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Solution description

What is the final product/service/tool/activity you're proposing? What are its
main elements, technologies and objectives? Could you please include a brief
implementation plan with some key overall milestones, resources required and
eventual barriers foreseen?

How could your solution be used to enhance digital education nowadays? How
could its success be measured?

Our idea is to develop an educational maincraft engine
based game that raises awareness about the urgent
need to protect our planet. The game is targeted
primarily at young people, as interactive learning is an
effective way to engage them and communicate the
importance of environmental responsibility.

The concept is based on a fictional world affected by a
major disaster which floods an entire city. The main
character explores the underwater area and interacts
with various in-game characters who provide factual
information about ocean pollution, describe its
consequences, or request assistance in tasks such as
cleaning debris or offering help to those affected.
Through these activities, players gain a clearer
understanding of environmental problems and the impact
of human actions on marine ecosystems.

Target group

Who is/are the target group/s of your solution and how will they benefit from it?
Why is your solution relevant to them? how do you plan to engage these groups
so you fully meet their specific needs?

Our solution is aimed at children, teenagers, and young
adults aged 6— 26, for whom a playful and interactive
learning environment feels natural and engaging. This
wide age range allows us to reach learners at different
stages of development — from early curiosity to more
conscious and critical thinking about global issues. Our
game helps players understand ecological problems they
may not have previously considered, such as ocean
pollution, plastic waste, overfishing, ecosystem
destruction, and the long-term consequences of human
activity on the planet.

Through immersive gameplay, interactive missions, and
problem-solving challenges, players experience firsthand
how pollution forms, how resources are depleted, and

Context

What is the current or future problem you're trying to solve? How does your
solution align with DigiEduHack 2024 annual theme?

How does your solution confront the challenge posed by the hackathon
organiser and how does it address the challenge category?

-We aim to address the growing environmental problems
affecting aquatic ecosystems. Many young people are
unaware of how pollution and human activity harm water
environments. Our solution raises awareness by
engaging the younger generation through an interactive,
game-based learning experience that makes these
issues easy to understand.

Alinnment with DiniFdiiHack 2025 theme* O1ir nroiect

How will your solution catalyse changes in education and what impacts will it
have at social and environmental level? Could you provide examples or scenarios
illustrating how such changes and impacts might unfold?

Our game brings environmental topics into the
educational space in a way that traditional teaching often
cannot — through active participation, curiosity, and
emotional involvement. Instead of simply reading or
listening about ecological issues, players experience
them in a virtual world and immediately see the
consequences of their actions. This form of experiential
learning strengthens understanding and improves
long-term retention of knowledge.

On a social level, the game encourages empathy,
responsibility, and awareness. It helps develop a
generation of young people who not only understand
environmental problems but also feel motivated to take
action in their communities. Players learn cooperation,
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Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?

A global catastrophe has flooded cities, forcing people to
live underwater. Plastic is everywhere, waters turn green
from algal blooms, fish have vanished from overfishing,
noise from vessels never stops, and trawling has
destroyed the seafloor. Living underwater shows: we

Innovativeness

What makes your solution different and original? Are there similar solutions or
approaches currently available or implemented by education sector practitioners?
If so, why and to what extent is your solution better?

Our solution is original and stands out from the traditional
approaches that are still widely used in the current
education system. In theory, students are expected to
learn about the importance of sustainable behaviour,
paying attention to environmental protection projects, and
expressing their ideas when public or political decisions

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Our idea is extremely important because we live in a
world where environmental problems are becoming
increasingly serious and directly affect people’ s quality
of life. Pollution levels are rising, ocean ecosystems are
deteriorating, and most young people encounter these
issues only superficially and often too late.

Sustainability

Once you have a prototype, what are your plans for a further development,
implementation upscale and replication of the solution? How do you see it
working in the mid- and long term?

Once we have a prototype, we plan to move through
several stages of further development, implementation,
and scaling.

In the early stage, we will focus on testing the prototype
with small user groups, gathering feedback, and refining

Team work

Present the members of your team.

Why are you the perfect team to develop this work and what are the
competencies you all bring in so the solution is developed successfully? What is
your expertise within the thematic field concerned? Are you planning to continue
working as a team in the future? If so, why?

We are the ideal team to bring this idea to life, because
every member of our group took part in shaping the
concept from the very beginning, and this is genuinely the
product we all want to develop. Almost all of us work in
the youth sector and engage daily in youth participation
activities. We are used to working closely with young
people, we understand what interests them, and—as
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	Title of the solution: Seascape: "Improving Ocean Literacy In The Underwater World in Minecraft"
	Challenge addressed: DigiBlue
	Team name: Ida ViruMinds
	Challenge category: Individual competences
	Solution description: Our idea is to develop an educational maincraft engine based game that raises awareness about the urgent need to protect our planet. The game is targeted primarily at young people, as interactive learning is an effective way to engage them and communicate the importance of environmental responsibility.

The concept is based on a fictional world affected by a major disaster which floods an entire city. The main character explores the underwater area and interacts with various in-game characters who provide factual information about ocean pollution, describe its consequences, or request assistance in tasks such as cleaning debris or offering help to those affected.

Through these activities, players gain a clearer understanding of environmental problems and the impact of human actions on marine ecosystems.

We aim to collaborate with educational and environmental institutions to ensure the game’s credibility and reach. Our goal is to scale the project widely, as we are highly motivated and believe that this interactive approach can effectively capture young people’s attention and inspire meaningful real-world action.


	Target grop: Our solution is aimed at children, teenagers, and young adults aged 6–26, for whom a playful and interactive learning environment feels natural and engaging. This wide age range allows us to reach learners at different stages of development — from early curiosity to more conscious and critical thinking about global issues. Our game helps players understand ecological problems they may not have previously considered, such as ocean pollution, plastic waste, overfishing, ecosystem destruction, and the long-term consequences of human activity on the planet.

Through immersive gameplay, interactive missions, and problem-solving challenges, players experience firsthand how pollution forms, how resources are depleted, and how even small, thoughtful actions can contribute to real positive change. The game encourages players to make responsible choices, reinforcing the idea that personal behavior has a global impact. To ensure the game truly meets the needs and expectations of our audience, we involve them through continuous testing sessions, feedback questionnaires, and discussions. This helps us improve the game mechanics, storylines, and educational content based directly on what players find most engaging and meaningful.


	Context: -We aim to address the growing environmental problems affecting aquatic ecosystems. Many young people are unaware of how pollution and human activity harm water environments. Our solution raises awareness by engaging the younger generation through an interactive, game-based learning experience that makes these issues easy to understand.



Alignment with DigiEduHack 2025 theme: Our project supports the annual theme by using digital tools to enhance environmental education and promote sustainability awareness.



Response to the challenge:



We confront the organiser's challenge by creating an innovative digital learning solution that helps students understand real ecological issues, encourages active participation, and provides educators with a practical tool to teach about water-related environmental challenges.


	Impact: Our game brings environmental topics into the educational space in a way that traditional teaching often cannot — through active participation, curiosity, and emotional involvement. Instead of simply reading or listening about ecological issues, players experience them in a virtual world and immediately see the consequences of their actions. This form of experiential learning strengthens understanding and improves long-term retention of knowledge.

On a social level, the game encourages empathy, responsibility, and awareness. It helps develop a generation of young people who not only understand environmental problems but also feel motivated to take action in their communities. Players learn cooperation, critical thinking, and the importance of collective responsibility.

On an environmental level, the game can inspire real behavioral changes: sorting waste at home, reducing plastic consumption, being mindful of water use, and participating in local clean-up activities. These habits, formed through gameplay, can naturally transfer into real life.

Since traditional classroom lessons can often feel boring or distant from everyday life, our game transforms learning into a voluntary, exciting, and meaningful experience. By combining education with play, we increase motivation, curiosity, and willingness to explore the subject further, creating a lasting positive influence on both the learner and the environment.


	Describe it in a tweet: �����A global catastrophe has flooded cities, forcing people to live underwater. Plastic is everywhere, waters turn green from algal blooms, fish have vanished from overfishing, noise from vessels never stops, and trawling has destroyed the seafloor. Living underwater shows: we depend on the ocean, and it depends on us.
	Innovativeness: Our solution is original and stands out from the traditional approaches that are still widely used in the current education system. In theory, students are expected to learn about the importance of sustainable behaviour, paying attention to environmental protection projects, and expressing their ideas when public or political decisions are made. However, in practice, this often remains distant and theoretical.

Our approach brings all of this into a practical, game-based, and engaging environment, where learners can not only read about problems but also experience them, explore them, and solve them in a safe yet realistic setting.

There are similar solutions in the world, but an idea exactly like ours has not yet been created. One of our team members, Mario, previously worked as a project manager at the Defence and Security Knowledge Centre, where he helped develop a game focused on improving media literacy. This experience allows us to build a learning solution on an entirely new level.

For example, the Minecraft game Ocean Heroes may seem similar at first glance. However, our solution differs significantly: it takes place in an underwater city, includes more extensive cooperation with NPCs, and features multi-level problem-solving. Our game covers nearly all major environmental challenges — not only plastic pollution but also underwater noise caused by water transport, overfishing, and much more.

This comprehensive approach, combined with practical engagement and an active role for the learner, makes our solution considerably stronger and more impactful than existing alternatives.


	Transferability: Our idea is extremely important because we live in a world where environmental problems are becoming increasingly serious and directly affect people’s quality of life. Pollution levels are rising, ocean ecosystems are deteriorating, and most young people encounter these issues only superficially and often too late.

Our solution — an educational game — makes it possible to demonstrate in an interactive and engaging way how processes in the oceans actually occur and how human activity affects the marine environment. We do not simply provide information; we create an experience that helps players form a personal connection to the problem and understand its severity.

We believe that this game should be used in school lessons, university courses, and non-formal education. A gamified approach helps learners understand complex environmental topics more easily, and young people tend to respond more openly to such methods compared to traditional teaching. In this way, our idea supports the development of an environmentally conscious generation that understands its role in protecting the planet and recognizes that change begins with each individual.

Our project not only increases knowledge but also motivates real action — reducing pollution, adopting more responsible attitudes toward nature, and supporting initiatives aimed at protecting oceans and the environment.


	Sustainability: Once we have a prototype, we plan to move through several stages of further development, implementation, and scaling.



In the early stage, we will focus on testing the prototype with small user groups, gathering feedback, and refining the mechanics and educational content to ensure that the solution is both engaging and effective. We also plan to conduct pilot sessions with selected schools or youth centers to validate the learning outcomes and make necessary adjustments.



In the mid-term, after improving the prototype, we aim to integrate it into training programs and collaborate with educational institutions, environmental organizations, and youth-focused initiatives. This will allow us to implement the solution more broadly, develop structured learning modules around it, and begin raising awareness about real-life environmental issues on a larger scale.



In the long term, we plan to upscale and replicate the solution by expanding to more regions and languages, building partnerships with national and international education networks, and continuously updating the content to reflect current ecological challenges. We also see potential for creating additional game modes, workshops, or digital tools that complement the original concept and ensure its long-lasting impact on environmental education.


	Team work: We are the ideal team to bring this idea to life, because every member of our group took part in shaping the concept from the very beginning, and this is genuinely the product we all want to develop. Almost all of us work in the youth sector and engage daily in youth participation activities. We are used to working closely with young people, we understand what interests them, and—as young people ourselves—we share their perspective.

One of our team members, Mario, has previously worked with a similar concept in the context of media literacy development, giving him valuable first-hand experience that directly supports this project. The rest of the team brings strong motivation, knowledge, and practical skills in youth engagement and project implementation.

We definitely plan to continue working together in the future. We are already good colleagues and familiar with each other’s strengths, and we clearly see that each team member forms an essential part of the foundation needed to successfully develop and implement this project.


	Higher Education Students: Off
	Researchers: Off
	Professionals: Off
	Teachers: Off
	Primary School Students: Sí
	Secondary School Students: Sí
	Others: Off
	Other background: 


