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Challenge category:

Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

Describe your solution in a short catchy way in maximum 280 
characters

What makes your solution different and original?
Can anything similar be found on themarket? How innovative is it?

Can your solution be used in other contexts?
What parts of it can be applied to other context?

What is your plan for the implementation of the solution and how 
do you see it in the mid- and long term?

Explain why you are the perfect team to develop this work and what 
are the competencies you all bring in so the solution is developed 
successfully. How well did you work as a team? 
Could you continue to work as a team in the future?

Who is the target group for your solution?
Who will this solution affect and how? 
How will they benefit?

What is the impact of your solution? How do you measure 
it?

Please describe your solution, its main elements and objectives as 
well as a brief implementation plan with some key overall 
milestones, resources required and eventual barriers foreseen. What 
is your final product/service/tool/activity? How could the solution be 
used to enhance digital education in the your challenge area? How 
could the successof the solution be measured? How will the solution 
provide benefits to the challenge owner?

What is the problem you are facing?
What is the challenge that you are solving?


	fill_3: Watch intro video to the puzzle: https://youtu.be/pdPu6HNUxqY 



 

 

We propose to create a virtual escape room. The scape room would be composed of three main problems: eutrophication, high sea traffic and water pollution. It will also include the solutions to these problems as puzzles that players need to solve to implement the technology. Last but not least we want to add a side history related to these problems and that connects with the players. 

 

The next steps on the implementation would be: 

Storyline: We will create a storyline that catches the attention of the players and is related to the challenges faced in the scape room. Our idea is to use seals as the main protagonists and conveyors of this story. 

Structure: We have an example of our game structure based on Eutrophication. We will create several paths for shipping and water pollution. Then we will connect each path on several points, this way each player will have a different experience, and they will get a sense of  how problems and solutions are connected. 

Gamification: One of the greatest challenges is the gamification of the real world processes involved in the problems and the solutions. We will work on the puzzles needed to explain these problems and solutions in a fun and accurate way. This will provide players with reliable information on these topics all while keeping them engaged on the game. 

 

Since this is a virtual scape room the resources needed to implement it are minimal. We want the scape room to be runnable on personal computers/smartphones there is no need of extra equipment to play it. The necessary resources in order to implement it come from the development of the game. Expenses can include: software licenses, experts in different areas such as virtualization, gamification,... and licensing, among others. 

 

The final solution is a pioneering way of addressing education. This should be used together with teachers and or specific courses in order to increase the interest in STEM areas and make the target group aware of the Baltic sea challenges. 

 

Success of the solution can be easily measure with some questions after the end of the game. These questions should measure the increase in interest in STEM or the awareness level in Baltic sea problems. 

	fill_4: We are targeting the Baltic young students, 16-22 years old age group who are at the end of their high school or starting university. They are on the path to deciding their professional choice.  

The “FLYING SEALS” Virtual escape room gives them an opportunity to discover the Challenges that the Baltic Sea is facing, understanding the ocean literacy and get the opportunity to integrate real technical solutions to create a positive impact. We wish to inspire those Baltic young students to become entrepreneurs and open their mind to a new professional role in their area. 

 
	Context What is the problem you are facing What is the challenge that you are solving: The bond between the Baltic Sea and its people has weakened. For this reason, there is a lack of awareness on the local threats faced by the Baltic Sea. Including eutrophication, microplastics, pollution due to shipping activity and possible leaks. 

 

We want to give a holistic view on the topic via a virtual scape room so that the target group can learn, have fun and increase their attachment to the Baltic Sea. 

 

Issue with young generation finding a job 

A recent survey shows that young people in the Baltic Sea are not motivated because of all the climate doomerism and other social media trends. Some believe that we have already crossed the threshold and there is nothing we can meaningfully do to stop it.  

 

But here's the thing: we refuse to accept that narrative. We believe in the power of hope, innovation, and the incredible potential of our youth. That's why we've created this immersive escape room game - to reignite the spark of optimism and show that every action, no matter how small, can ripple out to create meaningful change. 

 

Through this exciting adventure, we want to inspire the next generation to see the world differently. We want them to understand that their choices, their ideas, and their passion can have a profound impact on our environment and the beautiful Baltic Sea. Our goal is to kindle a fire within them - a fire that might lead them to pursue careers in environmental protection, marine biology, or sustainable innovation. 

 

But even if they choose different paths, we hope this experience will stick with them. We want it to be that little voice in their heads, reminding them of the importance of our environment when they're making decisions in their future workplaces. 
	Impact What is the impact of your solution How do you measure it: Our solution will reach the young adults (16 to 22 years old) in the Baltic Sea region. The Baltic Sea is home to over 85 million people (https://www.wwfbaltic.org/about/the-baltic); which around 18 million are young adults (Estimation made from summing up the eight Baltic Sea Region country’s demographic data). Our flying seals virtual escape would allow young adults to develop a strong environmental conscience and gain functional literacy on marine issues, technologies and conservation strategies. It would give the chance to young adults become advocates to support sustainable products and push for collaborative environmental innovation.  

By introducing players to innovative solutions, the escape room exposes participants to STEM field, and experience how to make a difference in the Baltic Sea. We want them to feel empowered to explore careers in environmental engineering, marine biology or environmental science 
	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: 🌊 Ready to dive into adventure? Join our Ocean Literacy Escape Room and tackle real-world challenges facing the Baltic Sea! 🐬💡 Race against time, solve eco-puzzles, and discover how YOU can make waves of change. No scuba gear needed—just your creativity! 🌍💙 #savethebaltic 
	fill_2: This escape room dive into specific Baltic Sea ecosystem and its challenges such as eutrophication, biodiversity loss, microplastic pollution and excess marine traffic. The game presents a futuristic collaborative vision, where energy generation, marine farming and water purification coexist. The young adults would be educated on real-world issues, immerse in active problem -solving showcase where complex concepts are turn into tangible and interactive puzzles. By gamifying marine tech, the escape rooms bridge the gap between high tech solutions and experiencing their function.  
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: Although the solution is tuned to the particular need on the Baltic sea region the key elements and concepts are easily transferable. The scape room methodology allows to change the different paths and puzzles presented to be used in other contexts by changing the background history. 
	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term:  

We plan to implement the virtual scape room in an open source platform and make it modular. This will allow other people to easily update the solution making it available in the long run. This will also allow people to provide new content and increase the reach of the  solution. 
	Team work Explain why you are the perfect team to develop this work and what are the competencies you all bring in so the solution is developed successfully How well did you work as a team Could you continue to work as a team in the future: Our team worked very well together, bridging generational and cultural perspectives to combine technical expertise, analytical insights, and community-focused strategies- to achieve a dynamic and well-rounded collaboration and cohesive outcome. 

Salva Rodriguez 

David Salvador 

Rishikesh Umamaheswaran

Our shared commitment to sustainability creates a strong foundation for impactful and innovative collaborations in the future. We will welcome new team members for creative inspiration and educational background. 
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