
SEED x I2PLANET

HACKATHON 
KICKOFF



WEEK OVERVIEW - DISCOVERY WEEK STYLE

https://indico.cern.ch/event/1504846/timetable/


DISCOVERY WEEK RECAP - WHAT DID WE ACHIEVE 
AND FROM WHICH AREAS WE WISH TO CONTINUE?

PRESENTATION FOR MUTUAL UNDERSTANDING BY 
DEMOING BOTH I2PLANET & SEED
 



DISCOVERY WEEK REVISIT
The generative i2Planet workshop allowed us to collect new ideas and see what alignment exists with SEED.

Many of the ideas pitched at the end of Discovery Week could be great candidates to be fit into i2Planet narratives.

Better understanding from both sides about each other’s activities and possibilities with increased excitement.

LEARNINGS:

_ Pedagogical and practical usage of SEED at i2 needs to 
be thought-through.

_ Current SEED mechanics are already a fit to existing 
scenarios created by i2 team.

_ Visuals as powerful tools to create immersive student 
experiences.

FURTHER IMPACT:



I2PLANET LEARNING GOALS

·Question worldviews, assumptions and the status quo.

·Tackle complex challenges and building hypothesis under high levels of uncertainty.

·Identify key variables of a complex problem and ponder trade-offs within a system.

·Make ideas tangible through prototyping.

·Apply creative thinking to imagine alternative futures and create new solutions.

·Elaborate quantitative and qualitative assumptions, considering improvements in orders of 

magnitude.

·Work independently, using the necessary tools and resources available.

·Collaborate in multidisciplinary teams, while navigating conflict and ambiguity.

•



I2PLANET IN PRACTICE

- Narrative is divided in interdependent sub-missions and given to the 

participants.

- Teams are composed of multidisciplinary Master level students 

(between 3-6 people), between 20-45 students total.

- Work is mostly self-driven - there are no templates, lectures or 

instructions, aside from a loose timeplan.

Over 20 pilots conducted, with topics ranging from knowledge and education, space travel, water management, 

healthcare units, and even a board game.



SHORT I2P DEMO

https://docs.google.com/file/d/19pwnhAYf3OlRvXgEvo-2zmUDtn2c70an/preview


SHORT I2P DEMO

https://www.canva.com/design/DAGZu2xxi7E/ekfVClXKtHfJg2Sajy6GbQ/edit


● Systemic interdependencies between potential sub-missions.

● Implicit trade-offs, hidden variables and need for communication & conflict between teams.

● Narrative needs to be bounded, have a clear focus.

● Tasks need to be clear (they cannot be doing everything all at once).

● Purpose of settlement and reason for leaving need to be present in the premise.

● People and materials available need to be bounded.

● Needs to happen in a different planet, on a new setting. Can be an existing exoplanet or a fictional one but 

cannot be on Planet Earth as the idea is to build on a "clean slate".

● Task needs to be both quantitative and qualitative (not only technical, not only existential).

MUST-HAVES FOR AN I2PLANET NARRATIVE



SHORT SEED DEMO



KLANG BOUNDARY CONDITIONS

- Where do we want to focus on?
- Do we simply continue with the discovery week projects?
- What can be the i2 team role?



DISCUSSION IN SMALL TEAMS - 
HACKATHON´S AIMS & POSSIBILITIES

Q: HOW DO WE START - WHERE DO WE WISH END?

Q: WHAT IS THE MVP WE AIM TO ACHIEVE & WHAT 
WOULD BE THE GRAND EXTRAVAGANZA 
FOR BOTH KLANG AND IDEASQUARE?

 



Q&A

TEAM FORMATIONS 

 


