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What is it? Engagement and curiosity
VENOMventure | aVENENOTtura is a pop-up,

educational escape room about evolution and An e n g ag i n g g bi I i n g u al 5 i m m e rS ive g a m e 18

medicine for English-speaking and English/Spanish | had fun playing this game.
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bilingual families. Teams of 2-5 players with youth Adults

aged 8 and up work together to solve puzzles, identify fO r fa m i I ieS tea Ch eS key CO n Ce ptS i n Id like to do something like this again. e Children

an antivenom, and save the world. In the process, 46
players collaborate to interpret evolutionary trees and

what they represent, making connections across eVO I u ti O n a n d h e I pS I e a rn e rS CO n n e Ct

multiple visualizations of evolutionary processes and

relationships. th . . . 44
| was focused on the game.
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Formative testing suggests that the game.: )
SR \& I 5 S SRR e IO G - o P o S | made an effort to understand the Adults
_— SUTIEITT - 2 el d e “l gr . concepts in the game. 45
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» teaches about evolutionary relationships ‘ ~ A | N\ D | was curious about how things worked. 2
* helps learners make connections between these 43
ideas and medical applications 1 2 3 4 5
Stages of formative testing Bl _ _
. € Learning and connections
Fall 2019 - Winter | Early concept testing and paper-based i% | Tt';';i?f mzt“:reelyrler;g{:s Stﬁdsé?eyn‘;ﬁ"g}sr;@;ﬁﬁte'_”
2020 | prototype testing N ‘o g
(Y1/Y2) i This game made me more interested in topics
: that are part of science or medicine.
Spring 2021 - Fall 2021 | Early formative testing to examining overall This game made me more interested in problems
(YZ/Y3) success of game as an educational and that can be solved by understanding evolution.
entertaining experience This game helped me think about how traits are
passed from ancestors to their descendants.
Spring 2022 | Formative testing of educational outcomes . i 4 und .
(Y3) | and near-finalized activities ” gameevilﬁteignrggyctrlee;n et
Testing with Spanish-speaking audiences
This game helped me understand evolutionary
trees.
Summer 2023 - Spring | Remedial testing of finished product and o
2024 | summative testing of final outcomes In this game, my child learned about science or
(Y4/Y5) medicine.
M . | learned about science or medicine while playing
e €5(ape f’“ i this game.
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Age range 1 = strongly disagree, 5 = strongly agree
What ages do you think this game is best for? . _
Adults = Children Deployment and summative evaluation plans
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g 4.5, reflections and perception items
e o 11 1 1 s e 1 * Observational protocol tracking connections
Age between puzzles and references to evolutionary
concepts
VENOMventure * Free response post-it activity
. * Interview on attitudinal and knowledge items
Did the puzzles make sense? aVEN ENOtU ra _ _ _
Adults = Children * Longitudinal follow up to track conceptual retention,
Average Score use of supplementary materials, and family
Not at al N discussions of the game after the fact
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retty : Y
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Definitely y i reflections and perception items
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T e - e S * Browser tracking of access to supplementary
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