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Player are you ready- Let the game begin.

Tired of the same old routine? Join us on Nov 30th for a
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Title of the solution:

(o FNICL L LYY LIEEELY. B Plastic Pollution in the Indian Ocean

A Cruise Ship Escape Room Game

Team name: Redesign Learning

Challenge category:
Solution description Target group

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?

Innovativeness

Learning Spaces and Pedagogies What makes your solution different and original?

Can anything similar be found on themarket? How innovative is it?
This game is innovative in that it will leverage the
following aspects:

1. It offers a unique way of learning about the ocean and
marine pollution. In Kenya, we have not seen any games
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Who is the target group for your solution?
Who will this solution affect and how?
How will they benefit?

Our main target group is university students who study
Environmental science. However, our solution will also
be open to youth passionate about environmental
conservation and climate change.

Transferability

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

The solution can be used in other contexts where the
audience speaks English, is able to interact with
technology, has internet access and basic reading and
writing skills.

Our solution/ final experience will consist of a Virtual

escape room and a follow-up in person event. This solution will help university students explore the

_ _ o topic of ocean literacy and marine pollution.
The virtual escape room will serve as a pre-event activity

to engage patrticipants, leading up to the main event.
Since our audience enjoys physical gatherings, we are impactful projects they can work on, explore potential
integrating this virtual experience into a larger, in-person career paths, and connect with others interested in
event. environmental conservation. Through our game and
in-person event, we aim to support them in achieving
these goals.

Our target audience is university students. University

students seek opportunities to discover impactful projects What is the impact of your solution? How do you measure
thev can work nn eynlare nntential carear nathe and it?

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

University students seek opportunities to discover

The virtual escape room is hosted on a cruise ship. We
chose this setting based on the theme of the hackathon
(Blue escape) and also to give the learners a new
experience. Most learners have not been on a cruise ship
and so this setting would grab their attention.

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 run the virtual escape room as a pre-event
activity to build engagement and increase attendance for
an in-person event.

We will measure impact by identifying: To sustain thi§ initiati.ve,. we vyill partner yvith othtlar

LT

1. The number of people who successfully complete the
game, meeting the learning objectives embedded in the
experience.

2. The number of game replays. We hope the game is
engaging enough for learners to want to replay it and
master the concepts.

Team work

We seek to reduce plastic pollution in Kenya. Plastic

pollution is the greatest threat to our oceans Explain why you are the perfect team to develop this work and what

Additionally, University students studying Environmental
Science seek opportunities to discover impactful projects
they can work on, explore potential career paths, and
connect with others interested in environmental
conservation. Through our game and in person event, we
aim to support them in achieving these goals.

By empowering these university students we are

3. Behavior change data. Through repeated gameplay
over several months, we can measure the learners’
knowledge retention and behaviour change over time.

4. The number of participants at the physical event,
indicating the game's success in driving interest.

5. The number of commitments made by learners to take
action against marine pollution. We will ask learners to
make commitments.

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 is well suited for this project as we bring diverse
skills and resources to this project.

Violet Warutere is an Environmental Science student and
videographer. She brings a deep understanding of
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	fill_3: Our solution/ final experience will consist of a Virtual escape room and a follow-up in person event.



The virtual escape room will serve as a pre-event activity to engage participants, leading up to the main event. Since our audience enjoys physical gatherings, we are integrating this virtual experience into a larger, in-person event.



The virtual escape room is hosted on a cruise ship. We chose this setting based on the theme of the hackathon (Blue escape) and also to give the learners a new experience. Most learners have not been on a cruise ship and so this setting would grab their attention.



Our target audience is university students. University students seek opportunities to discover impactful projects they can work on, explore potential career paths, and connect with others interested in environmental conservation. 



For the in person event, we plan to partner with various organizations that can showcase sustainable products and services to our audience, offering insights into creating environmentally responsible solutions.



Resources we require include:



- **Learning Design Software Applications:** To create a high-quality virtual escape room, we need advanced tools like ELB Cenario VR for virtual reality and scenario-based learning platforms like We Are Learning. However, these tools are costly and difficult to access. They are valued in Euros and Dollars, which makes it particularly difficult Ito access as our currency (Kenya Shillings) does not match these. If unavailable, we may use Google Slides and Google Forms, though this may impact the learning experience's quality.

- **Access to Subject Matter Experts:** We currently have limited access to experts in ocean literacy and no access to experts on the topic of systems thinking, which limits our ability to build a comprehensive experience.

- **Funding for Marketing:** To effectively promote the game and events online, we require additional funds, as our current resources are limited.



The success of the virtual escape room will be measured by:



1. The number of people who successfully complete the game, meeting the learning objectives embedded in the experience.

2. The number of game replays. We hope the game is engaging enough for learners to want to replay it and master the concepts.

3. Behavior change data. Through repeated gameplay over several months, we can measure the learners’ knowledge retention and behaviour change over time. Behavior change data will be collected from scenario-based learning in the game and other data points.

4. The number of participants at the in-person event, indicating the game's success in driving interest.

5. The number of commitments made by learners to take action against marine pollution. We will ask learners to make commitments.



This game will be beneficial to our team and the DigiEduHack event organizers in that:



1. The game will help both organizations to build a community passionate about environmental conservation.

2. For the audiences that play this game, the game can foster long-term behavior change aimed at reducing marine pollution.

3. The game will bring greater awareness on the topic of ocean literacy.

4. The Redesign Learning team also plans to use the game to promote ecofriendly products which increase our impact as well enable us to raise funds to increase the sustainability of this solution.
	fill_4: Our main target group is university students who study Environmental science. However, our solution will also be open to youth passionate about environmental conservation and climate change.



This solution will help university students explore the topic of ocean literacy and marine pollution.



University students seek opportunities to discover impactful projects they can work on, explore potential career paths, and connect with others interested in environmental conservation. Through our game and in-person event, we aim to support them in achieving these goals.
	Context What is the problem you are facing What is the challenge that you are solving: We seek to reduce plastic pollution in Kenya. Plastic pollution is the greatest threat to our oceans.

Additionally, University students studying Environmental Science seek opportunities to discover impactful projects they can work on, explore potential career paths, and connect with others interested in environmental conservation. Through our game and in person event, we aim to support them in achieving these goals.



By empowering these university students we are educating and supporting future problem solvers to identify key opportunities where they can play a role in solving the complex challenge of solving marine pollution.
	Impact What is the impact of your solution How do you measure it: We will measure impact by identifying:



1. The number of people who successfully complete the game, meeting the learning objectives embedded in the experience.

2. The number of game replays. We hope the game is engaging enough for learners to want to replay it and master the concepts.

3. Behavior change data. Through repeated gameplay over several months, we can measure the learners’ knowledge retention and behaviour change over time.

4. The number of participants at the physical event, indicating the game's success in driving interest.

5. The number of commitments made by learners to take action against marine pollution. We will ask learners to make commitments.
	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: ✨Player are you ready- Let the game begin.🌊



Tired of the same old routine? Join us on Nov 30th for a thrilling virtual reality game that combines fun with ocean literacy! Dive in, explore, and have a blast! 



#GameOn #OceanAwareness #VirtualReality
	fill_2: This game is innovative in that it will leverage the following aspects:



1. It offers a unique way of learning about the ocean and marine pollution. In Kenya, we have not seen any games focus on marine pollution and so this game will be first in the market.

2. The game will leverage scenario based learning enabling the solution users to measure behavior change over time. Most learning solutions measure learning through self reported assessments, this will be a new data driven way to measure the impact of this learning experience. This will position the game as a strategic solution for teaching ocean literacy.

3. By combining virtual reality and scenario based learning, the game will offer a high quality learning experience to learners, different from their day to day activities.

4. It puts the audience in a new setting that most have never been in, a cruise ship.
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: The solution can be used in other contexts where the audience speaks English, is able to interact with technology, has internet access and basic reading and writing skills.



The game can be designed to also work offline but tracking learner performance will be difficult in an offline setting.
	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 run the virtual escape room as a pre-event activity to build engagement and increase attendance for an in-person event.



To sustain this initiative, we will partner with other environmental organizations to expand the reach of this solution and develop additional learning games that promote environmental events.



Additionally, we are considering partnerships with eco-friendly product companies to help boost their sales, generating funds to support this game's development and future projects.
	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 is well suited for this project as we bring diverse skills and resources to this project.



Violet Warutere is an Environmental Science student and videographer. She brings a deep understanding of university students' interests and strengthens our connection with this audience. Her videography skills will enhance the experience, making it more visually engaging and appealing.



Lilian Warutere is a learning designer, focused on creating impactful and engaging learning experiences. She will apply evidence-based methods to ensure the experience is both effective and impactful.



We are both very passionate about the environment and creating engaging learning experiences.



We plan to work on this project together in the long-term.
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