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Houston, we have a



66

in the ocean is from

y including individuals,

industry and improper waste management/infrastructure.






Il INSIGHT

o We are not accepting responsibility for the current
state of the ocean.

o We are ignorant about our roles in ocean pollution.



OBJECTIVE

Protect marine life through raised awareness
on the journey and effects of marine litter.



TARGET AUDIENCE

Ages 7 and up!



m CONCEPT

Create an

depicting the fatal impact of improper waste
management and irresponsible consumption
on marine wildlife.




KEY MESSAGE

Every choice we make counts towards
either the quick death or slow recovery of
our oceans.
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CORE EXPERIENCE






| died because
you insisted on
spending that
extra 20 cents
for a plastic bag




Once user(s) leaves, the screen darkens once again,

SFX : Ambient underwater music becomes brighter again
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Houston, we have... problem?



66

Poverty persists.



I FACTS

o Nearly 22,000 children die each day due to living
In poverty.

o Global poverty has decreased by half over the
last decade; however, 71% of the population still
live in low-income or poor ... conditions.



Il INSIGHT

o Most people don't realise that poverty is a

o Poverty is always than we think.






OBJECTIVE

Remind the public that beyond our usual spaces of comfort,
there are people facing serious difficulties in life;



TARGET AUDIENCE

Ages 7 and up



m CONCEPT

Offer

through the personification of
poverty’s cause and effects as physical items, to
educate everyone about the different features of
poverty in an approachable, memorable way.




KEY MESSAGE

When we understand the faces of poverty
better, the perceived challenge of tackling it
becomes much more approachable.



IDEA BLUEPRINT



REACTABLES

2.2m x 2.2m x 2.4m




CORE EXPERIENCE



User picks up one of the interactable items to

examine it.







item has a different narration, and varying

reactable item link.




THANKS!
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