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BRIEF: SUSTAINABILITY GAME

Bellingham’s reputation as a sustainable community has garnered much attention. 

However, with more material waste being produced in the world, the need for early 

education is crucial to preventing a larger environmental problem. The city would like 

you to propose a new interactive game for elementary school students that educates 

the why and how of recycling and composting.



INITIAL RESEARCH AND FINDINGS

In our initial research, we were able to conduct interviews with individuals in the 

Sustainability field, as well as the Education field. 

We learned that because Bellingham is a city with a large focus on sustainability 

literacy, there were many programs and games that already existed in the school 

system which helped children learn and practice sustainable habits.

Because of this, our team decided to reconstruct the brief into one that was more 

challenging and less redundant to the environment.

Interviewed by Enk:

Carol Berry, WWU Office of Sustainability

Jodi Kinzel, Literacy Specialist at Silver Beach Elementary School



USER RESEARCH: CAROL BERRY INTERVIEW NOTES

Whatcom Smart Trips - classroom games
 Jeopardy style game about Alternative 
Transportation

Office of Sustainability - Fishing Game
 Students fish out materials and sort them (recycling/
landfill/etc.) with the help of an attendant

mygarbology.com is an online waste sorting game

ask yourself this question: how does learning affect 
behavior?
 we need to set criteria

Digital is easier to distribute
 Maybe combine both digital and physical
 Hone in on what the learning should be

Kids like online map quizzes because it helps them learn 
how to identify features on a map
 Transfer game to behavior

Transportation: The Circle Game
 find where you are on a map, look for landmarks 
within a 1-mile radius
 make note of how to get there using alternative 
transportation

Transportation is less difficult to “make fun”

Scavenger Hunt
 assess transportation facilities
 Google Earth - analyze pedestrian/driver behavior

Physical Kits with Digital Components (Teacher/Student)

Food: Common Threads with the Outback Farm

Shelter: Recycling Game, SSC, where garbage goes
lights, garbage, water, reusing

consider home life

Bring thought into:
 Experience Support Learning
 What are the desired learning and behavior 
outcomes?
 How easy is it the produce and replicate?



USER RESEARCH: JODI KINZEL STRUCTURED INTERVIEW

Background:

I am a literacy specialist. I support not yet at standard students in 
literacy. I also support their teachers with these students’ interventions 
and materials for their lessons. I push in to the classroom to team teach, 
pull kids out in small groups of 2-4, and work with kids one to one.

1. What kind of games do you play with students (individual, with the 
whole class, etc.) and why do you play these games with them?  

I play sound/letter games, phonemic awareness, sight word, and 
comprehension games with students. Both receptive and expressive.  
They often include using the V.A.K.T. qualities (visual, auditory, 
kinesthetic, tactile). The more kids use all of these qualities while 
learning the higher the probability of learning. For instance students 
will stomp on letters, make letters out of their bodies, write them in 
sand, see them in different colors... I intermix these qualities in games. 
I do them small groups of 2-4. They are engaged and motivated while 
playing games!! We play these games to help meet their current 
learning targets and to observe to gather formative assessment notes. 
They are also good for social teaching/character building and for the “7 
Habits” (Leader in Me) that we are incorporating at Silver Beach.

2. Do you use any digital games (video games, mobile/tablet apps, 
computer games) with your students? 

The district bought all of the Literacy Specialists iPads this past fall. I 
use mine every day. They are very helpful for motivating learners and 
there are a lot of Common Core-based apps to use with kids as support 
to interventions. We also use RAZkids online which is an instructional 
reading program with games. For Math we use IXL online and has 
instruction and games.

3. Do you think that digital games or physically interactive games are 
more successful in the classroom?

It very much depends on the learner and what their needs and focus 

areas are. I have used both digital and physically interactive games with 
many different students and have found both equally effective. Kids 
that need to build social skills benefit from physically interactive 
games, children that need quiet breaks to stay calm benefit from 
digital games. Some kids need to physically touch 3-d items to learn 
where others can learn in a more receptive and respond digital game. It 
depends on the formative assessment you get after the students play 
the games.

4. What do you believe are the most important things to consider when 
playing games with students?

Learning targets, learning targets, learning targets!! Make sure the kids 
understand their learning goals specifically and how the game will be 
helping them to meet those targets. Also consider if the game is for 
instruction purposes or for review and practice. For instructional games. 
implement ways to start the game at their independent level moving 
gradually to a stretch level while they are playing. These games should 
be led in a small group by a teacher. If they are reviewing skills already 
taught they can be  independently played after teacher modeling in 
the “I do, We do, You do” model. Also consider the time you have and 
how long the game will take. Kids will want to finish or complete the 
game in the time you have. Also leave time for reflection afterward 
so kids can share with you and each other what they learned and how 
that connects to their learning goals. Also consider how kids will feel 
about being the winner or loser. Some games I have don’t have a winner 
or loser, and some do.  Be considerate about how you group kids to 
provide a successful learning experience for all of them. 

5. What kind of learning programs/systems/games does Silver Beach 
have regarding Sustainability?

We have a garden that grade levels take turns planning for and take 
care of. They also study sustainability in their Science content. As far as 
games I ‘m sure they have some varying from grade level to grade level. 
Since I’m not a classroom teacher I don’t teach those games.



RECONSTRUCTED BRIEF

Create an interactive platform that assists parents in teaching their children about 

sustainability literacy.

The new brief allowed us to understand better the next steps of research including 

users and competitors. We still kept our initial age range of 6 to 12 year old target 

audience. Ryan was able to hold interviews with his nieces, and Skylar was able to get 

parents’ perspectives by interviewing Paula and Pablo Airth, both professors at WWU 

and design professionals.



USER RESEARCH: CHILD INTERVIEW (RYAN’S NIECE, 9 YEARS OLD)

How old are you?
9
 
What do you know about sustainability/recycling/
composting?
Nothing about sustainability.
About recycling, only to put paper and bottles in it, and 
there is a cycle.
Nothing about composting.
 
What is the most memorable game you’ve played?
Playing with Mom and Dad, swimming and tag and hide 
and seek.
 
What made it so memorable?
Because I love my Mom and Dad.
  
What is the most fun game you’ve played?
The squishy game that I made up, you get a group of 
people with squishy toys and you play with them.
 
What was so fun about it?
Because of the squishy things, and it is fun because if you 
lose you don’t get candy but if you win then you do.
I play it with my friends.
 
What are your favorite types of games (e.g. acting, video, 
board, card, other)?
I like acting games because you get to act in them.
 

When do you usually play games?
In the evening.

Where do you usually play games?
In my room, and Learning Ladder (daycare establishment) 
and outside at Big Lake and in the water

What was one of the most fun times you’ve had at school?
Planting plants.
 
(Why was that so fun?)
Because I like having nature around and seeing nature and 
how it moves, like lizards, I love lizards,
 
What was one of the most fun times you’ve had in the 
classroom?
The most fun time in the classroom is when we get to do 
science, with water, water science, get waxing paper and a 
board and see what goes down it faster, between various 
water droplets, and to stick my hand in hot water, and see 
my hand turn red, then put it in cold water.
 
If you were going to design a game, what would you want 
it to have?
Keeping lizards and playing with lizards with your friends.



USER RESEARCH: CHILD INTERVIEW (RYAN’S NIECE, 5 YEARS OLD)

How old are you?
4, almost 5 in October.
 
What do you know about sustainability/recycling/
composting?
No comment.

(Do you have a recycling bin?)
Yes

(What goes in it?)
Wood
 
What is the most memorable game you’ve played?
Candy land.
 
What made it so memorable?
I like to hold candy, chomp it in my teeth, and pop my 
mouth off.
Because it’s my favorite thing to do.
 
What is the most fun game you’ve played?
I like puzzles, I like food, I like candy.
 
What was so fun about it?
(interviewee was uncooperative, hard to get meaningful 
information)
 
What are your favorite types of games (e.g. acting, video, 
board, card, other)?
Motorcycle games, board games.

When do you usually play games?
Bedtime
 
Where do you usually play games?
In the house, on the floor, in the living room.

What was one of the most fun times you’ve had at school?
I like to play dress up.
 
If you were going to design a game, what would you want 
it to have?
When I grow up I want to be Queen Elsa, and an Elsa game.



USER RESEARCH: PAULA AND PABLO AIRTH INTERVIEW AND NOTES

Do you talk about sustainability to your kids? How?
Conversations are less about sustainability as a concept 
and more about being Frugal with resources and 
consumption in general (being responsible about what 
they use)

Key points
     Don’t address the why as much 
     Backpacking to visualize relationships between earth 
and consumption
     Going off trail and consequences
     Sustainability is addressed in more in a lifestyle way and 
less of a formal way. Responsibility.
     Scrappy / resourceful

Teaching things that actually empower the child instead of 
gearing the child to talk to their parents
-Water life cycle

Do you gear education based on age?
     Younger kids are less worried about the bigger picture 
of things
     Teach younger children through incremental changes

Do you play games with your kids?
     Yes- How?
     Talking through things with them
     Quiz games
     Respond differently between other children than with 
parents

How can app games for children be improved?
     Balance between simplistic look and complex message
     Toca apps - simple, fun, and visually engaging games
     Ads are bad
     Not much there at the heart of it = less play
     Several variables of interaction cause more interest  = 
more play
     Addictive quality
     Something that tells a story = sustained interest

Ultimate Goals for children?
     To be knowledgeable about resources and to be 
responsible.
     Where do things come from? Water, energy, food.

How do you decide which games for kids to play?
     Parents typically search for games
          Two goals: Get them to zone out shut up and play 
but also to teach them something
     Visual component - Informs the audio
     Audio component (annoying or not). Visually appealing 
games typically have better sound quality



COMPETITOR RESEARCH : THE EXPLORER’S LIBRARY AND TOCA BOCA

The Explorer’s Library was the main competitor of educational app games we looked 

at for research. Many of the games regarding sustainability were designed for quick 

classroom work (coloring pages, fill in the blanks, etc), and none really existed as 

app games.  The Explorer’s Library was the first series of game apps we saw that put 

visual and interactive aesthetics on the same level of priority as learning for children.

THE EXPLORER’S LIBRARY

http://tinybop.com/apps


USER GOALS/USER EXPERIENCE GOALS

visually appealing

comprehensive

entertaining/engaging

applicable

trustworthy

simple/understandable

variety of interactions that are not too 

complex,

yet still challenging

bigger focus on visual cues rather 

than audio cues

comprehensive/meaningful activities 

that users can incorporate into their 

life/habits



FAMILY PERSONA: THE PERCHES

Father: Jason Perch

Age: 38

Occupation: Architect

Mother: Sarah Fairfield

Age: 42

Occupation: Art Director

Combined Salary: $200,000/yr

Children: Bailey and Tom,

Ages: 11 and 6

Location: San Francisco, CA

Background: 

Jason and Sarah met at UC Berkeley as graduate and undergraduate students. After 
graduating, they both relocated to San Francisco, where they got married and started a 
family. 

The family currently resides in the suburbs. They are interested in sustainability from global 
health perspective, and want to teach their children to embrace a sustainable lifestyle. 
They also try to lead a healthy lifestyle as well. The Perches buy locally from the farmer’s 
market, and are involved in carpooling with other families to reduce their carbon footprint. 
The Perches place an emphasize on being environmentally conscious and sustainably 
responsible.

The family also embrace technology and own a home computer, a laptop, tablet, and cell 
phones. However, the children are supervised when using this technology so they don’t 
develop bad habits. Jason and Sarah look for wholesome and educational game experiences 
for their children to help them develop good behavior as well as spending time together as a 
family.



FAMILY PERSONA: THE JACOBSONS

Mother: Tina Jacobson
Age: 36
Occupation, Salary: Department Store Manager, $30,00/yr

Son: Zach Jacobson
Age: 8

Location: Kansas City, MO

Background: 

Tina grew up with two siblings, in a lower middle class family. Because her family couldn’t 
afford to send her to college, Tina joined the workforce instead. She is a single mother, and 
has a strong work ethic, motivated by her son, Zach, to give the both of them a better life. 
It is important to Tina that Zach develops good values through his education, as well as 
frugal ones since they don’t have a lot of money.

Friendly but introverted, Zach doesn’t spend a lot of time outside or with other kids. 
However, he is creative and artistic and he likes to make up cartoon characters.

The Jacobsons don’t own a lot of technology, just a cell phone and home computer on 
which Zach spends some time when he is waiting for his mom to come home.



SCENARIOS

The Perches

The Perches often visit their 

grandparents a few hours away, so 

they need a game to keep Bailey 

and Tom entertained during the 

car ride.

They also enjoy spending about 

an hour or two after dinnertime 

playing educational games 

together before the Bailey and 

Tom go to bed.

The Jacobsens

Tina often has to stay at work late 

due to having to supervise her 

employees during late shifts as 

well as floor changes within the 

store. Because of this, she needs a 

way for Zach to stay entertained 

at home. She doesn’t mind if 

he plays games on the home 

computer, but she would rather 

the games be educational so that 

he doesn’t develop bad habits.



BRAINSTORMING (WARNING: BRAIN DUMP)

Sims-like game in which the family has to take care of a household 
using Sustainability methods.

includes videos about the cycle of water, or page like that

path game that illustrates the path of where resources come from, 
how it’s used, and where it ends up

sustainability issues that could assist in focusing game content/
concepts
 
fossil fuel reduction
-> alternative energy
-> electricity use reduction
-> transportation
         -> other energy
         -> increase efficiency
 
food
-> grow w/ less water
-> 1/2 – 1/4  of food grown is wasted
         -> most are put in the garbage instead of composting
 
recycling glass and paper have bigger potential to be recycled more
 
- clarity in disposal methods for stuff = needs help and confusion 
leads to more waste
-> dirty paper can be composted, not recycled, instead of thrown 
away
-> plastic types that can be recycled, if people know more, would get 
thrown away less
 
e-waste, most e-waste is thrown in trash. although it is a small %age of 
total solid waste, it is resource heavy material and has large potential 
to be recycled instead of trashed
 
game should “reward” actions that promote sustainable choices and 

actions
while punishing or be no reward (neutral) otherwise
 
game can have both individual and interactive elements (i.e. w/ other 
people)
 
game should be accessible by all children (regarding cost, location, 
etc.)
 
game can augment real life behaviors
 
game can detect sustainable actions to reward points
 
game as multiple modes:
“video game” or “board game” mode teaches sustainable behaviors 
and allows solo play, with smaller reward values, and simplifies the 
concepts for younger children
 
-real life, interactive component allows older kids to be more involved
 
parent monitoring can involve parents in confirming or approving 
sustainable child behaviors
 
when people collaborate on sustainable actions, greater reward value 
is given
 
the game “pieces” represent one element or type of sustainable action 
(i.e. the main topics or themes, like transportation, resources fossil 
fuels, electricity, food, etc.)
 
then components can be combined to represent higher levels of game 
play, to add complexity (for older children or kids who have moved 
beyond the basics) and give higher reward values
 
connecting game pieces allows for transactions and sharing of 
resources (or reward points, etc) to help create a system we all need 
and symbolizes real life systems (i.e. interactions between sustainable 



dynamics like food, fuels, energy, water, etc.), connections in the 
“sustainability web” (SW)
 
“create or follow a path” game = by progressing in game play, the 
player turns an ugly, trashed earth or community into a brighter, 
healthy place
 
within each element of the SW, related concepts will be turned into 
games to represent the lessons or awareness that we want the game 
to teach
 
examples:
 
resource element: (has games/concept related to...)
recycling game, like sorting, choosing, selecting the appropriate items 
and matching to the correct disposal bin/method
 
food element: (has games/concept related to...)
mixing compost
adding stuff to compost
spreading compost in garden
planting seeds
choosing seeds/plants to grow
building a compost bin
watering plants
catching rain water
green houses
demonstrating sustainable gardening (like “square food gardening”)
 
a game piece idea would be like a separate electronic device with 
a screen allowing gameplay, the games and content loaded on that 
“piece” are related to the characteristics of that element of the SW. 
eg. fossil fuels element could be “piece” appearing like a block of 
coal, and it has the resource related games on it, in which players win 
points or rewards related to that type of resource,
 
by having separate reward points related to the various elements 

of the SW, it will lead to the need for points from multiple people 
or players (or a single player to play various elements) in order to 
combine them into a pool to gain greater rewards or accomplish the 
goal of greenifying the earth/community, etc.
 
by having game pieces focus on certain elements of the SW, it 
simplifies and isolates specific actions people can do to help
then it also allows for people to put the pieces together in order to 
learn and understand how it all connects to the larger picture, and 
causes people to work together, to accomplish greater sustainable 
activities, and greater rewards
 
the specific element pieces have built in sensors or monitors in order 
to confirm or validate or assist w/ the real world component of game 
play, like measuring the weight of recycled materials, or the amount 
of vegetables grown, etc, that lead to more points for the real world 
version of the game
 
each part of the web has games that represent either possible 
solutions to the related problems ( = to raise awareness) or contains 
current/actual actions people can take to improve sustainability
(e.g. recycling = something someone can actually do, but converting 
their house to use geothermal energy games would raise awareness 
to concepts like alternative energies, rather than being something 
someone can do themselves)
 
(see “Sustainability Web” image for concept, next page)

 
* the goal/”community” can represent multiple local, regional, or 
global scales/locations, and can be based on real data/needs of the 
given areas in real life.
 
different “levels” can be chosen, to play in separately, or the results 
from lower levels (lower meaning more detailed or narrow in terms 
of the “community” goal scope, like neighborhood, city, regional) 
game play actions/rewards can be combined to affect the higher (i.e. 

BRAINSTORMING (CONT.)



global) levels,
players can select the “level” to play at, i.e. chose to see their actions 
contribute and improve their neighborhood, vs. playing at the global 
level, to have their actions/points contribute to the general global pool 
of success
 
this allows for the games to adapt to the needs that match the needs 
of the local communities and content or actual geographical regions 
that they are in or choose to play in, this means that the most needed 
sustainable actions for that region are also needed and reflected in 
gameplay, so the skills or information players are experiencing or 
taught are especially relevant for their context in terms of what’s going 
to help the most,
 
for example, recycling skills are of little value to someone who has 
no materials assets to recycle, but perhaps water resources are 
more relevant, so those game features are rewarded or highlighted 
within their version of the game more if they are playing a “level” that 
represents their actual location
 
to reach goal of sustainable community in the game play, a balance 
of all the elements is needed, therefore it creates need for eventually 
1 person working on multi-facets, or other people participating/ 
“playing” together.
 
this type of model can create stewards of the environment by the 
game play allowing them to see, learn, and practice the actions needed 
to achieve it in real life
 
game pieces resemble the elements of the SW that they represent
 
all pieces fit together to share progress/points/rewards/ to get closer 
to achieving the final goal
 
trading or sharing resources is as simple as swiping across two 
connected devices
 

selecting one game element lets  people start small and simple and 
allows choice based on individual interest
 
connecting parts allows for multiplayer game experience by 
expanding the dynamics of the game, or combining one game type 
into a higher level or more complex experience so that two people 
are needed to master it. the scope or challenge level of the game 
and reward points increase accordingly, therefore it fosters working 
together
 
sharing points/goals = to create the basic, fun, game components. 
This gives everyone an entry point to the system.
as user gain experience, they are given choices or informed how 
to also switch or add to points by playing the “real world” mode or 
version w/ real actions/activities.
 
- points for both game and real world versions could be combined, 
and contribute to game success individually and community-wise
 
players can work towards improving virtual version of their world, or 
the actual real world version
 
->perhaps game actions could help only the virtual world, and real 
world actions could help (and would help) real world version.
 
this creates the need to identify the main sustainability elements, and 
figure out how to measure/improve/score actions and improvements 
related to the real world game actions and their effect on the 
community
 
game pieces/components would be durable, made of recycled 
materials, and all materials can be reused, repurposed if every 
disposed of.

BRAINSTORMING (CONT.)



REFINING

Most of our refining and planning was completed through whiteboarding.



FINAL CONCEPT

RESOURCE RESCUE
The purpose of the game is to teach children healthy 
habits through games involving different sustainability 
areas. They do this by becoming “Rescuers”.

GAME FEATURES
- When first purchasing the game, the game sends “access/
activation code” for parents through email. This code lets 
them into the parental area of the game which will allow 
them to unlock/lock certain challenges.

- Parents can opt-in to allow challenges with their kids.

- The game is accessible from a computer and a tablet. No 
mobile version though.

GAMEPLAY: LEVELS (Earns kids half of the points)
There are six levels of games. The games have the purpose 
of helping players learn and practice better sustainability 
behaviors in their lives. Each game level will have an intro 
screen with information relating to its specific area of 
sustainability.

RECYCLE: conveyor belt game in which the game 
increases in speed and forces the player to recycle faster.

FOOD: the player is given a budget and has to go 
shopping for groceries with the goal of gaining more for 
less.

ELECTRICITY: the player has to follow people around in 
an indoor environment and turn off electric components 
that these people have left on. Characters will increase and 
the player is given a time limit in which they must continue 
to turn off electricity or they face the wrath of the game 
characters.

WATER: the object of the game is to conserve water at 
home (turn off faucets, take shorter showers, etc.)

TRANSPORT: figure out what kind of transportation is 
appropriate for what types of people (carpooling, taking 
the bus, biking, etc.)

ALTERNATIVE ENERGY: create a balance between 
different renewable energy resources (solar panels, wind 
turbines, and geothermal energy).

GAMEPLAY: REAL WORLD CHALLENGES (Earns the 
other half of the points)
This screen features the challenges that parents can 
unlock for their children in the real world. Parents will 
then approve of the challenges so that their kids can earn 
points.
 
RECYCLING
do the recycling one week
start a compost
learn what recycling program is at your school
identify recycling locations for additional material (plastic 



FINAL CONCEPT (CONT.)

bags, computes, cell phones, batteries)
use refillable water bottle
 
FOOD
make smart/sustainable food choices
start a vegetable garden
harvest and eat vegetables from your garden
use your compost around the house
visit a farmers market
research a local farm
find the source of one of your food products
rate the quality of the purchase depending on how far it 
travelled
grow a plant using a “hoop” greenhouse
 
TRANSPORT
ride your bike somewhere you would normal drive to
ride the bus
use a carpool for a trip
research the impact of hybrid vehicles
research your carbon footprint
 
WATER
setup rainwater catching system for use outdoor watering 
and washing
reduce shower times
reduce yard watering
wash clothes in cold water
rinse less (clothes, dishes)
 

ELECTRICITY
find a better light bulb for your family
learn what home components use the most energy
identify at least 4 instances where power could have been 
conserved
make sun tea
 
ALTERNATIVE ENERGY
research other forms of alternative energy
write a letter to congress supporting investment in 
alternative energy
research the impact of biofuels
 
 
GAMEPLAY: WORLD IMPROVEMENT
This screen features the world the.”rescuers” will help. 
Rescuers will take their points and use them improve six 
areas of the world that need sustainable action.

POINT SYSTEM
Missions = 3000pts. (Levels 1&2 = 300pts/each, 3&4 = 
500 pts/each, and 5&6 = 700pts/each)

Challenges = 3000pts.
At least 6 challenges must be completed = 500pts/each
Points will be divided among challenges if more are added

The game would be accessible on both a home computer 
as well as a tablet. For the sake of time and management, 
we designed mainly for the tablet.



SITE MAPPING

MISSIONS CHALLENGES SETTINGS

Level 1: Recycle

“RECYCLE FACTORY”

Level 2: Food

“SMART SHOPPING”

Level 3: Electricity

“LIGHTS OUT”

Level 4: Water

“WATER WATCH”

Level 5: Transport

“STREET SMARTS”

Level 6: Alternative Energy

“EARTH ENERGY”

MISSIONS

Food

Electricity

Water

Transport

Alternative Energy

Parental Controls

Sound ON/OFF

About the Game

LANDING PAGE
(World Progress View)



WIREFRAMING: LOW-FIDELITY



WIREFRAMING: NAVIGATION



USABILITY TESTING

We were able to conduct usability testing with two sisters named Ruby 

and Fiona, ages 10 and 7 respectively.

While they did their testing on lower fidelity wireframes, neither Ruby 

nor Fiona had any specific trouble navigating around the screens. They 

were clearly able to understand buttons from other.

The part they did get lost on was the “Rescue World” page and 

commented that there was not enough distinction between the visual 

elements that helped them to understand what they were looking at.

From there, we were able to refine what will visually go onto the 

prototype of the final looks of the game screens.

Ideally, another usability testing would occur after the completion of the 

visual designs.



VISUAL DEVELOPMENT



MOODBOARDING



BRANDING AND IDENTITY

Montserrat
Montserrat
Montserrat
Montserrat
Montserrat
Montserrat

Helvetica Rounded
Helvetica Rounded



FINAL LOOKS: MAIN SCREEN

When the game is first opened, a 
welcome screen will pop up letting the 

player, or the “rescuer” what the purpose 
of the game is.

The main screen gives the player access to their 

Missions, Challenges, and Settings, as well as 

their World Improvement page. A progress bar at 

the bottom shows how much the world has been 

improved. Further ideas for visual development 

include a world that starts off looking like it’s in 

need of repair and gradually looking better as the 

player spends points to improve the world.



FINAL LOOKS: MISSIONS

An introductory screen detailing 
the purpose of the Missions and the 

objectives of the player.

Their are six missions that the player must 
complete in order to get half of the points 

necessary to improve the world.



FINAL LOOKS: MISSIONS (CONT.)

“RECYCLE FACTORY”

The player must correctly drag 
objects to the correct bin they are 

to be placed in.

A scoreboard at the end of the 
game shows the player how many 

points they received as well as 
how well they completed the tasks 

required in the game.

An end screen informs the user 
of the importance of the tasks 

they’ve completed in the game and 
how they apply to the real world 

environment.



FINAL LOOKS: MISSIONS (CONT.)

“SMART SHOPPER”

The player is given a budget and 
a grocery list and must choose 

items that are both sustainable and 
budget-friendly.

“LIGHTS OUT”

The player must follow people 
and turn off any lights or electric 
products that they turn on and 

leave in order to conserve energy.

“WATER WATCH”

The player must travel from room to 
room in a house setting searching 
for running water taps to turn off 
in order to keep the water usage 
meter low before time runs out.



FINAL LOOKS: MISSIONS (CONT.)

“STREET SMARTS”

The player must help various characters 
get to different parts of the city 

by assigning them to appropriate 
transportation resources (walking, biking, 

car, etc).

“EARTH ENERGY”

The player must assign different 
alternative energy generators to different 
areas of the environment. They must then 

find the correct combination of these 
generators that will help various individual 

cities to function.



FINAL LOOKS: CHALLENGES

Players must complete real world 
challenges corresponding with the 
six areas of sustainability found in 

the games.

Parents or guardians must approve 
the completion of the challenges 

by signing it off with a special 
password.

Completing all of the challenges will 
give the players half of the points 

they need for improving the world.



FINAL LOOKS: WORLD IMPROVEMENT

The World Improvement page can be 
accessed directly from the Main Screen. 

There are six areas of the world that need 
to be improved with sustainable action. 

Players can use their earned points to 
complete these actions while learning 

about different sustainable actions that 
correspond to the area of the world they 

are “improving”.



FINAL LOOKS: SETTINGS

The Settings page allows parents to 
change the settings of the game to 
whatever they feel is appropriate.

To edit the Challenges, parents 
must sign in with their approval 

password. They receive this 
password when they first download 

an sign up for the app/game.

Parents can turn on or off 
challenges for their kids to 

complete. This can help tailor 
challenges to the environment they 
live in or keep the challenges in line 

with their schedules.



ROLES:

THE TEAM

Initial Research

Competitor Research

User Goals

User Experience Goals

Personas/Scenarios

Brainstorming

Concept

ENK

Sitemapping

Usability Testing

Logo Design

“Water Watch”

“Smart Shopper”

Process Book

Presentation

SKYLAR

Parent Interviews

Moodboarding/

Branding

Visual Design

“Lights out”

“Earth Energy” 

RYAN

Child Intervies

Wireframing

Wireframe Navigation

Usability Testing

“Recycle Factory”

“Street Smarts” 



THANK YOU.


