Lesson 1 Plan – Software Development Life Cycles (SDLC)
Qualification: T‑Level Digital Production, Design & Development – Occupational Specialism
Spec Link: Section 1.3 – Software Development Methodologies (pages 48–50)
Duration: 90 minutes
Learning Objectives
By the end of the lesson, students will be able to:
1. Describe the purpose of an SDLC and typical stages.
2. Identify key team roles in software projects and their responsibilities.
3. Explain why different projects may require different approaches.
Success Criteria
· I can correctly sequence the main SDLC stages.
· I can match team roles to responsibilities with justification.
· I can explain, with an example, why a structured approach is needed.
Resources
· Microsoft Forms Reflection Form
· Microsoft Forms Knowledge Check
· Printed SDLC Stage Cards (Appendix A)
· Printed Team Role Cards (Appendix B)
· Microsoft Forms Exit Ticket (Appendix C)
Lesson Schedule (90 minutes)
	Time
	Activity
	Teacher & Student Actions / Assessment

	0–8 min
	Knowledge Recall
	On entry, 5 quick questions on prior knowledge (e.g., purpose of testing, difference between functional vs non‑functional). Students answer on mini‑whiteboards. Teacher cold‑calls a sample and notes misconceptions.

	8–15 min
	Hook & Context
	Team A draws a house based upon a detailed plan I hand out to them. It will not look like a typical child’s house drawing
Team B is just asked to draw a house
I will need to reject Team B’s because they haven’t delivered what I (the client) wanted.



	15–30 min
	Teach: SDLC Overview
	Explain the SDLC and typical stages 
Planning  Requirement Analysis  Design  Implementation  Testing  Deployment
Use one slide per stage with 1–2 concrete examples. Check for understanding via targeted questions.

	30–45 min
	Activity 1: Stage Sequencing (Group)
	In groups of 3–4, students arrange SDLC Stage Cards into a logical order on their tables. Extension: add 2–3 bullet tasks under each stage. Teacher circulates; assesses sequencing accuracy and depth.

	45–58 min
	Teach: Team Roles
	Briefly introduce key roles: Product Owner, Scrum Master/PM, Developer, Tester/QA, UX/UI Designer, Business Analyst. Clarify responsibilities and typical artefacts they own.

	58–72 min
	Activity 2: Role Match-Up
	Distribute Team Role Cards (Appendix B). Students match role → responsibility → artefact (e.g., ‘Tester → designs test cases → defect report’). Pairs then swap and peer‑check. Teacher spot‑checks with probing questions.

	72–82 min
	Mini‑Case Discussion
	Case: College wants a simple room‑booking feature added to an existing site. Prompt: Which SDLC stages are most critical? Which roles are essential? Cold‑call for justification; capture best points on board.

	82–90 min
	Plenary & Exit Ticket
	Students complete Exit Ticket (Appendix C): Q1 sequence, Q2 role responsibility, Q3 ‘One thing I understand well’, Q4 ‘One question I still have’. Collect tickets; set homework.


Differentiation
· Scaffolded Stage Cards include icons and one‑line hints for learners who need support.
· Challenge prompts: ask stronger students to add artefacts/deliverables for each stage and identify dependencies.
· Mixed‑ability grouping for peer modelling; circulate with targeted questioning.
Assessment for Learning (AfL)
· Do Now responses to check prior knowledge.
· Cold‑call and hinge questions during teach segments.
· Observation of Stage Sequencing and Role Match‑Up tasks.
· Exit Ticket online to inform next lesson’s starter.
Common Misconceptions & Fixes
· ‘Testing only happens at the end.’ → Reinforce that testing thinking starts during requirements and design; unit testing during development.
· ‘Maintenance = bug fixing only.’ → Includes enhancements, optimisation, security updates, and user support.
· ‘Roles are fixed titles.’ → In small teams one person may cover multiple roles; responsibilities still need to be met.
Homework (15–20 minutes)
Write a 200–250 word reflection answering: ‘Which SDLC stage is most often underestimated and why?’ Use an example from a project you know (school or personal). Include at least one risk and how to mitigate it.


Appendix A – SDLC Stage Cards (Print & Cut)
	
Research / Discovery

	Interview users, analyse current systems, define problem & constraints.



	Planning

	Prioritise features, create schedule, identify risks, select methodology.



	Design

	UI/UX prototypes, data models, architecture, acceptance criteria.



	Development

	Write code, unit tests, integrate components, version control.



	Testing

	Functional & non‑functional tests, fix defects, regression testing.



	Deployment

	Release to production/test environment, handover, documentation.



	Maintenance

	Monitor, patch, improve performance, add minor enhancements.





Appendix B – Team Role Cards (Print & Cut)

	Product Owner

	Owns product vision; prioritises backlog; accepts/rejects work; stakeholder liaison.



	Scrum Master / Project Manager

	Facilitates process; removes blockers; schedules; ensures team rhythm and quality gates.



	Developer / Engineer

	Implements features; writes unit tests; collaborates on design and code reviews.



	Tester / QA

	Designs test cases; executes tests; logs defects; ensures acceptance criteria are met.



	UX/UI Designer

	Researches users; produces wireframes/prototypes; ensures usability & accessibility.



	Business Analyst

	Elicits requirements; models processes/data; clarifies acceptance criteria.





Appendix C – Exit Ticket (Microsoft Forms) https://forms.microsoft.com/e/tSL2bRUiwF 

Q1) Put these stages in order: Design, Maintenance, Testing, Planning, Deployment, Research/Discovery, Development
Q2) Match a role to a responsibility: __________ → _______________________________
Q3) One thing I understand well now: __________________________________________
Q4) One question I still have: _________________________________________________
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