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Project Summary Problem/Opportunity: 
Many people are talking about the diminished role of nature in our lives. 

Childhood health: 
Children’s disconnect with nature is blamed, in part, for increased rates of 
childhood obesity, diabetes, depression and attention disorders.
Fostering Future Conservation Leaders:
Disengaged children become disengaged adults. Who will be our future 
conservation leaders?
Is Biophilia Being Replaced by Videophila? 
Will our growing fascination with technology surpass the need for humans to 
connect with other living organisms and Mother Nature? Research correlates time 
spent with technology with a decreased number of visits to National Parks. Other 
signs are consistent with this trend. 

Response:
Pockets-Full-of-Wonder....

Looks at the role of technology in strengthening a child’s connection to nature. The 
program uses context, process, objects and interfaces in relation to its participants to 
elicit intangible qualities that form our connection with nature.
Offers a richly layered program to help children feel engaged, empowered and 
inspired by nature.  Pays special attention to the unique needs and expectations of 
“Digital Natives.”
Serves as a case study regarding appropriate integration of technology into 
children’s nature programming.  

This counterintuitive approach --- using technology to overcome adverse impacts of 
technology on the child/nature connection --- is justified by the fact that technology is 
here to stay. Because children exist seamlessly with the technology around them, the 
programs we design need to meet them where they are by creating the same effect. 

Project Participants Creative team and advisory board include experts in the following areas:  Physical 
computing, computer programming, natural and physical sciences, graphic design and 
art, web development, game design, communications/broadcasting, elementary 
education, creative and grant writing, business planning and management. 
Corporate sponsors include Apple Computers and BugLabs. Participating venues 
include National Parks, Audubon Centers, Regional Parks, Botanical Gardens. Funding 
organizations include, among others, NSF, MacArthur Foundation, Audubon Society 
TogetherGreen Fellowship Program.
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Key Dates Summer 2009: Create concise visual project pitch. Begin next iteration of eGadgets 
with digital/electronic functionality. Get assistance with eFieldbook and website 
coding or simulations.  Obtain Macintosh Computer corporate sponsorship.  
Identify and pursue grant and other funding and professional and project 
development opportunities. Consult with advisors and others regarding theoretical 
foundation, lessons from Spring 2009 play testing and funding/resource options.  
Convene creative team and advisory board to scope 6-month, 1- year and 5-year 
plan. Seek funding and in-kind resources.
Fall 2009: Identify venues for Spring/Summer 2010 workshops and outreach 
(including development sessions). Build out program prototypes, simulations and 
Beta versions of program interfaces (including community website, eFieldbook 
content and DIY instructables). Seek project resources. Continue working with team 
and and advisors. Finalize menu of program performance indicators.
Winter 2009-2010: Schedule Spring/Summer 2010 workshops and outreach.
(including development sessions). Continue definition, design and development 
work. 

Project Objectives Design a system that makes todays’ children feel engaged, inspired and empowered 
by the wonders of nature through intangible qualities and meaning of their own 
making.
Present Pockets-Full-of-Wonder as a case study to advance a conversation about 
appropriate integration of technology into children’s nature programs. 
Provide educators and institutions whose mission it is to interest children in nature, 
through art, science or a blending of the two, with new tools and complementary 
programs specifically designed with Digital Natives and 21st Century skill sets in 
mind.    

Target Audience Kids (7 - 10 year olds), their parents, teachers and mentors. Program development 
officers at institutions such as museums, park visitor centers and schools.

Audience Mindset Ranges from apathetic or ambivalent to curious, enthusiastic, hopeful, playful. Tech-
savvy.

Key Themes, Messages, 
Context

Meet the Children Where They Are: Digital Natives brains are being rewired as 
they adapt to ubiquitous technology. Needs and expectations have changed as a 
result.  

The Power of a Ball, a Stick, a Cardboard Box: When designing elements of the 
Program, remember the power of a Ball, a Stick, a Cardboard Box. These toys are 
known for the way children can adapt them to their own needs through their sense 
of invention and imagination in a way that can be pleasantly challenging. Build the 
greatest degrees of freedom into the system so that the essence of play drives the 
program. 

Situated Meaning: The Content is Context. Use context to elicit personal meaning. 
Keep the program child-driven, centered around context, relevant and fun.

Transformation: Because contextual experiences carry a sense of authenticity, they 
can be transformative within the everyday.  The program needs to transform a 
Digital Native’s perception of nature in a way that it becomes a preferred 
destination. 

Service Design: Keep the program child- and context-driven. Apply User- and 
Activity-Centered design to define measurable outputs, and outcomes.  

Tone of Voice Tech savvy, geeky, cool, playful, encouraging, helpful, accommodating.
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Desired Outcomes Short-, medium- and long-term outcomes and impacts could include: 

The Great Outdoors is a preferred destination for Digital Natives.
Children are more confident and comfortable in nature.
Peer-to-peer and youth mentoring relieve adults of the burden to interest children in 
nature. 
Parents, teachers and mentors utilize the system’s degrees of freedom (flexibility 
and adaptability to children’s needs and expectations) to help build the child’s self-
reliance, self-confidence and sense of wonder.
Practitioners (environmental educators, interpretive program staff, scholars, etc.), 
inspired by Pockets-Full-of-Wonder and other case studies, are engaged in a 
conversation about appropriate integration of technology. They find the Service 
Design framework especially useful for systematically evaluating different options. 
Institutions whose mission it is to interest children in their natural surroundings, 
either through science, the arts or by blending both, use the Pockets-Full-of-Wonder 
and other case studies to rethink how their programming meets the needs and 
expectations of Digital Natives. 
Institutions are confident in the scalability of Pockets-Full-of-Wonder. As a product 
and service, this project works in a number of scenarios. 
Partnerships and resources critical to the Pockets-Full-of-Wonder business model 
are defined or established. 
Long-term impacts (condition changes) include: 

Adults cite childhood exposure to Pockets as influential in becoming 
conservation-minded or professionals in environmental fields. 
Environmental data collected by participants using eGadgets and community 
website is contributed to national or global database and used for innovative 
data visualizations. 
Environmental education and interpretive programming begins to integrate 
technology in ways that help sustain the Digital Natives’ interest without 
distracting attention from Mother Nature. 

Other considerations Ongoing project discovery, definition and design are supported by funding 
organizations and corporate sponsors listed in this brief.  Theoretical basis for the 
project is backed or considered by selected scholars whose research is cited in project 
bibliography. Creative team and advisory board convene on a semi-annual basis to 
review project scope and progress.  Creative team convenes monthly to review progress 
and adjust projected milestones and quarterly timeline. Participating venues’ published 
schedules include Pockets-Full-of-Wonder workshops or outreach events. 
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