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1. introduction

Kids in Space is an interactive digital application, available on PlayStore for android

devices and AppleStore for apple ones. It was designed for teachers who teach classes

with kids from eight to twelve years old, to be used together with the teacher's guide "Op

schoolreis naar de Maan", created by the Ugent Observatory Armand Pien. The app was

developed by an international, multidisciplinary team of students during a European

Project Semester in the spring semester of 2019 at AP Hogeschool Antwerpen.

 

The purpose of the Kids in Space app is to create a storyline around the aforementioned

coursebook, increasing the pupil's immersion and enjoyment when learning about Space.

Also included are several educational minigames and quizzes to further increase the

pupil’s involvement in the storyline.

 

The character of ‘Ellion’ is introduced in this app’s storyline. Ellion is an astronaut that

serves as the companion for the children, who can be used by the teacher during classes.

Ellion will make the lesson’s content more accessible to the pupils.

 

The eventual, long-term goal of this app and the coursebook is to encourage children to

take up studies in science fields, which is becoming an ever-growing necessity in our more

and more science focused world. NASA and several other organisations, both governments

funded and commercial, are planning to establish human colonies on the Moon and even

Mars within the next few decades and even years. In order to fulfil this task, an enormous

amount of people with careers in STEM fields (Science, Technology, Engineering and

Mathematics) will be required. The engineers designing space ships, the programmers for

robots, the astronauts themselves and many more. As these future scientists already are

the kids in today’s classrooms, this app is focussed mainly on them.

 

Another important aspect of both the coursebook and the app, is that it will provide

teachers with ready to use materials and background knowledge about the space related

themes. This way, teachers will no longer require spending time learning about science

and space travel on their own, and their preparation time for such lessons will be

drastically decreased.
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2. how to  find the course

book and the educational

tool

 

In order to provide to the teachers the materials to use during the lessons and all the

necessary background knowledge, Kids in Space has created a website where you can find

the most important information about this project.

 

                                             https://kids-in-space.weebly.com/
 

In this website, teachers can also find in the section called "Educational tool" the

downloadable version of  the Teacher's manual, the Educational tool and the CourseBook. 
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3. THE EDUCATIONAL TOOL

The purpose of the Kids in Space app is to create a storyline around the aforementioned

coursebook, increasing the pupil's immersion and enjoyment when learning about Space.

Also included are several educational minigames and quizzes to further increase the pupil’s

involvement in the storyline.

 

First, in the picture that you can find below there is the general layout of the educational tool.

As you can see, the app begins with a simple menu where the students can choose the

language (English, Dutch and French) and the age (which is divided in two groups depending

on the level). After this menu, starts the introduction where Ellion introduce himself and invite

the students to join them to the adventure of learning more about space and science.

 

After that, the steps are the same in every chapter. The steps to follow are:

      1. Choose the chapter in order. Only the first one will be unlocked at the beginning.  You    

           need to pass every chapter to unlock the following one.

      2. Once you are in the chapter, an introduction begins which the teacher can use to start      

           and introduce the correspondent experiments or activities from the Course per each       

           chapter. (Without using the app, only teacher’s indications).

      3. After the experiments, the students can use the app again and start with the Quiz. All the           

           quizzes follow the same steps as the chapters. They need to pass every question if they    

           want to start with the next one.

      4. They need to pass the quiz if they want to play the different games.

      5. Back to the chapter’s menu and start with the next one.

 

At the end, the students will have managed to achieve the four chapters with their

corresponding questions and games.
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4. pedagogical information

This educational tool allows the students to go through imaginary journey to the Moon.

Difficulties and challenges related to such a journey are introduced to the students, and they

will try to find solutions and answers with the help of inquiry based experiments,

questionnaires or games.

 

Through the experiments and questionnaires in each chapter, students are intended to think

about hypotheses and then test them. In this process they will be challenged to use prior

knowledge, select the most useful information, make observations and analyse the situation.

Carrying out the experiments and testing them will stimulate them to communicate

graphically or symbolically and constructively value the contributions of others. In addition,

other skills and attitudes are stimulated, such as: participation in groups, spontaneous

conversations, memorization of facts and situations related to the topic, acquisition of new

words related to the field of experience, respect for speaking time, interest in understanding

new information, interest in making good use of new vocabulary and appropriate expressions.

 

Chapter 1: Our solar system. This chapter is to make students curious to study and

understand in a simple way the nature of the Solar System and the objects that are part of it.

Also to know the 8 planets of our solar system, to distinguish and know some basic facts about

them.

 

Chapter 2: Departure to the Moon. This chapter can teach children about the distance

between the Earth and the Moon, and about the area in which human space flight is possible

nowadays. They will also learn about the effect of gravity, how it works, and to discover it by

practicing the proposed experiments and games. In addition, knowing the proximity or

remoteness between Earth and Moon helps to learn basic concepts of measurement and

distance. Through the proposed game, it is intended that children acquire spatial notions of

orientation and direction (up, down, above, near, far, on one side, on the other side, left right).

 

Chapter 3: Arrival on the Moon. In this chapter the pupils will try to make the landing as less

harmful as possible and, to achieve it, they must use different materials. That how they

discover a variety of materials and different textures and functions, touch them, investigate,

test, learn from mistakes, learn to look for different possibilities. Furthermore, they will

interact with each other by giving different opinions and solutions and learn from the success

and mistakes of this experience.

 

Chapter 4: Survival on the Moon.  One of the objectives is that pupils value the elements that

provide life, and respect and care for the environment. Example of the topics they learn how to

extract water from the Moon, how to get oxygen from water, how to get their own food through

crops, how to build a shelter or get electricity.
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5. the chapters

Activities and experiments recommended from
the Course Book. It is necessary to do this

activities before the quizzes from each chapter.

Small explanation about the game per each
chapter.

Questions and correct answers (in bold) from the
quizzes in the different chapters. As you can see,
in some chapters there are more than one quizz

about the different topics.
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C H A P T E R  1 .

O U R  S O L A R  S Y S T E M

The activities which are recommended for this chapter are to
visualize the different parts and characteristics of the solar
system.

Avoid the asteroids
In this game, kids have to explore our solar system but with some
difficulties. They are going to find asteroids coming towards them
and they need to avoid them, so they have to tap the screen faster to
avoid them for going up and slower to go down.

Page 6



C H A P T E R  2 .

D E P A R T U R E  T O  T H E  M O O N

The activities which are recommended for this chapter are to
visualise the distance between the Earth and the Moon.

Escaping gravity
For this chapter there is only one game, based on the famous
Doodle Jump game. It is called Escaping gravity. The children
need to tap on the screen in order to escape the Earth’s gravity
easier.
 
The game consists of these platforms on which the rocket will
have to jump. If the rocket lands on the broken asteroid or
satellite, the rocket will fall through, and the game would be over.
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C H A P T E R  2 .

D E P A R T U R E  T O  T H E  M O O N
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C H A P T E R  3 .

A R R I V A L  O N  T H E  M O O N

The experiment which is recommended for this chapter it is called
“Landing safely Earth” and can be found in the course book on
page 28.

Lunar landing
The kids need to tap the rocket to put in the perfect position to
land.
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C H A P T E R  4 .

S U R V I V A L  O N  T H E  M O O N

The experiments recommended in the Course Book are: Water & Food
The aim of this game is to make kids aware of the importance of
water. They have to click on the sections of the pipeline to
connect the water source to the lunar colony.
 
Pop the particles
This is the last challenge for your pupils. They need to help Ellion
to protect the ship from the incoming radiation by "popping" it
away. For that, they need to tap on the particles that will appear
to protect Ellion.
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C H A P T E R  4 .

S U R V I V A L  O N  T H E  M O O N
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