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Message in a bottle 

Narrative 

In his novel entitled Children of Captain Grant Jules Verne writes about a multilingual message in a 

bottle. Unfortunately, the message has been damaged by the sea, and thus the protagonists of the 

novel have a difficult time figuring out the story contained by message.  

Arsène is a natural science teacher in a secondary school. His students sometimes struggle with learning 

geography. They have to deal with huge amounts of information and 

several facts, which create a motivation challenge. Arsène decides that 

he will apply the method of a message in a bottle to teach certain 

regions and geographical areas. 

Students are divided into groups of four for each region/geographical 

area/country. The task of the groups is to create a message which 

introduces the given geographical place. The one-page text, however, is 

“decayed by time”, and this message, which lacks certain information 

due to the special treatment, is placed by the groups in a bottle. The 

mystery contained by each bottle is solved by student groups, if 

necessary, by voting and debate, thus arriving to the topic of study.1   

The bottle actually contains a complex riddle, including information that has to be retrieved with the 

help of a GPS near the school or where the students live (for example in the form of a geocache or a 

munzee2 ). 

Arsène prepares a “nautical manual”, which is a document supplementing the description of the task, 

and which helps the students check themselves through a test whether they have prepared a message 

that is accurate.  

The message is then given to another group, which has to solve the riddle that is on a piece of paper 

written by the first group. Solving the task requires internet search, using online maps, online 

encyclopedias, GPS receivers or smartphones. Once the mystery is solved, they evaluate the task 

together, and mark the geographical location in question on the map. 

The work of the groups may be planned in a flexible way for longer sessions (e.g. a project day) or 

included in regular classes in shorter or longer sections. While solving the riddle, students work partly 

inside and partly outside the school. Thus, devices that cannot be used ideally in the school environment 

(e.g. mobile phones, GPS receivers) are included as coherent parts of the learning story, but separate 

from the school in space and time. The scenario may be completed within the frames of international 

cooperation among teachers and students. 

                                                           
1 Suitable tools include PowerLeague or a classroom feedback system 
2 Munzee - www.munzee.com 

http://www.munzee.com/
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Arsène then asks the students to find the group that has created the riddle. Students mark the location 

of both groups in their own maps, after which they plan a virtual trip, travelling through point X3  to 

each others’ locations. 

 

Groups start to work on their own again in a way that they keep in secret the planned route to the 

location of the other group. According to the rules of the game station X has to be designed in a way 

that it is relevant from a geographical point of view. Groups of students create glogs4  about the stations 

that they share on the internet, or post blogs and mark them on the online maps5. 

At the end of the project Arsène organizes a presentation event, when each group presents the virtual 

journey between geographical locations that have been designated by the messages in the bottle. In 

their presentations students reveal the criteria that they used in choosing the locations and explain how 

these places are connected to the topic discussed. 

Arsène tells about this idea to his colleague teaching literature, Thierry, who finds that this method could 

be used in an interesting way for literary journeys and locations. Also, they can work with the existing ICT 

tools in an innovative way. Thierry decides that students would do research about old books and texts in 

the city library as well as on pages of online book projects6 , so that the messages in the bottle would be 

more authentic. Dennis, the biology teacher and Santiago, the Spanish teacher overhear their 

                                                           
3 Stations are designated by the teacher based on the type and quantity of the learning material as well and the learning objectives. 

4 Glogster content - www.glogster.com 
5 Google Maps or Bing Maps 
6 For example Google Books - http://books.google.com/ 

http://books.google.com/
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conversation. Dennis decides to use the message in the bottle to teach fungus species and animals, 

while Santiago’s students will write the message in a foreign language. 

Key concepts 

 The new generation’s interest can be awaked and maintained only with new types of activities. 

 More and more students own mobile devices. 

 It is likely that pupils will need changing set of knowledge during their lifetime. They need to 

acquire the ability to learn and work independently. 

 Technology is used in a way that helps students to acquire knowledge that they usually 

experience as a set of dry facts and this causes motivational problems. Students are kept 

interested by placing and decoding mysteries, while they carry out complex cognitive processes 

with the knowledge to be acquired. Learning/playing with mysteries and using new technology 

may give extra motivation while many connections between different school subjects are 

(re)activated. 

Environment 

The use of mobile devices enables learning outside of school in an outdoor setting. It is allowed to move 

during the activities and the possibilities given by the space can be used in a creative way. The activities 

of creation, collaboration, evaluation are taking place in school classrooms, computer labs. The activities 

connected to decoding mysteries, solving problems are required to use GPS technology and take place 

outdoors.  

The scenario can be implemented during lessons with traditional time structure or during a project day. 

The framework is flexible, teachers can extend the projects from a 6 school hours up to several weeks. 

People & roles 

The main participants are members of a class and their teacher. Collaboration between student groups 

is possible on an international level as well. Groups of pupils create puzzles (messages in a bottle) to 

other groups and hide them with the help of geolocation technology in the surrounding of the school. 

Teachers are mainly coordinators while students create, collaborate, evaluate and self-assess during the 

mini projects. 

It is also possible to involve other partners like librarians, experts, parents etc. 

Resources & technologies 

Pupils use technology for creation; they go through a design process. (Learner role: Stage 3 Enhance 

Process redesign). They reconstruct the learning process of other pupils and they use their higher order 

thinking skills (Learning Objectives Stage 3). They use web 2.0 tools in a 1:1 or almost 1:1 setting thanks to 

mobile phones. (Underpinning technology Stage 3). 
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The Future Classroom Scenarios have been developed as part of the EC-funded iTEC project (FP7; 2010-2014). The  

Find more Future Classroom Scenarios in the Future Classroom Lab website (http://fcl.eun.org/directory) and learn 

how to create your own scenarios by using the Future Classroom Toolkit (http://fcl.eun.org/toolkit) 

  

 

http://fcl.eun.org/directory
http://fcl.eun.org/toolkit

