words and 
focus on the meaning of what is being said. 

• Are there physical distractions? Background noises, our level of comfort, the 
lighting in the room? These environmental factors can also be a barrier to listening.

3.2 Spotlight: Barriers to Listening

If you want to practice your active 
listening skills, try some of the activities 
on this website.

5 minutes
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https://www.goodlisteningskills.org/active-listening-games-exercises-activities/
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Try to align timings across groups during 
the Individual Activity sections. 
These activities encourage personal 
reflection and focused, genuine responses 
are desired. 

A 10-minute block for the personal 
activities is recommended.

Think of the last difficult conversation you had.

Explore these different barriers to listening below. 

• Who were you talking to? 

• What happened? 

• Why did it go badly?

Review the barriers to listening on the previous page and write a journal entry 
where you identify how a breakdown in listening led to problems with the 
dialogue. 

If you remember specifics about the conversation, write down what was said and 
where better listening could have led to a more constructive outcome.

3.2 Spotlight: Barriers to Listening

5 minutes

Ideating Your App Design
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The Team Activity section should occupy 
as much lesson time as possible. Although 
students will probably not be able to 
complete their comic strips, encourage 
them to make as much progress as 
possible in the given time. 

For example, they could produce basic 
storyboards during class. See the 
Teacher’s Notes section for additional tips 
on storyboarding.

According to leading researcher William Isaacs, dialogue is 
important in order to solve large social and global problems.

However, we have to be careful because sometimes when we talk, we drive each 
other apart instead of coming together.

Isaacs says a big mistake many of us make is that we prepare too much for our 
conversations. 

We know exactly what we’re going to say and then wait our turn to say it.  
We don’t listen to others. 

He outlines the following principles for talking and thinking together 
through dialogue:

• Listen to ourselves and others without assuming, resisting or reacting 

• Respect others by allowing them to change, instead of trying to change them 

• Pause to take a step back, change direction and see the issue from a  
fresh perspective 

• Voice our opinions, without trying to take over the conversation

3.2 Dialogue: Team Activity

25 minutes
(including next page)
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https://spectrum.mit.edu/winter-2001/the-art-of-dialogue/
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3.2 Dialogue: Team Activity (continued)

Homework 
Suggestion:

Collaborate as a 
team outside of 
classroom hours 
to complete 
your comic strip. If any students have previous experience 

of using Canva, encourage them to teach 
their team members how to use the 
technology!

As a team, pick a topic from the list below. 

Spend five minutes preparing your thoughts about the topic individually. 
Then have a dialogue with your team members. Practice the points above.

• Zoos should not exist
• All bullies should be bullied
• Cars should be banned in cities

What did you learn by practicing the art of dialogue?

Create a 3 X 3 comic strip showing two people having a constructive dialogue 
about one of the topics listed above. Show how each side can overcome 
barriers to listening and arrive at a respectful resolution to their disagreements.

Take a photo or screenshot of your comic strip and paste a link to  
your work in the box provided.

Ideating Your App Design

Watch this video for some tips for creating comic strips.

If you would like to produce a digital comic strip, watch this video  
on how to produce comics using Canva.

https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
https://www.youtube.com/watch?v=ufOXBuGhVWg
https://www.youtube.com/watch?v=Y9EJGwEFgsU
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5 minutes
(including next page)

Depending on the length of time available 
for your lessons, the social activity may 
need to take the form of a homework 
challenge. However, if you have a longer 
time available to you, let the teams begin 
this challenge during class. 

Students could also return to this challenge 
during any free time at the end of other 
lessons in this program.

The final activity in your Key of Tolerance exploration gives you  
the chance to apply your learning to a creative challenge.

Create a social media video showing or explaining the link between greater 
dialogue and greater tolerance.

• How do these ideas interact with each other?
• How would you explain the relationship between dialogue and tolerance to 

a friend who is exploring a different Key of Tolerance?

Begin by discussing the following questions as a team.

3.2 Dialogue: Social Activity

What is the single biggest lesson you learned about dialogue?

What barriers do you have personally when you listen to people?

How do you think dialogue could be used to solve some of the world’s 
problems?

What ways do you think people can connect when they have opposing 
opinions?

What challenges can you identify in the UAE that could be solved  
through dialogue?

Ideating Your App Design
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3.2 Dialogue: Social Activity (Continued)

Brainstorm ideas for different kinds of videos. 

For example, you could choreograph a dance to teach your message about 
resilience using a suitable song as a soundtrack. 

Alternatively, you could tell a story or script a short skit that communicates 
your message.

Ensure that every member of the team has a role in creating the social media 
video. Divide tasks such as scripting, acting, filming, editing, etc. evenly between 
your team members.

Share your social media video with your friends!  
Paste a link to your video in the box provided.

Ideating Your App Design

Encourage students with access to an iPad 
to download the Everyone Can Create 
Video guide to create a great video.
Take note that this resource is only 
available to Apple Users.

When you have completed this activity, please continue to Page 61.

https://books.apple.com/book/everyone-can-create-video/id1440214280
https://books.apple.com/book/everyone-can-create-video/id1440214280
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Ideating Your App Design
3.3 Defining the Purpose 

15 minutes

Welcome students back to the program. 

Explain where they are in the design 
process: after researching the problem 
space, they are ready to start making 
design choices.

Note: some students may want to work 
on teams for their iOS Design Challenge. 
Ensure that teams are seated together to 
allow for collaborative work.

Ensure that students understand the 
brainstorming prompt. Remind them of 
the Key of Tolerance metaphor. How will 
they use their app to turn the key?

Encourage students to come up with 
at least 5-10 ideas. Tell them to include 
simple ideas and more creative ones.

Allow students to discuss their ideas and 
take some responses before proceeding.

Now that you have explored your Key of Tolerance in greater 
detail, you have a better idea of how to activate this virtue to 
promote tolerance and coexistence in society.

It is time to turn your attention back to the development of your iOS app. 

We are going to start with a fundamental step of all design processes: 
defining the purpose. 

Based on your exploration of your Key of Tolerance, brainstorm some ideas 
for the end of this sentence in the block below.

Based on my exploration, for people to experience more of [my Key of 
Tolerance], they should…

Choose the most interesting idea on this list. What do you want your app to 
achieve? This will be the purpose of your app. Write it in the box provided.
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15 minutes

In this section, students will choose the 
kind (category) of app they will design.

Give a brief overview of these different 
categories but encourage students to 
follow the links to learn more.

Give students some time to explore 
the App Store and browse the different 
categories.

Draw attention to the link in the 
callout box, which gives more detailed 
Developer Guidelines for the different app 
categories.

Now that you have defined the purpose of your app, the 
next step is to choose an app category from the list of four 
categories below.

Discuss your choice with your classmates and spend some time looking 
through the Apple App Store for ideas. Search through these different 
categories and see what you can find!

Makes notes about what you learn in the box provided.

3.4 App Categories

For more about different app categories 
and how to create great user experience, 
check out this page

Learning
Apps that provide 

an interactive 
learning experience 
on a specific skill or 

subject.

Social Media
Apps that allow 

users to connect 
with each other 

and share content, 
etc.

Gaming
Apps that provide 

single or multiplayer 
interactive activities 

for entertainment 
purposes.

Business
Apps that assist 
with running a 

business or help 
consumers make 
better choices.

Ideating Your App Design

https://www.apple.com/app-store/
https://developer.apple.com/app-store/categories/
https://developer.apple.com/app-store/categories/
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10 minutes

Take student responses to this question.

Give examples: would you comment 
on their choice of snack, or style of 
sneakers? Etc.

Encourage students to follow the links to 
learn more about the different ways to 
connect to users.

Take student questions. They might ask 
if they can focus on something that is not 
clearly defined by the list, e.g. fashion. 
Encourage all reasonable ideas. The goal 
is to connect to real-world iOS users. 

Let students discuss their answers and 
encourage them to come up with at least 
three different ways to connect.

How would you connect with someone you didn’t know?

Connecting means finding common ground we can all relate to. Technology 
gives people from all over the world ways to connect regardless of their 
differences. 

Choose something that is of interest to you in one of the following categories.

• Sport. A love of the game forges bonds between players and fans.

• Entertainment. Uniting people from all walks of life through events, film, 
music and comedy.

• Food. Sharing recipes and recommendations, family favorites and 
traditions.

• Culture. Celebrating traditions, heritage and language.

• Storytelling. Activating imagination and empathy through the power  
of stories.

When you are confident about the way you’d like to connect to people, write 
down your ideas in the box below. What are your interests and passions, and 
how will you use these to connect people through your app design?

Use the box provided to make notes.

3.5 Connecting to Users
Ideating Your App Design

https://u.ae/en/about-the-uae/culture/sports-and-recreation
https://u.ae/en/media/events
https://u.ae/en/about-the-uae/culture/food
https://u.ae/en/about-the-uae/culture
https://u.ae/en/resources/inspiring-stories-from-the-uae
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Begin this section by asking students 
to define what “user-centered” means 
to them. Why is this important? Can 
they give successful and unsuccessful 
examples?

Explain to students that building a user 
profile is a key part of the Apple design 
process!

If time permits, let students conduct 
interviews with each other in class.

Show students the user profile template 
in their Workbooks and run through each 
question to ensure understanding.

Good app design is user-centered.

This means that you should focus on the users of your app and their needs 
at each phase of your design process.

By building a user profile, you will be able to place individual people at the 
core of your design process.

Decide on who will use your app based on the following questions. 

Note that personal stories from real people can give you an important 
perspective on your design process. Consider interviewing people from 
your school and community to create authentic user profiles.

Use the boxes provided to fill in your answers.

1. Who will use your app? 
2. How old are they?
3. How do they describe themselves? 
4. Where are they from? 
5. What are the important aspects of their environment? 
6. What tolerance challenge are they facing? 
7. How will your app make their lives better? 
8. In which specific circumstances might they use an app that addresses 

their challenge?

3.6 Building Your User Profile

20 minutes
(including next page)

Read through Apple’s Human Interface 
Guidelines to understand fundamental 
device characteristics that distinguish 
the iOS experience.

Ideating Your App Design

https://developer.apple.com/design/human-interface-guidelines/platforms/designing-for-ios/
https://developer.apple.com/design/human-interface-guidelines/platforms/designing-for-ios/
https://developer.apple.com/design/human-interface-guidelines/platforms/designing-for-ios/
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Conclude this session by highlighting the 
callout links to Apple’s Human Interface 
Guidelines and the Essential Design 
Principles video. 

Encourage Students to review these 
materials before the next class.

Now summarize your user profile in three sharp sentences.

Follow the suggested structure and add your answers in the block below

Decide on who will use your app based on the following questions. 

1. [Who is the user? Age, location, environment] 

2. [What tolerance challenge are they facing?] 

3. [When will they use your app; in what moments will your app help them?]

This is a good time to learn about Apple’s Essential Design Principles. 
This video is about an hour long and it contains some very useful 
information to keep in mind as you move onto brainstorming design 
ideas for your app.

3.6 Building Your User Profile

Homework 
Suggestion:

Conduct 
interviews in 
your school 
community  
to refine your 
user profile.

Ideating Your App Design

https://developer.apple.com/videos/play/wwdc2017/802/
https://developer.apple.com/videos/play/wwdc2017/802/
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Many of the world’s most popular apps are purely entertaining, but 
yours needs to have real social impact.

This section of the Workbook will guide you through brainstorming ideas for your 
app so that you arrive at a final design statement to guide your building process.

Start by recapping the decisions you have made so far.

Brainstorm a list of ideas that connect these threads together. 
Try to come up with at least 3-5 ideas.

Choose the most interesting idea from your list and try to explain it in just one 
sentence.

Use this idea to brainstorm a list of possible names for your app. Note: these 
are only working titles. You will have a chance to revisit this choice when you are 
prototyping your app design. Write down 5-10 possible names for your app, and 
then use the highlighter function to indicate your favorite.

3.7 Brainstorming App Ideas

20 minutes

Welcome students back to the program.  
Tell them that in today’s session, they are 
going to take great steps towards settling on 
their iOS Design Challenge app idea!

Students should only write one entry in  
each column.

Students may struggle with this section. 
Let them work in pairs to generate ideas and 
remind them to focus on the user. Who will 
use this app and how will it help them?

Ask for volunteers to read out their one-
sentence app design ideas. 

If students are struggling for ideas, tell 
them to swap Workbooks with a partner 
and try thinking of names for their partner’s 
app design. This may help spark their own 
creativity! 

Key of Tolerance App Category Connection to User User Profile

Ideating Your App Design
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The next step in your design process is to do some market research.

Often known as ‘benchmarking’, this phase will allow you to scope out the 
competition and define the unique value that your app has to offer.

Discover what people are currently using. Search the App Store for similar apps and 
read the reviews to find out what users enjoy or dislike about their solutions. 

Note that you might want to search apps that share a variety of characteristics 
with your app design:

• Apps from the same category
• Apps that try to connect in the same way
• Apps with a similar purpose

Use the following table to capture your research.

3.8 Researching the Market

10 minutes

Ensure students understand the concept 
of benchmarking. 

Relate to personal experiences, such as 
reading reviews or doing internet research 
before deciding on a product to buy.

Spend most of this time ensuring 
students are finding good apps for their 
market comparisons. 

Ask students to share the names of apps 
they find and read the reviews together.

Homework 
Suggestion:

Complete your 
market research 
at home.

This App is interesting because: I like/dislike the App because:

Ideating Your App Design

https://www.apple.com/app-store/
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How will you make your app stand out from the crowd?

This step is called differentiation. It is about answering the following questions:
• What makes your app different? 
• What makes your app unique?
• What will get people talking about your app?
• Why will people download and use your app?

Take your market research to the next level by developing an elevator pitch for 
your app design idea.

What is an elevator pitch?
An elevator pitch is a short, snappy description of your app idea that explains the 
concept in a way that is relatable and easy to understand.

• They are called elevator pitches because they should last the same amount 
of time as an elevator ride! About 30-45 seconds is ideal. 

Check out examples of inspiring pitches and make notes about why they are 
engaging and interesting to you.

Example 1                 Example 2                 Example 3

3.9 Differentiation

Read from the Student Workbook to 
introduce the next step in the design 
process. Note: this activity will take up the 
remainder of this session.

Ask students if they have any experience 
of elevator pitches. Have they ever heard 
of this concept before?

Let students watch one or two examples 
from the embedded video. 

They can finish the video for homework!

Homework 
Suggestion:

Complete your 
market research 
at home.

30 minutes
(including next page)

Ideating Your App Design

https://www.youtube.com/watch?v=-oAoJhfyXI8
https://www.youtube.com/watch?v=3eVU_-o5k-E
https://www.youtube.com/watch?v=UJs5JBV71kQ
https://developer.apple.com/videos/play/wwdc2019/802/
https://developer.apple.com/videos/play/wwdc2019/802/
https://www.youtube.com/watch?v=-oAoJhfyXI8
https://www.youtube.com/watch?v=3eVU_-o5k-E
https://www.youtube.com/watch?v=UJs5JBV71kQ
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Crafting an elevator pitch for your iOS app design idea will help 
you understand what is special and unique about your app idea.

Follow these steps to create your elevator pitch.

3.9 Differentiation

Ensure students understand the elevator 
pitch structure. Review the example from 
the Workbook and then ask students to start 
scripting their own elevator pitches.

Allow students to work in pairs to record each 
other delivering their elevator pitches. 

Ideating Your App Design

When you are happy with your script, spend some time practicing it out loud. 
Refine certain words and phrases as necessary. 

Upload a recording of your elevator pitch in the space below.

1. Connection. Ask a question that relates to your point 
of connection to users

2. Market comparison. Show that you understand what 
your competition is offering

3. Purpose. Now show the uniqueness of your app by 
linking it to your purpose

4. Special features. Explain how your app will achieve 
this purpose

5. Design statement summary. Conclude with the 
following sentence: “My app will help [audience] with 
[opportunity, problem, challenge] by [what the app will do].

Did you know that Harvard researchers have proven that it is easier 
to accomplish your fitness goals if you work on a team?

There are many running apps on the market, such as Strava and 
Runkeeper, and these offer all kinds of performance monitoring features 
to motivate runners. 

Lace Up is different: it doesn’t focus on the individual; it focuses on the 
power of teamwork to achieve your fitness goals! 

Lace Up combines all the necessary features that serious runners look for 
in an app with the power of social activity, offering a rewards system where 
users earn points based on the amount of team activities they complete. 

My app will help runners build tolerance and achieve their fitness goals 
by connecting them to an exciting experience of teamwork!

STEPS: EXAMPLE:
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Building Your Prototype

2 minutes

Congratulations, you have completed your design ideation process!

Now you have a great idea for a unique, meaningful app that will add value to your 
user’s life and promote tolerance and coexistence throughout the UAE.

The next phase in the iOS Design Challenge is to build a prototype of your app. 

This section of the Workbook will guide you through the processes of defining 
user interactions and app states, creating a storyboard for your app and building a 
wireframe model. You will also be given guidance on testing your app design and 
validating its success.

By the end of this section of the Workbook, you will have a beautiful, functional 
app prototype that you can use to change the world!

Welcome students back to the program. 

Read this introduction from the 
Workbook to introduce the next stage 
of the iOS Design Challenge: Building 
Your Prototype. 

Remember to review the Teacher’s 
Notes for this section and ensure you 
are comfortable with the different 
prototyping tools.
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4.1 Coding Principles for Everyone

3 minutes

At the same time as giving you the skills you need to build your 
prototype, in this section we will investigate some core coding 
principles so that you can start to envision the development 
stage of your app design.

These Coding Principles for Everyone will give you foundational knowledge of 
how coding works and what skills are required to develop and publish your app. 

Start by watching this Introduction video from Apple’s Coding Concepts in 
American Sign Language Series. In this video, Will Johansson, a software 
engineer at Lyft, explains that coding isn’t just for fun - it’s important for 
the future!

Introduce the Coding Principles for 
Everyone component of the Workbook.

Emphasize to students that they will be 
learning coding principles, and not actual 
computer coding language.

This video is approximately one minute long.

Building Your Prototype

https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html
https://developer.apple.com/asl-videos/video-coding.html


BUILDING YOUR PROTOTYPE  |  91

4.2 App Features

When you design an iOS app, you need to understand the 
capabilities of the device you are designing for.

iOS devices come with an array of technology. Before you start planning the 
features and functions of your app, take some time to familiarize yourself with 
the capabilities of the device. 

Which of these features will you use in your app design? 
• Think back to your market research. 
• What features do your competitors have in common that you might need to 

use in your app? 
• Which features could make your app unique and different to the rest?

Read from the Workbook to establish the  
purpose of this section. 

Emphasize the link here for students between 
benchmarking, differentiation and app features.

Go through the list with students, answering any 
questions about the different features.

Find more information about iOS technologies  
by clicking here.

10 minutes
(including next page)

Building Your Prototype

Photo editing
Photo-editing extensions let people modify 
photos and videos within the Photos app by 
applying filters or making other changes.

Siri
Siri makes it easy for people to accomplish 
everyday tasks quickly using voice, touch, or 
automation.

Tap to Pay on iPhone
Tap to Pay on iPhone lets merchants accept 
contactless payments using an enabled app 
on their iPhone, without connecting external 
hardware.

ShazamKit
ShazamKit enables audio recognition by 
matching an audio sample against the 
ShazamKit catalog or a custom audio catalog.

Sign in with Apple
Sign in with Apple provides a fast, private 
way to sign into apps and websites, without 
having to remember multiple accounts and 
passwords.

Maps
A map displays outdoor or indoor geographical 
data in your app or on your website.

Messages for Business
Messages for Business helps customers 
connect with businesses through the 
Messages app in iOS, macOS, watchOS,  
and iPadOS.

NFC
Near-field communication (NFC) enables 
devices within a few centimeters of each other 
to exchange information wirelessly.

iCloud
iCloud is a service that lets people seamlessly 
access the content they care about from 
any device, without performing explicit 
synchronization.

In-app purchase
People can use in-app purchase to pay for 
virtual goods like premium content, digital 
goods, and subscriptions – securely within 
your app, on any device.

Live Photos
Live Photos lets people capture favorite 
memories in a sound- and motion-rich 
interactive experience that adds vitality to 
traditional still photos.

HomeKit
HomeKit lets people securely control 
connected accessories in their homes using 
Siri or the Home app on Apple devices.

https://developer.apple.com/design/human-interface-guidelines/technologies/all-technologies
https://developer.apple.com/design/human-interface-guidelines/technologies/all-technologies
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4.2 App Features (Continued)
Building Your Prototype

Mac Catalyst
When you use Mac Catalyst to create a 
Mac version of your iOS app, you make your 
app available to a new audience and give 
existing users the opportunity to enjoy it in a 
new environment.

Photo editing
Photo-editing extensions let people modify 
photos and videos within the Photos app by 
applying filters or making other changes.

Siri
Siri makes it easy for people to accomplish 
everyday tasks quickly using voice, touch, or 
automation.

Tap to Pay on iPhone
Tap to Pay on iPhone lets merchants accept 
contactless payments using an enabled app 
on their iPhone, without connecting external 
hardware.

Wallet
Wallet helps people view and manage rewards 
cards, boarding passes, tickets, gift cards, and 
more in one convenient place on their device.

ResearchKit
A research app lets people everywhere 
participate in important medical research 
studies.

SharePlay
SharePlay helps people share activities like 
viewing movies and listening to music while 
they’re in a FaceTime call with others.

ShazamKit
ShazamKit enables audio recognition by 
matching an audio sample against the 
ShazamKit catalog or a custom audio catalog.

Sign in with Apple
Sign in with Apple provides a fast, private 
way to sign into apps and websites, without 
having to remember multiple accounts and 
passwords.

Machine learning
Machine learning is a powerful and versatile 
tool that can help you improve existing 
experiences and create new ones that 
people love.

Maps
A map displays outdoor or indoor geographical 
data in your app or on your website.

Messages for Business
Messages for Business helps customers 
connect with businesses through the 
Messages app in iOS, macOS, watchOS,  
and iPadOS.

NFC
Near-field communication (NFC) enables 
devices within a few centimeters of each other 
to exchange information wirelessly.

iCloud
iCloud is a service that lets people seamlessly 
access the content they care about from 
any device, without performing explicit 
synchronization.

In-app purchase
People can use in-app purchase to pay for 
virtual goods like premium content, digital 
goods, and subscriptions – securely within 
your app, on any device.

Live Photos
Live Photos lets people capture favorite 
memories in a sound- and motion-rich 
interactive experience that adds vitality to 
traditional still photos.

HomeKit
HomeKit lets people securely control 
connected accessories in their homes using 
Siri or the Home app on Apple devices.
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4.2 App Features

Make a list of app features in the spaces below

What features are key to your app’s functionality?

What are features that you can use that will make your app stand out from 
the rest?

Remind students to review the relevant 
sections of their Workbooks: Defining the 
Purpose and Research the Market.

Give students some time to write down 
their answers but remind them to return 
to this page and add or remove features 
as their design develops.

Purpose of App Necessary Features

Building Your Prototype
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4.3 User Actions

You have identified the features you want to include in your app, 
but now it is time to consolidate and finalize this list by defining 
your user actions.

User actions are the interactions that the user will have with your app. For 
instance, this could be taking a photo, adding a caption to a photo, or sharing this 
photo with a friend in their network.

By identifying your user actions, you will know exactly which app features you 
need to incorporate into your app design, and you will start to get a sense of how 
these features will need to relate to each other for a smooth user experience. 

Remember: always put the user at the center of your design decisions. 

Create a list below of each action you can think of that your user will make while 
using your app. Think about your app from when the user opens the app, all 
the way to when they close the app. What buttons will they press to access the 
different features of the app?

Think about these interactions and the different app features they will utilize. 
Focus on what is necessary for your app to achieve its purpose. Don’t forget 
to include small details, such as being able to exit a menu and return to the 
homescreen. You will need to plan for every user action.

Read from the Workbook to establish the 
purpose of this section.

Emphasize this point: use your app 
features for clues about the user actions 
to include.

Emphasize this point. For example, 
students must not include too many 
features: this will confuse the user.

Let students work in pairs or small 
groups. Ask them to check each other’s 
user actions to see if anything has been 
left out.

Ensure they fill out the second column. 
This will help ensure they don’t include 
unnecessary or confusing features!

15 minutes

The user must be able to use… 
(insert app feature)

So that they… (what is the 
point of this action?)

Building Your Prototype
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4.4 App States

You have defined the user actions on the previous page, now you 
have to think of how the user actions (inputs) will affect what 
happens in the app.

User actions – or inputs – may trigger changes in how the app looks or what the 
app does. This is called the app state: the user does something, then the app 
does something in response. 

You defined your user actions on the previous page of the Workbook. These 
could include typing, tapping a screen or moving the device. Changes to the app 
state would correspond to these actions. For example, images or text appearing 
on the screen, performing calculations or storing/sharing information. 

Think of all the different user actions you identified and how they will trigger 
changes to the app state. This will help you plan the different graphic elements 
you will need to create your prototype.

Read from the Workbook to establish the 
purpose of this section.

Ask for examples of app state changes 
from students. For example, what 
happens when you select an image in 
your chat app?

Let students work in pairs or small 
groups. Ask them to check each other’s 
user actions to see if anything has been 
left out.

15 minutes

User Action (example)

User Actions

App State (example)

App States

Building Your Prototype
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4.5 Coding Principles for Everyone: Commands

A command is a specific action that needs to be performed.

We use commands in many aspects of daily life. We usually think of them as 
instructions. 

When you give someone directions to your school, for example, you are giving 
them a series of commands. You tell them to drive down a certain street, to turn 
left at a certain intersection and to stop at a certain place along the block to arrive 
at your school building.

This set of commands is what allows them to achieve the task of finding  
your school.  

Watch the following video to learn more about commands in coding.

This is the first activity in the Coding 
Principles for Everyone series. Depending 
on the time available to you, we recommend 
asking students to complete these activities 
as homework.

Read the Workbook introduction to 
introduce the principle of Commands.

Ask for examples of more types of 
commands from students.

This video is approximately one minute long.

5 minutes

Building Your Prototype

https://developer.apple.com/asl-videos/video-commands.html
https://developer.apple.com/asl-videos/video-commands.html
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4.5 Coding Principles for Everyone: Commands Activity

Think of a common household chore that you really hate doing.

Imagine that you enter a competition and win a robot that can perform this chore 
for you!

There’s just one catch…

You will need to program the robot yourself!

In the space below, write a comprehensive list of commands that will allow the 
robot to perform the chore. 

• Remember, the robot will not know how to do anything with an explicit 
command! 

• Start your commands with “Turn On” and be sure to tell the robot when to 
“Stop” - otherwise it will keep doing the chore forever! 

• Include every step of the process, no matter how small or obvious it may 
seem. The robot will not think for itself: you must give it each and every 
command that it needs.

Read the Workbook instructions to 
introduce the activity.

Emphasize this point: this challenge 
is asking students to be thorough and 
meticulous in their list of commands.

Conclude the session by taking any 
student questions.

5 minutes

Homework 
Suggestion:

Complete this 
Commands 
Activity at home.

Building Your Prototype
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Building Your Prototype
4.6 Accessibility

Is your design putting people first?

Accessibility is a priority in the design of iOS devices and operating systems. 
Therefore, it should be a priority when designing your iOS Design Challenge app

By creating an inclusive design from the start you can maximize the impact of your 
app by considering everyone’s needs and expanding the reach of your user profile.

Select the iOS Accessibility features that you will need to include in your app 
design to make your app user-friendly for everyone. Think about your app and 
how it will support a wide variety of people and meet their needs.

Choose at least one of these features to include in your app design. Explain why 
you have chosen this feature. How will it expand your user profile? How will it help 
your app to achieve its purpose?

Learn more about iOS Accessibility Design here

Learn more about Inclusive Design by watching this video.

Welcome students back to the program. 

Establish the purpose of this section by 
reading from the Workbook.

For more ideas, encourage students 
to access Apple’s Accessibility Design 
resources.

Encourage students to watch the 
Inclusive Design video at home. 

This video is about 36 minutes long. 

Conclude this section by taking student 
responses.

5 minutes

Cognitive Support
Use motion, fonts, color and sound carefully to 
avoid sensory overload and to help people – 
including those with special educational needs 
– focus on what’s important.

Accessibility Descriptions
Include alternative text for visual elements and 
accurately label buttons to provide context for 
people who are blind, have low vision or use a 
screen reader.

Accessible Content
Add captions, transcripts or sign language 
support for video or audio elements, and 
haptic alerts for people who have hearing 
loss or want a silent device.

Alternative Input
Provide multiple ways to complete 
gesture-based (such as swiping) or typing 
actions that can support someone with 
limited mobility.

https://www.apple.com/uk/accessibility/?cid=pm-engb-key-doc-edu-eccode-launch22
https://developer.apple.com/videos/play/wwdc2021/10304/
https://www.apple.com/uk/accessibility/?cid=pm-engb-key-doc-edu-eccode-launch22
https://developer.apple.com/videos/play/wwdc2021/10304/
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4.6 Accessibility | Activity: Bad App Design

Sometimes, it is helpful to approach a problem by looking at 
examples of what NOT to do!

In this activity, you are going to explore what it’s like to interact with a badly 
designed app.

What happens when you don’t put user experience at the center of your design?

You are about to find out!

• In the boxes below, write down your complaints about using the prototype!  

• Try to group your criticisms into categories and write them in the relevant 
columns below. Use these observations as a reference to guide your own  
app design.

Read from the Workbook to establish the 
purpose of this section. Make a clear link 
to the importance of Accessibility.

Let students have fun trying to navigate 
the app but ensure they write down 
their observations about why it is not 
user-friendly.

Take responses from students in these 
different categories before proceeding.

5 minutes

App Features App Navigation Visual Design

Follow this link to explore the prototype app. 

Building Your Prototype

https://www.figma.com/proto/PcTvG9esjLZzQM0gPqm9g4/Lace-Up-Running-App-(Bad-version)?node-id=41%3A637&scaling=scale-down&page-id=0%3A1&starting-point-node-id=41%3A637
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4.7 Screen Sketches

Read from the Workbook to establish the 
purpose of this section.

Remind students that their screen 
sketches should be functional - but they 
don’t need to be perfect!

20 minutes
(including next page)

Building Your Prototype

We created our screen sketches using 
a Figjam template. You can use the 
following online tools to help you develop 
your screen sketches and app map.

Figjam Miro

https://www.figma.com/figjam/
https://www.figma.com/figjam/
http://www.miro.com
http://www.miro.com


BUILDING YOUR PROTOTYPE  |  102

4.7 Screen Sketches (continued)

Use paper and pen or work digitally to sketch a sequence of app 
states that will happen as your app is used.

Remember that when people use their iPhones, they use them in either 
landscape or portrait mode. Keep your buttons and main interaction controls in 
the center or at the bottom of the screen so that they are easy to navigate.

Test your ideas by sketching a couple of variations of your screens. 
Then choose the best, most effective designs to help you develop the look and 
feel for your app.

If you would like to draw your app screens by hand, download the  
following sketch templates:

Template 1 Template 2

Watch this video about how to tailor your user experience design  
for Arabic users

Create sketches for all of your app states. When you have a good selection, 
scan or take a photo of your sketches and upload it into the box provided.

Remind students to consult their list of app 
states and ensure they have a corresponding 
screen sketch for each app state.

Ensure students are able to access the 
sketch pad templates in the callout box on 
this page.

Draw attention to the video about designing 
for Arabic users in the callout box. 

Encourage students to watch this video at 
home. It is approximately 20 minutes long.

Building Your Prototype

https://marvelapp.com/sketchpad
https://craftwork.design/downloads/printables/
https://developer.apple.com/videos/play/wwdc2022/110441
https://developer.apple.com/videos/play/wwdc2022/110441
https://marvelapp.com/sketchpad
https://craftwork.design/downloads/printables/
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4.8 App Map

Now you can use your screen sketches to plot the user’s journey 
by creating an app map.

An app map will help you work out what happens on each screen in your app and 
how different screens link to each other when the user interacts with your app. 

By sketching out your app map you will get a better feel of what needs to be on 
each screen, what interactions the users will perform, and how to layout your key 
design elements. 

Read from the Workbook to establish the 
purpose of this section.

10 minutes
(including next page)

Building Your Prototype

We created our screen sketches using 
a Figjam template. You can use the 
following online tools to help you develop 
your screen sketches and app map.

Figjam Miro
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4.8 App Map (continued)

Building an app map is like creating a storyboard of all the actions 
that the user will trigger in your app and planning how all actions 
link together.

Take your screen sketches and place them in a sequence using arrows to link the 
user actions together. The goal is to be able to see the flow of your app from one 
app state to the next.

• Make sure you can track the key user actions and how the app must respond. 

• Does the flow of your storyboard work? Did you miss a step?  

• You may need to break your user actions up into smaller steps or combine 
them into one user action.

When you have completed your app map, paste a link to your work in the  
box provided.

Remind students of their comic strip 
activities and the similarities to this stage 
of the design process.

Let students begin work on their app map 
in class. Let them understand the process 
by observing each other. Circulate and 
provide feedback.

Homework 
Suggestion:

Complete your 
app map  
at home.

Building Your Prototype
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4.9 Onscreen and Offscreen Functions

When you are planning your wireframe, you need to consider that 
there are two categories of how the app state can change with a 
user action: onscreen and offscreen.

• Onscreen actions include changes to the interface like a new screen, 
buttons, or text that appears.  

• Offscreen actions refer to changes that happen behind the scenes like a 
calculation or a photo that gets saved.

Tell students that this activity is important 
preparation to allow the wireframing process 
to go quickly and smoothly.

Read through the Workbook to establish the 
difference between onscreen and offscreen 
functions.

10 minutes
(including next page)

Building Your Prototype

We created our screen sketches using 
a Figjam template. You can use the 
following online tools to help you develop 
your screen sketches and app map.

Figjam Miro

https://www.figma.com/figjam/
https://www.figma.com/figjam/
http://www.miro.com
http://www.miro.com
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4.9 Onscreen and Offscreen Functions (continued)

Add the onscreen and offscreen actions to the different app 
screens you have created in your app map.

Add descriptions of how user actions will change the app state.

• Keep people focused by limiting the number of onscreen interactions. 

• Make all secondary controls easy to find with minimal interaction.

Paste a link to your updated app map in the box provided.

Emphasize the key tips about onscreen and 
offscreen functions.

Homework 
Suggestion:

Complete 
your app map 
with onscreen 
and offscreen 
functions at 
home.

Building Your Prototype
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4.10 Coding Principles for Everyone: Debugging

A bug is a mistake in your code.

To debug, you need to understand the problem and analyze why it is 
happening. 

Always document your approach to solving the bug so that you can see where 
you have made the mistake. 

If your debugging attempt fails, you will know what has not worked and you can 
try again following another path. 

Watch the following video to learn more about debugging.

This is the second activity in the Coding 
Principles for Everyone series. 

Depending on the time available to you, we 
recommend asking students to complete 
these activities as homework.

Read the Workbook introduction to 
introduce the principle of Debugging.

This video is approximately one minute long.

5 minutes

Building Your Prototype

https://developer.apple.com/asl-videos/video-debugging.html
https://developer.apple.com/asl-videos/video-debugging.html
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Building Your Prototype
4.10 Coding Principles for Everyone: Debugging Activity

Debug your app map!

Storyboarding your app can be a difficult process - and your first attempt 
probably includes some bugs.

Ask a friend or family member to help you work through your app map and try 
to identify any bugs. Ask them to pay attention to your onscreen and offscreen 
functions. 

Write any bugs they find in the block below.

In the next block, upload a new version of your bug-free app map.

Read the Workbook instructions to introduce 
the activity.

Emphasize to students that debugging is 
a crucial part of coding - and app design, 
too! As they are building their prototype, 
they will need to be systematic about finding 
mistakes. 

Conclude the session by taking any student 
questions.

5 minutes

Homework 
Suggestion:

Complete this 
Debugging 
Activity at home.
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Building Your Prototype
SUGGESTED MODULE 8
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Building Your Prototype
4.11 Building Your Wireframe Prototype

With your detailed and bug-free app map, you are now ready 
to progress to the next step of the design process: building a 
wireframe prototype of your app.

Why do we build prototypes? We build prototypes to test ideas. The act of 
making prototypes and showing them to people brings new insights that will help 
make your app even better.

Watch the following video about the power of prototyping. 

Note that this video focuses on using Keynote as your prototyping software, 
but in the next section of this Workbook we will discuss some alternatives that 
you can use to build your prototype.

Welcome students back to the program. 

Explain that we are now entering the most 
technical phase of the design process: 
building the wireframe. 

Read from the Workbook to establish the 
context.

Ask for student responses about the 
Make-Show-Learn model. Have they had 
experience of making something, getting 
feedback and then improving what they 
made?

Watch the video about 60 Second  
Prototypes linked on this page. 
The video is approximately 10 minutes long. 

Ensure that you have read through the 
Teacher’s Notes and are well prepared prior 
to facilitating this Module.

MAKE

LEARN SHOW

10 minutes

https://developer.apple.com/videos/play/wwdc2017/818/?cid=pm-enus-key-doc-edu-eccode-launch22
https://developer.apple.com/videos/play/wwdc2017/818/?cid=pm-enus-key-doc-edu-eccode-launch22
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4.11 Prototyping Tools

To build a wireframe, you will need to use prototyping tools.

The goal is to create a basic version of your app, and you will have to use a 
prototyping tool such as Keynote or Figma for this stage.

Read from the Workbook to establish the 
purpose of this section.

Read through the three different prototyping 
options. Allow students some time to open 
the different resources and bookmark the 
pages. Tell them that they will be returning to 
these resources often!

Ask students to indicate their preferred 
prototyping tools. Make note of these 
choices as it might influence your planning.

5 minutes If you are working on a Mac, review these Keynote resources.

If you are not working on an iOS 
device, review the following 
Figma resources:

Official Figma Beginners Tutorials:
• How to sign up for an 

educational account
• Guide to Prototyping in Figma
• Explore Ideas
• Create Designs
• Build Prototypes
• Prepare for Handoff

User-Created Figma Tutorials:
• Basics of Figma 
• Figma prototyping

Figma Templates:
• Wireframe template 1
• Wireframe template 2

If you are working on paper, 
please consult the following 
resources:

• Paper Prototyping 

• Sketch Templates 

• Inspiration Video

• Build an App Prototype in 
60 Seconds

Homework 
Suggestion:

Review the 
relevant 
resources for 
your chosen 
prototyping tool.

Building Your Prototype

https://devimages-cdn.apple.com/design/resources/download/iOS-13-Keynote.dmg
https://education-static.apple.com/coding-club-kit/appjournal.key?cid=pm-enus-pdf-doc-edu-eccode-launch22
https://www.figma.com/education/
https://www.figma.com/education/
https://help.figma.com/hc/en-us/articles/360040314193-Guide-to-prototyping-in-Figma
https://help.figma.com/hc/en-us/articles/4405269899287
https://help.figma.com/hc/en-us/articles/4405328886935
https://help.figma.com/hc/en-us/articles/4405337257751--Beginner-3-Build-prototypes
https://help.figma.com/hc/en-us/articles/4405338399895
https://youtu.be/FTFaQWZBqQ8
https://www.youtube.com/watch?v=-sAAa-CCOcg
https://www.figma.com/community/file/848318135747364351
https://www.figma.com/community/file/861577994110006119
https://www.uxpin.com/studio/blog/paper-prototyping-the-practical-beginners-guide/
https://marvelapp.com/sketchpad
https://www.youtube.com/watch?v=y20E3qBmHpg
https://www.ideou.com/blogs/superpowers/build-an-app-prototype-in-60-seconds-no-coding-required
https://www.ideou.com/blogs/superpowers/build-an-app-prototype-in-60-seconds-no-coding-required
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4.12 Prototyping Tools | Prototyping Activity

To build your wireframe model, you will use your app map 
architecture.

This process will require you to organize your app states, starting with top-level 
navigation elements and then focusing on the elements of each screen.

We will start by building a basic prototype of one user action.

• Choose just ONE user action from your list 
• Hint: it is a good idea to start with the welcome menu or login screen
• Import your different app state screens into a prototyping tool like Keynote or 

Figma, or else construct a physical frame for them if you are working on paper
• Create one slide/page per app state
• Group the actions/functions together 
• Test the flow you have created, adjusting the sequence where needed

The purpose of this section is for  
the students to practice using their 
prototyping tool. 

Emphasize that this section is about 
practice, and they will not be judged on  
the results. 

Run through the high-level instructions and 
ensure students understand what is expected 
of them. 

Guide students to find the help they need 
from the linked prototyping resources. 

Ask students to indicate if they need help 
and provide specific assistance. If the 
class contains experienced users of the 
prototyping tools, allow them to teach other 
students.

10 minutes

For each item that 
presents another 
screen, add a link 
from that item to the 
screen it presents.

To add a link to 
another slide, right-
click an object and 
choose Add Link 
> Slide or press 
Command+K.

Follow this link for  
step-by-step instructions 
on how to set up a basic 
wireframe on Figma.   

You may also find this 
video helpful.

We recommend 
customizing your app 
based on one of Figma’s 
free iOS wireframe 
templates.

For your paper prototype, 
you will need to devise 
a way to link screens 
together in a way that 
effectively shows the 
flow from one app state 
to another.

1

2

Building Your Prototype

https://help.figma.com/hc/en-us/articles/360039823894
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
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4.13 Prototyping Tools | Global Navigation

Once you have created descriptions of your different app states 
and how the user action will affect onscreen and offscreen 
actions within your app, focus on the basic navigation of the app.

The first step is to create a tab bar to facilitate global navigation.

A tab bar always sits at the bottom of the screen and never changes. This is the 
app’s global navigation. Users must be able to rely on finding and using the tab 
bar no matter where they are in the app.

Read from the Workbook to establish the 
purpose of this section.

Ask students to validate this statement. Does 
every app on their phone contain a tab bar?

Building Your Prototype

This example is based on a Figma 
prototyping interaction. Ensure you 
have clicked the ‘Prototyping’ tab in 
the top-right section of the screen. 
Then click and drag between different 
elements of your design to create a 
Flow between the welcome screens.

10 minutes
(including the next  
2 pages)
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4.13 Prototyping Tools | Global Navigation (Continued)

1. Create a tab bar for your wireframe model. Ask students to follow 
the designated steps to 
set up global navigation. 

Offer assistance 
where required and let 
experienced students 
show others how to do it.

Focus on showing 
students the basic 
functionality of their 
prototyping tool. 
They can complete 
the activities at home.

Copy and paste a tab bar from 
the iOS Templates+UI-Elements 
Keynote presentation into a slide 
of your prototype.

Ungroup it by right-clicking and 
choosing Ungroup, or by pressing 
Option-Shift- Command-G.

Set the names and icons of 
the tab items to match your 
navigation categories.

For each tab item, add a link from 
the tab item to the main page for 
that navigation category.

Group the tab bar again. Select 
all its items, then either right-
click and choose Group or press  
Option-Command-G.

Follow this link for  
step-by-step instructions 
on how to set up a basic 
wireframe on Figma.   

You may also find this 
video helpful.

We recommend 
customizing your app 
based on one of Figma’s 
free iOS wireframe 
templates.

1

2

3

4

5

For your paper prototype, 
you will need to devise 
a way to link screens 
together in a way that 
effectively shows the flow 
from one app state to 
another.

Building Your Prototype

https://help.figma.com/hc/en-us/articles/360039823894
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
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4.13 Prototyping Tools | Global Navigation (Continued)

2. Create a tab bar for each main screen.

Copy and paste the updated tab 
bar into each main screen outline 
in your prototype.

For each main screen, use the 
standard iOS blue to highlight the 
icon and title of its tab; make the 
other screens gray.

Follow this link for  
step-by-step instructions 
on how to set up a basic 
wireframe on Figma.   

You may also find this 
video helpful.

We recommend 
customizing your app 
based on one of Figma’s 
free iOS wireframe 
templates.

1

2

For your paper prototype, 
the tab bar can form part 
of the fixed, immoveable 
frame of your design.

Paste a link to your work in the box provided.

Building Your Prototype

Homework 
Suggestion:

Complete your 
global navigation 
at home.

https://help.figma.com/hc/en-us/articles/360039823894
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://help.figma.com/hc/en-us/articles/4405269899287--Beginner-1-Explore-ideas
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
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4.14 Prototyping Tools | App Navigation

Read from the Workbook to 
establish the purpose of this 
section.

Ask students to validate this 
statement. How do the apps on 
their phone allow user navigation?

App navigation works in a linear fashion by managing a sequence 
of hierarchical screens.

Think about the app as you would think of a book.

When you turn the page forward, you expect a continuation of what has come 
before. If you want to go to the previous page, you would turn the page back. 
Having a clear sequence and a go-back button helps users navigate your app in 
an intuitive way.

• The title of the current page always 
appears in the center top of the 
page, the Back button on the left, 
and the Next button on the right. 

• You don’t always have to have a 
Next button; the space on the right-
hand side of the screen can contain 
actions such as Add or Search.

• Depending on your app design, 
think of some different features you 
can build into your app that makes 
navigating the app intuitive.

10 minutes
(including next page)

Building Your Prototype

This example is based on a Figma 
prototyping interaction. Ensure 
you have clicked the ‘Prototyping’ 
tab in the top-right section of 
the screen. Then click and drag 
between different elements of 
your design to create a Flow 
between the welcome screens.
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4.14 Prototyping Tools | App Navigation (Continued)

1. Add navigation to your wireframe app. Ask students to follow 
the designated steps to 
set up app navigation. 

Offer assistance 
where required and let 
experienced students 
show others how to do it.

For each screen in your prototype:

Delete its name.

Copy and paste a navigation 
bar from the iOS Templates 
+UI-Elements Keynote 
presentation. (Choose the 
one most appropriate to this 
screen.)

Set the title of the navigation 
bar. (If the screen’s name is 
long, you might choose  
a different title for the 
navigation bar.)

Delete unnecessary items in  
the navigation bar.

Link the Back button to the 
previous screen if applicable.

Follow this link for  
step-by-step instructions 
on how to set up your 
navigation in Figma.

We recommend 
customizing your app 
based on one of Figma’s 
free iOS wireframe 
templates.

1

2

3

4

5

For your paper prototype, 
the tab bar can form part 
of the fixed, immoveable 
frame of your design.

Paste a link to your work in the box provided.

Building Your Prototype

Homework 
Suggestion:

Complete your 
global navigation 
at home.

https://help.figma.com/hc/en-us/articles/360040314193
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
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4.15 Prototyping Tools | Modal Groups

Read from the Workbook to establish the 
purpose of this section.

Ask students to give more examples of 
modality in app design. 
For example, deleting files usually requires 
confirmation.

Modality is a design technique that helps people focus on a  
self-contained task or set of closely related options.

A modal presents content in a temporary mode that is separate from the user’s 
previous context and requires a direct action to exit.

The familiar “Are you sure you want to quit?” pop-up box from many software 
programs is a good example of modality in app design.

When you think of modality in your app, it would be a temporary app state that 
requires an explicit action from the user like selecting Done, Exit or Cancel. 
This gives the user the option to choose between different options and then select 
that option by tapping a button. 

Including buttons in your design helps people and assistive devices navigate your 
app and helps eliminate confusion as to what the users next action should be.

• Modals slide up from the bottom and cover the screen that triggered them, so 
they present differently. The tab bar is no longer visible, and the navigation bar 
is contained within the modal screen.

• Always include a button that dismisses the modal view. For example, you 
might use a Done or Cancel button.

• This is part of the standard intuitive experience that users come to expect in 
iOS app design.

Building Your Prototype

10 minutes
(including the next  
2 pages)
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4.15 Prototyping Tools | Modal Groups (Continued)
Building Your Prototype

This example is based on a Figma 
prototyping interaction. Ensure you 
have clicked the ‘Prototyping’ tab in 
the top-right section of the screen. 
Then click and drag between different 
elements of your design to create a 
Flow between the welcome screens.
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Read from the Workbook 
to establish the purpose 
of this section.

Ask students to give 
more examples of 
modality in app design. 
For example, deleting 
files usually requires 
confirmation.

1. Include modal groups in your app navigation design.

Find screens that present a 
focused activity to the user 
and convert them to modals 
by removing the tab bar and 
updating the navigation bar.

Follow this link for  
step-by-step instructions 
on how to add navigation 
and interactive elements 
to your prototype using 
Figma.

We recommend 
customizing your app 
based on one of Figma’s 
free iOS wireframe 
templates.

For your paper prototype, 
the tab bar can form part 
of the fixed, immoveable 
frame of your design.

Upload a screenshot or photo of your work below.

4.15 Prototyping Tools | Modal Groups (Continued)
Building Your Prototype

Homework 
Suggestion: 

Complete your 
modal groups 
 at home.

https://help.figma.com/hc/en-us/articles/360040315773
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
https://www.figma.com/community/file/1129468881607079432
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4.16 Coding Principles for Everyone: Functions

This is the third activity in the Coding 
Principles for Everyone series. Depending 
on the time available to you, we recommend 
asking students to complete these activities 
as homework.

Read the Workbook introduction to 
introduce the principle of Functions.

Ask students for examples of functions from 
their own lives. For example, what is their 
morningRoutine?

This video is approximately one minute long.

In coding terms, functions help you do less coding to achieve a 
repeated action.

Think again about the route you take to school every day. 

There are stop signs, left and right turns on the way from your home to your 
school. But you don’t have to tell your mom to stop here, turn right there - 
because she knows the route already! All you need to ask her in the morning is to 
take you to school. This is a function with the name: “Please take me to school”. 

In coding, functions work in the same way. 
You bundle a group of commands together and give it a name. Then you can use 
that name in your coding, and it will perform the series of actions automatically. 

Learn more about functions by watching this video.

Building Your Prototype

5 minutes
(including next page)

https://developer.apple.com/asl-videos/video-functions.html
https://developer.apple.com/asl-videos/video-functions.html
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4.16 Coding Principles for Everyone: Functions Activity

Read the Workbook instructions to 
introduce the activity.

Practice grouping commands together 
by asking students to participate in 
creating morningRoutine functions! 
1. First, get a list of commands (i.e. 

all the little things that make up a 
morning routine)

2. Write these in camelCase
3. Group relevant commands together 

to make functions! 
4. Try to make the following functions: 

eatFood, getChanged, getReady, 
goToSchool, etc.

 
Conclude the session by taking any 
student questions.

In this activity, you are going to practice creating functions by grouping 
commands together.

You will also practice writing your functions using camelCase. camelCase is a naming 
convention for writing file or object names using joined words with the second of those 
words beginning in a capital letter. For example, “make a fold in the paper” would be 
written in camelCase as “makeFold”. If your function needs three words to describe it, 
then the second and third words get a capital letter. For example, “makeFoldUnfold”.

1. Research some cool origami designs here and practice making your favorite 
design.

2. Identify instructions from the list that are repeated. For example, “fold the paper  
in half”, “unfold the paper”, etc.

3. Now group these repeated instructions together to create a function. Make 
sure that one instruction (command) leads predictably to the next command. For 
example, “Fold the sheet of paper in half”, followed by “unfold the paper”, followed 
by “flip the paper over and refold the line”. 

4. Give your functions a name using camelCase. For example, “foldFlip”.
5. Now rewrite your origami instructions below, including your functions in the 

instructions. 

6. Test your instructions by giving them to a friend and asking them to recreate your 
design. Did your function names give a clear indication of what the function does? 
Take a photo of the result and upload it into the box below.

Homework 
Suggestion: 

Complete this 
Functions 
Activity at home.

Building Your Prototype

https://www.origamiway.com/easy-origami.shtml
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Building Your Prototype
4.17 Visual Style

Welcome students back to the program. 

Explain that this module contains the last 
bits of information they need to complete 
their wireframe prototype.

Read from the Workbook to establish the 
purpose of this section.

Ensure students access the typography 
guidelines but focus their attention on 
choosing a legible font for their app design.

The last stage of prototyping is defining the visual personality of 
your app.

This will be its signature style: the branding that sets it apart from the 
competition.

Your app’s design is as important as your user experience and user interface. 
Take time to think about who your users are, their needs and why they will be 
using your app. This will help determine the design elements that you need to 
incorporate into your app. 

Style includes a range of elements, from color and font to icons and tones.  
We will work systematically through these elements.

Fonts 
The default typeface for iOS apps is the clean and simple San Francisco font. 
This is a highly legible and neutral font, making it easy to read. 

• Read Apple’s typography guidelines and experiment with some of the fonts 
they mention.

• Are the fonts you’ve chosen easily readable and clear? 
• What is the right font size for your app?

15 minutes
(including next page)

https://developer.apple.com/design/human-interface-guidelines/foundations/typography/
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4.17 Visual Style (Continued)

What do students understand about 
complementary colors? Ensure they know 
how to use the color palette resources.

Circulate and provide feedback on color 
schemes.

Colors 
The next visual element is color scheme. 

You can use free online tools such as Apple Color, Adobe Color Wheel and 
Coolors to automatically generate good color palettes. When choosing your 
color palette, remember to keep the user in mind and ask yourself the following 
questions.

• What type of color scheme creates easy reading and navigating?
• What size/color should buttons be to make them clear and easily 

distinguishable?

Experiment with some color and font combinations and paste a link to your work  
in the box provided.

Building Your Prototype

https://developer.apple.com/design/human-interface-guidelines/foundations/color
https://developer.apple.com/design/human-interface-guidelines/foundations/color
https://coolors.co
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4.18 User Interface (UI) Elements

Read from the Workbook to establish the 
purpose of this section.

Users feel more confident while using an app when the navigation 
feels intuitive.

When creating your wireframe, use the standard iOS interface elements in apps 
when presenting information, controls, or navigation elements.

This is a common practice for all successful iOS developers.

10 minutes
(including next page)

Building Your Prototype

This example is based on a Figma 
prototyping interaction. Ensure you 
have clicked the ‘Prototyping’ tab in 
the top-right section of the screen. 
Then click and drag between different 
elements of your design to create a 
Flow between the welcome screens.
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4.18 User Interface (UI) Elements (Continued)

Ensure students have accessed the 
Human Interface Guidelines link and know 
where to find iOS UI elements to use in 
their own app design.

Ensure students understand the purpose 
of the checklist. They must identify the UI 
Elements they need and then mark them 
off once they have been included in their 
app prototype.

Conclude by reminding students to prepare 
their UI elements before the next Module.

Ask students to refer to their UI elements 
homework in this section. Ask volunteers 
to share any customized UI elements they 
have developed.

Review the UI elements in Apple’s Human Interface Guidelines.

Download the Apple Design Resources. 

Decide which elements will be helpful in your app.  
Hint: use your user actions and app states to guide you.

Paste the elements from the iOS presentation into your wireframe.

Create any customized elements you need that aren’t in the template.  

1

2

3

4

5

Use the space to upload your customized elements. Homework 
Suggestion:

Prepare your 
User Interface 
(UI) elements  
in time for the 
next Module.

Building Your Prototype

User Interface (UI) Elements 
Design your UI elements, including buttons, button shapes, menu bars, icons 
and navigational elements. An effective icon expresses a single concept in ways 
people instantly understand. It is very important that your icons guide the user to 
use the app effectively.

• Write your user actions in the left-hand column
• Does the UI element you choose clearly represent the user action?

https://developer.apple.com/design/human-interface-guidelines/guidelines/overview
https://developer.apple.com/design/resources/
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4.19 Sound Effects

Ask students: what changes in app state 
usually have sound effects? Why are these 
useful?

Ensure students understand the purpose of 
the checklist. They must identify the sound 
effects they need and then mark them off 
once they have been included in their app 
prototype.

Sound Effects 

Sound effects help to let a user know if an action has been completed 
successfully, or if it has failed. 

Will your app need sound effects? This should correspond to a suitable change 
in app state.

• Write the app states that require sound effects in the left-hand column. 

• Describe the sound effects that you want to create for your app.  

• You can browse a library of free downloadable sound effects here.

Building Your Prototype

5 minutes

https://freesound.org


BUILDING YOUR PROTOTYPE  |  129

4.20 App Name & Icon

Read from the Workbook to establish the 
purpose of this section.

Emphasize the importance of the 
30-character limit. Ensure that students 
understand how to count characters.

Ask for student responses. Whose app name 
has changed, and whose has stayed the 
same?

It is time to decide on the name of your app.

You brainstormed a list of names when you were coming up with ideas for  
your app. 

Go back to that list and see if you are still happy with your list of names and your 
number one choice.

Has the design process shifted your thinking?

• Come up with a new list of app names and put your favorite ones at the top. 
Test the market by asking your friends and family what they think, and see 
which name works the best. 

• When creating an app name you have to work within the limit of 30 
characters (this includes spaces). If your app name is longer than 30 
characters, it will be truncated by the platform.

20 minutes
(including the next  
2 pages)

Building Your Prototype
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4.20 App Name & Icon (Continued)

Ask for student responses: what are some of 
the best app icons they can think of? Why are 
these icons good?

With your app name decided, it is time to focus on your app icon.

Your app icon is the first thing that most people see, this will be the users first 
impression of your app and requires careful consideration. 

The app icon will be the key identifier for your app on a screen filled with many 
other app icons. It must have a clear and simple design that states its purpose 
with a single icon. 

Think about identity and purpose of your app, and answer these questions 
before you start designing:

• What icon will tell the story of my app at a glance?
• What color(s) in my color scheme best represent my app?

Working with pen and paper, iPad and Apple Pencil or other digital sketch tool, 
create app icon designs for your app.

Play with different colors and different icons, remember to use the font that you 
used in your app if you are using letters in your app icon. Ask your family and 
friends for their opinions, redesign and adjust where you need to.

Homework 
Suggestion:

Complete your 
app icon design 
at home.

Building Your Prototype
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4.21 Complete Your Wireframe

Explain to students that now they have 
everything they need to complete their 
wireframe prototypes! 

Encourage them to complete these at home 
as soon as possible. This will allow them to 
move onto testing their prototypes.

Finish Your Wireframe

Now that you have explored the different types of app navigation and you  
have your UI elements, it is time to finish building the wireframe prototype of 
your app.

• Use the space to record any notes or observations as you work. You might 
hear something useful in a tutorial video, for example, that you could jot down 
for later reference.

Homework 
Suggestion:

Finish building 
your wireframe  
in preparation  
for the next 
Module.

Building Your Prototype
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4.22 Coding Principles for Everyone: Loops

This is the fourth activity in the 
Coding Principles for Everyone series. 
Depending on the time available to 
you, we recommend asking students to 
complete these activities as homework.

Read the Workbook introduction to 
introduce the principle of Loops.

Ask students for examples of loops 
from their own lives. For example, who 
wants to share their favorite GIF with 
the class?

This video is approximately one  
minute long.

A loop is a function or a command that can be repeated once or a 
specific number of times - or even to infinity until something in the code 
stops the loop from running.

Think about a loop like a Command that happens over and over. 

Imagine you were writing code for a game. You would not want to type out the 
command movePlayer over and over again! If you set up a loop, you can include a 
command to repeat as part of a sequence of functions that will happen repeatedly.

Learn more about loops by watching the following video.

5 minutes

Building Your Prototype

https://developer.apple.com/asl-videos/video-loops.html
https://developer.apple.com/asl-videos/video-loops.html
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4.22 Coding Principles for Everyone: Loops Activity

Read the Workbook instructions to 
introduce the activity.

Take suggestions from students for any 
other loop ideas. Which project are they 
most excited about?

Conclude the session by taking any 
student questions.

Loops are commands that happen over and over again.

This creates patterns - and patterns are fundamental to creative, effective design!

In this activity, you are going to explore the concept of loops by choosing ONE of the 
following three creative challenges.

1. Use your video editing skills to create an original GIF. This is a video command 
running on repeat. 

2. Create a t-shirt design using your app icon. Copy and paste the icon and arrange 
it in different, orderly ways to make a pattern. This is an image command running 
on repeat. 

3. Use an app like GarageBand to create a short piece of music that uses looped 
sounds or samples. These are audio commands running on repeat.

5 minutes

Homework 
Suggestion: 

Complete this 
Loops Activity  
at home.

Building Your Prototype

Save your work and paste a link to your work in the box provided.
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4.23 Testing Your Prototype

Welcome students back to the program.

Read from the Workbook to establish the 
purpose of this section.

Emphasize the importance of prototype 
testing and making improvements based on 
feedback. Remind students that good design 
is user-centered and that listening to users 
is one of the most valuable things a designer 
can do to improve user experience.

Remember our Make, Show, Learn prototyping model?

After all the hard work making your prototype, now you get to move onto the 
important stages of showing and learning: getting user feedback and using 
this feedback to improve your design.

• Are your ideas and assumptions right about how the user will experience 
your app? 

• Is your app achieving its goals?

To do this, you will need to create a set of questions - known as a test script 
- that will inform you if the user is using the app and the functions in the same 
way you planned. Are they getting the outcomes you expected?

40 minutes
(including the next  
2 pages)

MAKE

LEARN SHOW

Building Your Prototype
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4.23 Testing Your Prototype (Continued)

Allow students to work in pairs or small 
groups to brainstorm their test script 
ideas.

Stress the importance of avoiding  
Yes/No questions in order to get rich, 
meaningful data. 

Take student responses. Ask volunteers 
to share their questions and tell students 
to make notes on any good questions they 
hear from their classmates.

Ensure that students complete an 
effective test script. If time allows, they 
can start testing each other’s prototypes 
and receiving user feedback in class!

Use the following table to structure your test script.

1. In the left-hand column, you will see all the different sections you have covered 
in your design process. 

2. Use these as prompts for writing questions that will allow you to test the 
success of your app. Some recommended questions have been included for you.

Building Your Prototype

General user experience Did you enjoy the app? Why or why not?

General user experience

User interface What words would you use to describe the user interface?

User interface

User actions How would you describe how the app works to someone else?

User actions

Accessibility

Visual design

App Name and Icon

Purpose of app How do you believe this app will help you build your Key of Tolerance?

Purpose of app
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4.23 Testing Your Prototype (Continued)

Emphasize to students that they need to 
show evidence of prototype testing in their 
app pitch presentations. 

Encourage them to aim for at least five 
people to test their prototype and provide 
feedback.

Getting useful feedback depends on asking good questions. Use your test script 
from the previous page to complete your feedback form in the boxes provided.  

Note: this template can be printed out and given to your participants.

Ask your friends, family and team to test the app prototype, get feedback from 
them and see where they have comments or questions. Use this feedback to 
improve your app.

Testing and improving your app is a continuous cycle that you can use to 
ensure you are building a thoughtful app with your user’s experience at the 
center of your design. 

Homework 
Suggestion: 

Print your test 
script and 
use it to get 
feedback on 
your wireframe 
prototype.

Building Your Prototype

Participant name:

Date:

Add your questions here Add your test responses here
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Building Your Prototype
4.24 Validating Your Results

Ask students: do they have any experience 
of working with data? Let them share their 
existing knowledge with each other. 

Watch the video in the callout box. It is 
approximately 5 minutes long.

Emphasize that the important thing about 
data validation is grouping feedback into 
categories that allow you to take action and 
make improvements

Once you have finished your prototype testing, you’ll have 
collected some useful user data from your participants.

The next step is to validate the results of your testing by providing key data 
trends and insights.

This will allow you to convert the information given to you by the participants into 
clear action steps that you can take to improve your app design. 

Watch this video for some handy tips about how to get insights from  
your data.

• Collect all your testing responses into one convenient place - such as a 
spreadsheet or digital document.

• Study your responses and identify common points of feedback. As a general 
rule, if 30% or more of your participants said the same thing, identify this as a 
common trend. 

• Summarize these trends and place them into the following table.

10 minutes

Navigation elements Visual elements Wording Other

Homework 
Suggestion: 

Validate your 
user feedback 
data at home.

https://www.youtube.com/watch?v=E_ygg3NmKsw
https://www.youtube.com/watch?v=E_ygg3NmKsw
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4.25 Iteration: Refining Your App

Read from the Workbook to establish the 
purpose of this section.

Ensure students understand the link 
between data validation and iteration.

Remind students to write down clear, 
actionable tasks to allow them to improve 
their prototypes.

Conclude the session by telling students 
that the final two modules will focus on their 
presentation video.

After learning about your app through the testing and validation 
processes, it is time to apply what you have learned to make 
improvements to your app prototype.

• Use the conclusions from your data validation as a guide to reevaluate 
choices you made throughout your app design journey. 

• In the table below, write down at least one clear task for each category 
that you will do in order to improve your app.

• When you have completed all of these tasks, mark the checkboxes above.
• If time permits, do another round of prototype testing based on the 

improvements you made to your app design.

10 minutes
MAKE

LEARN SHOW

Navigation elements Visual elements Wording Other

Homework 
Suggestion:

Use the results 
from your data 
validation  
to refine and 
improve your 
app.

Building Your Prototype
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Pitching & Presenting Your iOS App Design

Welcome students back to the program. 

Read the Workbook to establish the 
purpose of this section.

Emphasize to students that their app 
pitch is the backbone of their iOS 
Design Challenge!

Review the Teacher’s Notes section for 
your own preparation. 

At this stage, you have completed your iOS Design Challenge app 
prototype.

You now hold the seed of a game-changing, society-shifting piece of technology in 
your hand! 

But how will you share this idea with others? How will your app prototype reach the 
next stage of app development?

One way to test the market with your idea is to develop a pitch deck and share this 
presentation with others. A good app pitch will tell a strong and clear story that makes 
people want to get involved with developing your app.

The final step of the iOS Design Challenge is to create a three-minute presentation 
video for your app.

5 minutes
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5.1 Creating a Pitch Deck

Read the Workbook to establish the 
purpose of this section.

Work through this exercise with 
the students. Let them interact with 
their Workbooks to find the relevant 
sections. Ensure that they write down 
the different sections for their own 
reference. (The correct sections are: 
Defining the Purpose, Building Your User 
Profile, User Actions, App Map,  Building 
Your Wireframe Prototype, Prototype 
Testing Validation of Results and 
Iteration.)

Encourage students to watch the 
video in the callout box for tips about 
presenting their app design work. This 
video is approximately 15 minutes long.

Let students begin working in class 
on their pitch decks, leaving at least 15 
minutes for the next section.

Your three minute video should include a pitch deck.

This is a collection of visuals materials (usually presentation slides) that you can refer 
to while speaking about your app. 

Ensure that your pitch deck contains the following sections. The good news is that 
you have already done all of this work! It is just a matter of selecting the appropriate 
information to tell a focused story about your app. In the right-hand column, you can 
write down the relevant pages from your Workbook that will help you prepare the slides.

Watch this video for top tips from Apple about how to present your 
 app design work.

To make your presentation look as professional as possible, spend some time looking 
through Apple’s Marketing Guidelines resources. These design assets will help you get 
a professional look and feel for your pitch deck.

30 minutes

Why: the problem your app is trying to solve

Who: a description of who your app is for

What: an overview of the app or a 
demonstration of the prototype 

How: details about user experience and user 
interface, including the design, features and 
improvements you’ve made

Impact: what feedback have you received 
about your app idea and prototype?

Homework 
Suggestion: 

Complete your 
pitch deck at 
home.

Pitching & Presenting Your iOS App Design

https://developer.apple.com/videos/play/wwdc2018/811/
https://developer.apple.com/app-store/marketing/guidelines/
https://developer.apple.com/videos/play/wwdc2018/811/
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5.2 Tips for Successful Presentation Videos

Explain to students that after they have 
completed their presentation slides 
(pitch decks), they will have to record a 
presentation of their app design.

Read through these tips and encourage 
students to open the links and 
bookmark the resources.

Some one or two examples from this 
video from Apple. 

Conclude this Module by taking student 
questions.

Study the following tips before finalizing your presentation and 
recording your video.

15 minutes

Homework 
Suggestion: 

Record your 
presentation  
at home

Showcase your personality

Think back to your elevator 
pitch and the tactics you used 
to stand out from the crowd. 

Try to make a personal 
connection with your audience 
through your presentation.

Do research

The internet is full of great 
resources to help you 
structure your presentation: 
be sure to read this one. 

Get inspiration

Watch examples of other 
presentation videos and 
make notes about features or 
techniques you want to emulate.

Practice

Make sure your presentation is 
fully scripted and that you have 
practiced delivering it multiple 
times before you hit record for 
the first time. If you need to work 
between multiple screens in your 
presentation, practice this until 
you can do it as smoothly  
as possible.

Focus on the user

Ensure that you provide a 
clear demonstration of your 
app prototype, focusing on 
its user interface and user 
experience. How will your app 
help people? This question 
should be the main focus of 
your presentation.

Pitching & Presenting Your iOS App Design

https://developer.apple.com/videos/play/wwdc2019/802/
https://developer.apple.com/videos/play/wwdc2019/802/
https://biteable.com/blog/how-to-make-good-presentation/
https://biteable.com/blog/video-presentation-ideas
https://biteable.com/blog/video-presentation-ideas
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Pitching & Presenting Your iOS App Design
5.3 iOS Design Challenge Rubric

Show students the iOS Design 
Challenge Rubric and work through 
every section with them, testing their 
understanding of what is expected from 
them. Take student questions.

Before submitting your app pitch presentation, it may be helpful to 
review the iOS Design Challenge Rubric to see what the judges are 
looking for.

Look at the different evaluation criteria in the rubric on the following page and try to 
ensure you are meeting the highest standards in every category.

10 minutes
(including next page)
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JUDGING CRITERIA
What is being evaluated?

DESCRIPTION 
What are the judges looking for?

SCORE 
1=Poor,  
2=Unsatisfactory, 
3=Average, 4=Good, 
5=Excellent

Commitment to Challenge
You have committed time and energy to engage deeply with the iOS Design Challenge, and your app prototype 
demonstrates the skills and knowledge you have learned throughout the program.

App Ideation
You have thoroughly ideated your solution, and the result is a compelling, original app idea that responds effectively to the 
challenge of increasing tolerance in society.

Prototyping
You have followed all steps of the prototyping process, including debugging, and the result is a functional prototype that 
clearly shows how your app will operate.

User Experience Your app design is centered around the user. It is intuitive and easy to use, with clear user actions and corresponding app 
states.

Accessibility Your prototype shows effective use of Apple’s Accessibility Features, helping your app appeal to a wide range of users. 
Your choice of Accessibility Features is coherent and enhances the purpose of your app.

User Interface
You have ensured that the choice and layout of buttons, icons and menu bars is compatible with the iOS app design 
ecosystem. Your selection of icons is clear and effective, helping the user understand exactly what to do.

Visual Style & Branding

The visual style of your app is appealing and legible, and the look and feel tells a convincing story. The user understands 
what the app is about and what it wants to achieve through its branding (name of the app, icon design), and the visual 
elements (including color scheme, icons and font choices) are coherent and enhance the purpose of the app. There is 
evidence that you have adhered to Apple’s Human Interface Guidelines. 

Video Quality
Your presentation video is engaging and easy to follow, and you have included all the necessary elements of the app pitch 
in your submission video. Your prototype is clearly demonstrated and due consideration has been given to image and audio 
quality. Effective use has been made of supporting visual materials (e.g. presentation slides, images, etc.).

App Pitch
Your app idea is pitched in a clear, confident and engaging manner. The audience understands the purpose of the app and 
how it will make a difference in the lives of users. You have successfully told the story of your app and how you created it.

Motivation
By demonstrating your passion and aptitude for both UX/UI design and the fundamentals of coding, you have presented a 
compelling case for your inclusion into the Swift Accelerator program.

5.3 iOS Design Challenge Rubric
Pitching & Presenting Your iOS App Design

https://www.apple.com/accessibility/
https://developer.apple.com/design/human-interface-guidelines/guidelines/overview
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5.4 Coding Principles for Everyone: Conditional Code

Welcome students back to the program 
and congratulate them on reaching the 
final Module! Establish the purpose of the 
module by telling students that today we will 
be focusing on their submissions.

This is the fifth and final activity in the 
Coding Principles for Everyone series. 

This activity will be completed in class.

Read the Workbook introduction to 
introduce the principle of Conditional Code.

This video is approximately 
two minutes long.

John needs to go out to the shops. He opens his front door and 
sees that it is raining outside. He grabs his umbrella and then goes 
out to do his shopping.

Why did John act this way? The answer is easy: he grabbed his umbrella because 
he didn’t want to get wet on his way to the shops.

Although the answer is simple for us, John has actually used sophisticated 
conditional reasoning in his decision-making. Conditional reasoning means 
changing your actions based on the information you have received. 

This comes naturally to humans, but computers need to be programmed to 
reason in this way. 

Watch the following video to learn more about Conditional Code.

5 minutes

Pitching & Presenting Your iOS App Design

https://developer.apple.com/asl-videos/video-conditional-code.html
https://developer.apple.com/asl-videos/video-conditional-code.html
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5.4 Coding Principles for Everyone: Conditional Code Activity

Ask students if they have 
any experience with flow 
diagrams. Where have they 
seen or used these before?

Ensure students understand 
the basic elements of a flow 
diagram.

Allow students to work in 
pairs or small groups and 
provide assistance where 
required. The purpose of 
this activity is for students 
to engage deeply with the 
rubric.

Conditional code runs on four basic inputs and is usually expressed as a  
flow diagram:

You have journeyed a long way during this iOS Design Challenge and the end is nearly in sight. 

In this activity, you are going to use your iOS Design Challenge Rubric to create a conditional 
code flow diagram to visualize the steps towards being accepted into the Swift Accelerator 
Program.

1. Use the different rubric categories to set the conditionals of your flow diagram.
2. Add “Then”, “Else” and “End” steps as appropriate to show the development of your app design.
3. Upload a picture or screenshot of your flow diagram in the box below.

25 minutes
• If sets the condition. For example, 

 “If it is raining…” 

• Then states the consequence. For example, “...
then it will be wet outside…” 

• Else states the opposite consequence. What will 
happen if the condition is not met? For example,  
“...then it will be dry outside…” 

• End indicates that the process has finished. For 
example, “...I must take my umbrella.”

IF

THEN

THEN

END

END END

ELSE

ELSE

IF
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5.5 Submission Checklist

Take great care to explain the 
submission deliverables to students.

Draw attention to the checkboxes 
and encourage them to double-check 
everything they are submitting before 
hitting ‘send’. 

Invite students to show examples of 
their deliverables and troubleshoot any 
technical difficulties as a class.

Conclude this Module and the iOS 
Design Challenge Program by giving 
individual attention to every student’s 
submission, if time permits.

Allow students to show each other 
their app design presentations and get 
last-minute feedback from their peers.

If time permits, capture some student 
feedback. What were the highlights of 
the program? Congratulate students 
again on all their hard work and wish 
them luck for the competition!

Are you ready to submit your iOS Design Challenge presentation?

Review this checklist to make sure your video includes everything!

If you have placed a checkmark against all of these submission requirements, 
then your video contains all the necessary information and you are you are ready 
to submit your iOS Design Challenge.

30 minutes

Why (the problem your app is trying to solve)

Who (a description of who your app is for)

What (demonstration of the app prototype)

How (details about user experience and user interface elements)

Impact (what have you discovered through the design process and 
testing your app prototype?)

Motivation (why are you a good candidate for the Swift  
Accelerator program?)

Well done - and good luck!
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