Aruba Futura’s Summer Innovation
Camp 2019 (Innovation Camp) is a
camp focused on developing 21st
Century Skills. Every child has the right
to quality education that will prepare
them for a productive career in the
future. This premise was used to
create the framework for the
Innovation Camp.

The curriculum ensures collaborative
and analytical skills while building
qualities such as perseverance,
empathy, excellent communication,
and creativity. The Innovation Camp
program can supplement current
school curriculums and integrate as a
core element into the Aruban school
system.

Our vision for the Innovation Camp is
to lead the change in developing 21stcentury skills, care for the environment
while being a fair and equal
foundation. Futura is catalyzing
systemic change within the Aruban
community by designing, developing,
and
implementing
the
national
innovation strategy. The Innovation
Camp,
a
first-of-its-kind
event
organized by Futura, has been built
upon the success of previous coding
camps which Futura held in the last
year.

The Innovation Camp program is
designed specifically for children but is
easily adaptable for people of all ages.
Accomplishing our vision required an
interdisciplinary framework, integrating
the United Nations Sustainable
Development
Goals
and
the
Government of Aruba’s humancentered national innovation plan
(Aruba Innova 2030).

The goal is to create a capacity-building program that encapsulates the needs of
our society and environment, which can serve as a supplement to current school
curriculums offered in Aruba. To accomplish a capacity-building plan means
creating a program that can be iterated and updated with the necessary needs
essential to the people participating in it. This framework will serve as a guide to
redefine education, creativity, and fun, pushing boundaries and shifting
perspectives to develop solutions to issues that our society is facing. An integral
part is to create a framework that incorporates the well-being of both people and
the planet—the ones who recalibrate what normal looks like are the ones creating
the future. Three essential building blocks are used to realize the vision and
strategy described above. These building blocks are: Leading the change,
focusing on the environment, and being fair & equal to all.
Huddle
inspired
the
curriculum
framework for the Camp; we used
Huddles’ design thinking process
created by Dr. Melis Senova. In this
framework, participants start by
identifying issues in the community,
then
move
on
to
enabling
understanding of the issues (empathy).
Once the first two steps are in place,
we know both about the issues and
possible
solutions.
Encouraging
participation every step of the way
promotes inclusivity and different
perspectives. A change in mindset is
necessary to create systemic change,
so a focus on mindset building is the
fifth part of the framework. As an
outcome, sustainable solutions to the
identified issues are created.

Project Name: Innovation Camp 2019
Project Location: Meeting Room at Dr. Edward Cheung Center for Innovation
Start Date: 29 July 2019
End Date: 2 August 2019
Number of Guest Speakers/Organizations: 5
Number of Children Attendees: 46 children
Two groups with different age categories attend the Camp for a total of 4 hours
per day. This format is an extension of the previous coding camps the Futura
organized, Kids4Bytes. In the Kids4Bytes coding camps, children learned the
basics of coding. At the Innovation Camp, a varied curriculum ensured children
knew to apply lessons in a more tangible manor.

SDG Boardgame: This board game introduces the Sustainable Development
Goals in a fun and interactive way. The Global Goals cover many issues that
humanity is currently facing worldwide, such as ending poverty and excellent
education for all children. The SDG board game also highlights equal
opportunities for all humans and better practices for consuming and producing
goods. A primary focus of the game is also the environment and the well-being of
planet Earth.

Design Thinking: A human-centered approach to problem-solving and navigating
complex situations encourages empathy, teamwork, and connecting purpose to
meaningful work that will positively affect our society. The design-thinking
sessions put the needs of the Aruban community first, solving problems and
creating solutions that are economically viable, socially feasible, and desirable.

Coding / Engineering / Robotics: An introduction to coding and engineering
allowed the children to learn and interact with technology. Robotics is the
integration of coding and engineering. With new technologies emerging daily, it is
essential to know how to interact with the latest technology. Makerspaces are
created to offer hands-on experiences with the building blocks of the future.
Children can learn how to design, build, and fix, transforming them into deliberate
creators. Creators can choose the materials they use in their creations —
allowing necessary Innovation to take place that serves a positive and valuable
purpose for the community.

Creativity: By changing the way you see things; you change the way you think.
Creativity allows for new perspectives when the same situation is seen through
the eyes of different people. Creativity is an essential component during the
Innovation Camp. To encourage creative thinking, in every activity, all participants
are allowed to share their perspective on the action. The goal is to teach
participants to create what they feel is necessary. For example, a game that they
coded themselves, a robot they made using little bits, anything built from Lego's,
a drawing or painting and even slime making. By participants sharing their
creations with others, we end up seeing what no one else has seen. Different
perspectives infused with creativity allows for new insights on old topics.

Zero Waste Workshop: We live on a planet that is dynamic and ever-changing.
Human impact has been increasing at the rate at which our environment is
evolving. One element that is contributing to this change is waste. More and
more single-use items are being created, imported, and consumed daily in Aruba.
The landfill created to support all trash on the island has become an issue rather
than a solution. Educating participants on simple, secure, and effective ways to
reduce, reuse, and recycle, allows for new solutions to waste problems. We are
the future of our planet.

Plastic Recycling Workshop: The goal is to raise awareness about recycling.
Aruba’s landfill “Parkietenbos” as a long-term solution to waste management has
shortcomings visibly noticeable on an island where the waste infrastructure is in
its infancy. Introducing plastic recycling allows people to see new and innovative
ways to repurpose plastic waste — turning plastic waste into locally relevant and
reusable products instead of ending up in landfills or our oceans. This workshop
is designed to showcase the process of plastic recycling, from waste (as the
resource) to an entirely new product. Plastic recycling involves cleaning, cutting,
shredding, melting, and molding plastic waste into new products.

Coral Reef Conservation Workshop: They are giving an integral view of species
of corals that you can find in the waters surrounding Aruba. Corals have to
protect the Aruban shores from weather disruptions and provide habitats and
shelter for many marine organisms. Learning the importance of corals to the
underwater ecosystem, the threats they face, and how humans can be part of the
change to protect, preserve, and restore corals. This workshop is designed
specifically to acquire knowledge of coral preservation and restoration through
presentations and give the participant a view of our marine ecosystems using
virtual reality. The use of virtual reality in this workshop allows the participants to
dive directly into our world underwater and experience the knowledge they’ve
gained.

Food Systems Aruba: Aruba has a long history with farming; it is part of the
Aruban cultural identity. In recent years, we have altered the way we eat with new
and emerging technologies, moving from self-grown to genetically modified
foods. Introducing the concept of farm-to-table back into the lives of our people
means connecting them to our culture. Teaming up with a local farmer, we
created an experience that depicted plants' life span, from seed to cultivation —
topping off the experience with a homemade dish made with local produce.

With the Innovation Camp, it was essential to create a dynamic, fun, and
interactive space where the children could feel comfortable.
The Camp started with a general introduction of the United Nations Sustainable
Development Goals and how to bring these into practice. The children played the
SDG (Sustainable Development Goal) game, which they enjoyed playing as it is a
fun way to learn about the global goals set for 2030.
The design-thinking framework was introduced to the children. They got the
opportunity to explore current issues they experience in Aruba and think up their
solutions to these issues. These identified issues ranged from bullying, filthy
oceans, and unmanaged landfills, to name a few. The children's answers ranged
from robots that clean our land and oceans to plastic recycling facilities. They
also thought of coral nutrient sprays, a website to adopt stray animals, and social
media awareness campaigns.

During the Innovation Camp, both groups got to experience the Virtual Reality
headsets provided by Futura. The children enjoyed Jurassic World, where they
got the opportunity to see life-size dinosaurs — exploring coral reefs underwater
around the world (great barrier reef and Indonesia), solving puzzles in the virtual
escape room, riding water slides, and rollercoasters. It was interesting to see the
children's reactions to, e.g., walking along with dinosaurs, diving underwater to
explore corals, or stressing to escape a virtual room in time. All senses seemed
to be engaged as if the children were actively taking part in the explorations in
real life.

The Mobile Tech Lab (Mo-B bus) was also a success for both groups. The
children enjoyed the 3D printer. They got to print robot figures, and one child
printed a 3D replica of Jupiter. The children also assembled small robots,
working together as a team, using creativity and engineering. It required the
children to find individual parts of the robot laid around the bus in different
stations. These mini robots were programmed by the children on cell phones and
were also used to demonstrate the Innovative Creations (solutions to problems
Aruba is facing) they worked on during the week.
Dr. Edward Cheung visiting was also a high point of the week for the
children. The Camp was held at the Dr. Edward Cheung Center for
Innovation, where technology and creativity are highlighted. Dr.
Edward Cheung surprised the children and sat on the panel to listen
to their Innovative Creations (solutions to identified problems). Dr.
Cheung encouraged the children to continue using resources such
as Innovation Camps, as it drives continued capacity building,
creative thinking, problem-solving, and curiosity.

The Camp had several positive impacts on the kids. The space for the Camp is
explicitly designed to encourage creative working, playfulness, curiosity,
collaboration, and discovery, where everyone could come out of their shells and
feel at home.
"An example is a child who is a select mute, and her
parents shared with the organizing committee that we
should always ask closed questions. She was put into a
group with her friend and would only speak to her two
friends. By the end of the week, she was very social and
would speak to people on her own without the aid of her
friends."

"Three
different
languages were being
spoken at the Camp, by
all
the
children.
Language differences
posed no harm to
communication, as the
children would help
each
other
with
translations at all times.
The three languages are
English,
Papiamento,
and Dutch."

“There was also a child who believed strongly in the
idea of communism and adored the USSR, and he was
never made to feel unsafe in expressing his beliefs. At
the end of the week, he was open to speaking to more
children, discussing capitalism and democracy. All
children who spoke to him respected one another and
their views on life. It was amazing to see children
discuss high-level political issues, in a simple way and
educative way."

“One child has severe health issues but did her best to participate with the Camp
despite her illness actively. After experiencing a health scare, the children made
sure she was comfortable and alerted the Innovation Camp leaders to take care of
her. She took breaks and always rejoined her group when she felt better, to
complete the camp curriculum. According to her, her health would be no reason
for her to miss the Camp. She wanted to be there, and did everything she could to
show up and participate actively every day."

Discount on large shopping
totes and donated Arubiano
beach slippers.

Special discount offer on
small-sized pots of organic
sunscreen and individually
wrapped beeswax wraps.

Discount on bus transport to
and from Goshen Farm.

Discount on bamboo cutlery
sets

Aruba Tourism Authority
Donated 75 RuME reusable
bags.

5 Students contributed as
group leaders.

Workshop on how to reduce,
reuse, and recycle. Made
pencil holders out of old
soup tins.

Tour and scavenger hunt on
the grounds of Goshen
Farms
and
made
a
homemade pizza with farmfresh ingredients.

Dr. Edward Cheung was a panelist for
the presentations presented gift bags to
the kids and engaged in the activities
with the children.

Aruba Tourism Authority
Loaned pieces of the Ban
Serio! Art collection, to
showcase plastic waste on
Aruba.

An interactive workshop on
plastic
waste
recycling.
Teaching
the
basics
of
collecting, sorting, melting, and
molding plastics.

Donated four life-size bean
bags that participants could
lounge on.

Was part of the Camp for two
days, where kids could learn
about coding, engineering, and
robotics.

Melis Senova introduced the Camp
leaders to the framework for the
design thinking session. A structure
used for both children and adults.

Linens and tables
Decorations

Trusses and light
decorations for the
space.
Futura booth set up,
decorations
and
transport/set up of ATA
Ban Serio! Art pieces.

Gave an interactive workshop
on coral education, restoration,
preservation, and how everyone
can
get
involved,
using
presentations, kahoot game,
virtual reality headsets, and 3D
printed corals.

Sandwches for the entire
week

The goal is to create experiences that the participants want to be a part of,
engaging them in every element of the Camp and building lasting connections.
Creating immersive spaces in which participants can learn, connect, grow, and
discover. Specific colors and branding elements were used to execute this vision
in the location.
Creating the look and feel of the Innovation Camp starts with choosing the right
colors. Children respond more to colors that are bright, vibrant, and enticing.

Fun elements, creating a colorful and engaging event space, branding material,
and digital promotions. Arrows, nuts and bolts, gears, paper planes, and
lightbulbs were chosen to enhance the brand. These are all elements that
represent Innovation.

The goal of the space was to have it be functional, collaborative, creative, fun,
and vibrant. With booths, colored tables, grass carpet rugs, and colored lights
throughout the entire space, it captures the playful essence of the Innovation
Camp brand.
The first thing people notice upon entering the space is the color scheme,
tapping into the Innovation Camp DNA with blues, greens, fuchsia, and yellow
tones and enhancing the feeling of "Creating the Future," which is the slogan of
the entire week.
The focus was also on creating pockets of space that moved beyond just
sitting at a table. Giant bean bags filled the lounge area, where the participants
could hang out and be a bit more casual and relaxed — giving a fun home
feeling to everyone who walked into the room.
The open Futura Booth brought wooden and grass elements to the space,
creating a semi-segmented area. The booth offers a semi-private space for
presentations but is still available to the rest of the room. Colorful tables where
the children could sit, eat, draw, create, play games, or hang out ensured
vibrancy, collaboration, and functionality of the space.

The first Innovation Camp held met and exceeded all expectations. The following
steps can be taken:
Host the next Innovation Camp for older kids.
Repeat the Camp for the following time
Incorporate more key indicators for impact measurement
The opportunities are open to partner up with schools, educational initiatives, and
introduce the Camp to older children or even adults. The structure is flexible, and
the content can be adapted to suit the appropriate audience. Partnering with the
Mo-B Bus and Bibliobus are opportunities to introduce elements of the Camp on
a national level and expanding the current reach Futura has.

