
AGENTS OF NATURE 

Connecting Youth With the Outdoors…Innovatively 



The Facts 
• Youth are using technology and playing games more than ever: 

– By age 21, the average American child will have spent more than 10,000 hours 
playing video games. 

– 2012 statistics from the Kaiser Family Foundation revealed that young people 
in the United States spend upwards of 10 hours per day in screen time. 

 

• Youth inactivity is on the rise: 

– 61% of the average youth’s free time after school and on weekends is spent in 
passive, sedentary activities. 

– In 2012, 75% of American youth aged 12-15 did not meet the recommended 60 
minutes of moderate to vigorous physical activity per day. 

 



The Idea 
 
 

Using technology to get kids outside 

www.AgentsOfNature.com.


Agents of Nature 
• Place-based, environmental education app for iOS and  

Android 

• Blends Gamification with experiential outdoor education 

• Uses best practices in mobile gaming to connect youth with  
nature and the outdoors. 

• To move through the game, youth complete challenges which educate  
them about their local ecosystems 



Agents of Nature 
• Integrates curricular outcomes to encourage science learning in informal 

environments 

• Promotes physical literacy 

• Makes environmental education relevant, gender-neutral 
and community-based  

• Encourages a generation of environmental stewards who will  
choose science related careers 



Gamification 

“Gamification” is the integration of game mechanics in traditionally non-
game environments to drive audience engagement through rewards 

Rewards can take the shape of badges, achievements, status, points, currencies, 
and more 
By adding layers of motivation, gamification fundamentally changes the way we 
live and interact with our environment 



The Compulsion Loop 

• A Compulsion Loop is a way of providing players with an ongoing sequence of 
new content and new goals 

• It must balance engagement with reward 

• It does this by marrying action/s with an appropriate level of reward 



The Compulsion Loop 

There are three stages to the compulsion loop 

1. Short Term – Preoccupation and instant gratification 
– actions having direct consequences and rewards 

2. Medium Term – Construction and deferred gratification 
– Short-term activities are building blocks contributing to a greater structure 

3. Long Term – Legacy and reflective gratification 
– accomplishment, demonstration of mastery, and a meaningful embodiment of the player’s 

journey 



Implementation in Calgary 
June 2013 Launch 

http://www.youtube.com/watch?v=Ss5qPAv2Sko


Implementation in Calgary 

• Agents of Nature enjoyed a very 
successful Canadian pilot project in 
2012, collaborating with the 
Government of Alberta, Encana, 
Imperial Oil Foundation and the 
Calgary Zoo to develop two sites. 

 

• Based on the success of the pilot, 
City of Calgary Parks partnered with 
Get to Know to launch 8 additional 
sites in June 2013. 

 



Implementation in Calgary 

Context – About Calgary Parks 
 

• City of Calgary Parks has over 10,000 hectares of parkland 
and nearly 800 Km of trails and pathways. 

 

• 5,600 Public Parks to serve a community of 1.15 million 
 

• The City has been leading a variety of courses, day camps, 
nature walks and events in Calgary's parks for over 30 years. 

 

 



Implementation in Calgary 
• Project Goals: 

– Increase physical literacy of Calgary’s youth 

 

– Employ innovative technology to increase environmental awareness 

 

– Engage youth with a variety of park sites: 

• Calgary Zoo 

• Inglewood Bird Sanctuary 

• Fish Creek Provincial Park 

• Devonian Gardens 

• Elbow River Pathway 

• Ralph Klein Park 

• Sue Higgins Park 

• Bowmont Park 

• Nose Hill Park 

• Prairie Winds Park 



Implementation in Calgary 
November 2013 Coverage 

http://www.youtube.com/watch?v=nt8nnGfSCGU


• U.S. Pilot at Mount St. Helens National 
Volcanic Monument, in partnership with the 
U.S. Forest Service, launched September 2013. 

 

• Working directly with students of the Green 
School Network in Wisconsin to develop an 
app for their school district.  

 

• 5 sites launching in Southern California this 
spring. 

 

• Over 50 sites are expected to be developed 
throughout North America by 2015. 
 

US Expansion 



Now it’s your turn! 



Measuring Our Results 

• Agents of Nature is collaborating with the University of British 
Columbia and the City of Calgary to complete a research project 
to assess the effectiveness of digital mobile technology in 
engaging youth with science and nature 
 

• Maxine Crawford of the psychology department in the Irving K 
Barber School of Arts and Sciences  at UBC's Okanagan Campus 
is leading this project as part of her doctoral research 



Measuring Our Results 

• The study will compare the levels of content retention, 
happiness, connection to nature, and physical activity of 3 
groups: 
– Students who take a self-guided park tour 

– Students who take an interpreter-led park tour 

– Students who use the Agents of Nature app 
 

• “Research suggests children’s physical,  
cognitive, emotional and moral development  
is enhanced by experience with nature,” says  
Crawford. In 2013, youth spent 320 

hours walking almost 750 
miles in Calgary parks 

using Agents of Nature. 



Questions? 

Mary Krupa-Clark 

Director, Get to Know Program 

213-559-2219 

mclark@gettoknow.ca 

Kym McCulley 

Leader, Environmental & Education 
Initiatives – City of Calgary Parks 

403-268-4716 

kym.mcculley@calgary.ca 


