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OURaim
The aim of the project is 

to sensitize people about 
the environment care and 

sustainability, considering circular 
economy and reusable materials

We focused especially on 
disposable plastic damages



OURaim
Plastic is modifying our food chain:
each one of us eats 8 grams of 
plastic every week

Each item of plastic we buy 
produces CO2 by being created 
and more by being incinerated



TARGET ANDtheories
High school students (from 15 to 19) 

Social Cognitive Theory: self-efficacy 
and moral disengagement

Biological issues and consequences

his faurlHIS FAULT

HER FAULT

THEIR FAULT

NOT ME



TARGET ANDtheories
Self-efficacy considers how capable 

we feel towards a task, so we tried 
to improve people’s skill challenging 

them in taking care of the environment 
through our game 

Moral disengagement considers the way 
we justify our bad behaviors to ourselves, 
so we tried to make people aware of the 
negative consequences of their actions 

on the environment

his faurlHIS FAULT

HER FAULT

THEIR FAULT

NOT ME



EDUCATIONALgame

Bad behavior

Reflecting
Bad behavior

Good behavior

Becoming aware of 
the consequences

You can choose

Being conscious 
of the alternatives



BEFOREus

Level 1
House
Sensitize on 
waste recycling

REDUCE - REUSE - RECYCLE



BEFOREus

Level 2
Campfire
Sensitize on 
cleaning the 
environment

REDUCE - REUSE - RECYCLE



OURlevel

Level 3
Supermarket
Educate to reuse

REDUCE - REUSE - RECYCLE



VIRTUAL reality
Computer generated simulation 

of an interactive three-
dimensional environment

Virtual reality used in 
educational field



OURgamification

Texturing

Story GUI

Animations

Physics Coding

Audio

Video

3D models

Videogame
What you see of a videogame is 
only the top of the iceberg:  
behind there’s a complex work 
that involves different aspects
and abilities



WE USEDunity
The computer 

programming of the video 
game was made using 

Unity as a graphic engine

Many items situated in 
the supermarket were 

modeled from scratch, 
colored and then moved 

to Unity platform



GRAPHIC ANDmultimedia
After the game, the 
performance will be 
commented on the basis of 
the products the video player 
will have chosen

• Causes of behaviors
• Consequences 
• Reusable alternatives



GRAPHIC ANDmultimedia
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THINKING OUTof the box
Team working

Project planning

Time management

Collaboration

Scientific approach

Problem solving

Flexibility

Conflict resolution



TRY THE VRexperience
Teleport

VR Headset

Grab items
Interact with things
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