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Earthquakes have had devastating consequences
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GDP in Romania
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Romania is at high risk for earthquakes

Annual Earthquakes in Romania
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Bucharest is located in a region with high seismic risk

Earthquake Risk Map (ESRM20)
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Seismic risk is determined by
geographic and historical factors

Geological and Tectonic Data Infrastructure Local Soil Conditions
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Despite the risk, a recent study suggests some citizens in

Bucharest feel

for an earthquake
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/ The public can get information aboutg\\

earthquakes from multiple sources
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NGOs
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Code for Romania is developing digital earthquake
education tools that can be used in multiple contexts
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Our Goal: Develop content for a
that teaches
Romanian about




Obijective 1:
Identify Earthquake
Safety CONTENT

Obijective 2:
Find appropriate
DELIVERY FORMATS
for children
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Results:
What content should be used for children’s

earthquake safety education?
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Education about earthquakes includes

their causes and effects

Causes Effects



Earthquake education involves procedures for
before, during, and after an earthquake

Before \ During After »




Content should be adapted for 6-8 year olds
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Adapted content was divided into 5 categories
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Results:
What delivery formats should be used for
children’s earthquake safety education?
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Earthquake protocols are commonly taug

through interactive practices

Simulations \
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Educating children involves additional
techniques to increase retention

Repetition
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To finalize deliverables, the team
followed a 4-step design process

Decision Trees

UX Hierarchy

Storyboarding

Testing/
Feedback




User
selects
“Building
a Safety
Kit”

b 4

Displays two

items. Which

should go in a
safety kit?

Decision trees were used to

map user interaction
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UX Hierarchy was used to outline the flow of the app
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Storyboards were used to visualize low-fidelity designs




Feedback was crucial for adapting designs
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The results of the design process were
used to create a prototype
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https://www.figma.com/proto/zzwbm4CuLLUsq2tiSZEbw1/Quake-Quest?type=design&node-id=19-2&t=5HRn2BBK5b5KwZWv-1&scaling=scale-down&page-id=0%3A1&starting-point-node-id=19%3A2&show-proto-sidebar=1&mode=design

Recommendations and Conclusion

User Testing Accessibility and Inclusion

Extrinsic Motivators Expanding the

Scope
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