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Executive Summary 

Background 

Life Saving Victoria (LSV) recognises that anyone can be an ‘Everyday Lifesaver’, and the role an 
individual can play in an emergency could mean the difference between life and death. Unintentional 
drowning and aquatic-related injury is a leading cause of death and hospitalisation among 
adolescents aged 10-19 years in Victoria, accounting for 241 fatal and non-fatal drowning incidents 
between 2000 and 2013. In response, LSV has delivered water safety, emergency response and 
lifesaving programs to both primary and secondary students for many years, all with an aim to reduce 
death and injury and create ‘Everyday Lifesavers’. 

An analysis of existing delivery methods of teaching students water safety and emergency response 
in Victoria identified that face-to-face methods are inefficient and unsustainable, especially in regional 
areas. In addition, there were no digital game-based water safety and CPR learning programs 
targeted at secondary school students, specifically Years 7 and 8 students. This led to LSV launching 
the Everyday Lifesaver App trial in October 2015; following a 12-month development project funded 
by the Victorian Government Technology Innovation Fund (VGTIF). 
 

Aims and objectives 
The overall aim of the evaluation was to determine the effectiveness of new instructional methods for 
teaching water safety, emergency response and CPR knowledge and actions to Year 7 and 8 
students. The specific objectives of the evaluation were to: 

1. Conduct focus group testing with Teachers and Year 7 and 8 students following development and 
testing of the prototype  of  the App, with reported outcomes and recommendations being used to 
improve the App prior to launch; 

2. Determine the technical analytics of App usage during the trial period, measured by the number of 
downloads and gameplays, with targets of 4,000 Year 7 and 8 students from 15-20 Victorian 
Government Schools; 

3. Determine Year 7 and 8 students’ knowledge of the key steps in the Emergency Action Plan 
(DRSABCD) following use of the App; 

4. Determine Year 7 and 8 students’ knowledge of potential dangers and hazards to themselves and 
others, especially near water following use of the App;  

5. Determine Year 7 and 8 students’ ability to perform key CPR actions on a manikin, including 
ventilation and compression skills subsequent to using the App; and 

6. Produce an evaluation report for key stakeholders. 

 

Methods 

The App was evaluated via the following methods: 

 Following development and testing of the prototype of the Everyday Lifesaver App, a focus group 
session was held with Year 7 and 8 students, teachers and parents. This feedback was used to 
make final modifications to the App prior to the launch of the trial state-wide. 

 Technical analytics were obtained in terms of the number of times the App was downloaded from 
the iTunes Store and Google Play. In addition, the number of learning game plays was recorded. 

 School teachers who used the App in class completed a questionnaire to indicate their level of 
satisfaction with the App and to provide specific feedback. 

 A trial of three instructional interventions among Year 7 and 8 students was undertaken to 
evaluate the effectiveness of the App. Three schools in Greater Melbourne were selected with 
each school assigned a unique intervention method. For each intervention method, student 
knowledge and actions of emergency response and CPR were assessed within one week of 
either undertaking practical training or completing the Everyday Lifesaver App. 

The three interventions varied according to the method of delivery only, with the educational 
content the same across intervention groups. The interventions were: App Group (AG) – 
Everyday Lifesaver App: Students completed the Everyday Lifesaver App in class, followed by 
assessment one week later; Practical Group (PG) – A practical session (designed specifically to 
mirror the Everyday Lifesaver App content) conducted in the classroom by trained LSV staff, 
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followed by assessment one week later; and Control Group (CG) – Students were assessed 
without receiving any practical training or completing the Everyday Lifesaver App.  

 

Results 

Development of the Everyday Lifesaver App – Every participant in the focus group session 
enjoyed playing the App. The feedback and testing information provided by participants was 
prioritised with developers and significant improvements made to the App’s content and functionality. 

Technical analytics – The App was installed on over 800 devices by people from approximately 96 
organisations including around 70 Victorian schools. It was estimated to have been played by over 
12,000 people, including over 5,000 school students. 

School teacher feedback – Every school teacher would recommend the App to someone else. They 
all agreed that: they would use the App again; students were engaged; it was a quality e-learning 
program; and that the content was appropriate to students’ abilities. 

Knowledge of the Emergency Action Plan (DRSABCD) – In general, students who completed the 
App (AG) demonstrated a similarly high level of knowledge of the key steps in the Emergency Action 
Plan (DRSABCD) and water safety as those who completed the practical session (PG). On average, 
77% of students in AG answered the ten questions correctly, similar to PG students (84%) and higher 
than CG students (57%). Thus, the AG and PG performed substantially better than the control group 
(CG) in correctly answering water safety and emergency knowledge questions. Overall 88% of 
students AG felt more confident to perform CPR following playing the App (64% felt ‘a little more 
confident’ and 24%felt a lot more confident). 

Knowledge of potential dangers and hazards – Students who completed the App (AG) 
demonstrated the highest level of knowledge of potential dangers and hazards, especially near water. 

Ability to perform key CPR actions – Overall, students in PG were better able to perform CPR 
compared to AG and CG, whilst AG performed better than CG. 

 

Discussion 

The Everyday Lifesaver App is an innovative instructional method that provided over 5,000 young 
people aged 12-14 years with foundational awareness and knowledge of water safety and emergency 
response. Success of the technology solution was evidenced by students who played the App 
demonstrating better skills and knowledge than those with no training. The App provided students 
with a similar level of water safety and emergency response knowledge to those who participated in 
the practical training session. Whilst not as successful at teaching students the skills to deliver CPR, 
the App demonstrated its’ capacity to provide students with an introduction to basic emergency 
response and personal safety through digital gamification for all. The App was also a demonstrated 
cost-effective delivery method that would complement practical sessions in the steps of the 
Emergency Action Plan (DRSABCD). 

 

Recommendations 

1. Review and update App content related to checking for breathing and delivering rescue breaths to 
improve practical outcomes. 

2. To test retention, the same evaluation of App effectiveness may be conducted 3-6 months later 
with the same student cohorts, at a time convenient to the school.   

3. Scope and investigate opportunities to enhance the digital platform to include additional safety 
content and key messaging, i.e. fire and flood safety. 

4. Scope and investigate opportunities to build on the same digital platform and develop first aid 
content, with an aim to provide students with a pathway to an accredited Provide First Aid 
qualification.  

5. Seek additional funding or monetize the App to  continue to improve its functionality, and ensure its 
long term sustainability and content relevance, ensuring water safety messaging and the 
Emergency Action Plan (DRSABCD) are  kept current and in line with guidelines, particularly from 
Australian Resuscitation Council (ARC).  
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Background 

Life Saving Victoria (LSV) recognises that anyone can be an ‘Everyday Lifesaver’, and the role an 
individual can play in an emergency could mean the difference between life and death.  Unintentional 
drowning and aquatic-related injury is a leading cause of death and hospitalisation among 
adolescents aged 10-19 years in Victoria.  Between 2000 and 2013, 241 adolescents aged 10-19 
were involved in drowning incidents; of these 41 were fatal and 200 were non-fatal (hospitalisations) 
(Simpson, Matthews, Birch, Petrass and Blitvich, 2015). In response, LSV has delivered water safety, 
emergency response and lifesaving programs to both primary and secondary students for many years, 
all with an aim to reduce death and injury and create ‘Everyday Lifesavers’.  

Internationally, Cardiopulmonary Resuscitation (CPR) training for schools was first introduced in 
Norway in the 1960’s (Lind & Stovner, 1963) and it has since been introduced in many other countries, 
including New Zealand, Canada, the United States (Burke, Morgan & McGee, 2010) and many 
European countries (Colquhoun, 2012).The school setting is the ideal place to provide students with 
basic emergency response training because it fits with the curriculum, students are at an ideal age to 
learn the skills and because revision can be conducted in the classroom (Reder & Quan, 2003). 
Targeting secondary school students is also a valuable opportunity to influence students’ decision 
making and behaviours at a critical stage of life.  Students at this age are experiencing increased 
social responsibilities, their environment is evolving and they require these skills to become 
responsible citizens within their community (Berman, 1997). Possessing essential safety knowledge 
and emergency response skills early in secondary school provides the chance to change behaviour 
and have a positive influence throughout their school life. 

An internal LSV analysis of existing delivery methods of teaching students water safety and 
emergency response in Victoria identified that face-to-face methods are inefficient and unsustainable, 
especially in regional areas. Life Saving Victoria determined it cost between $13 and $17 per student 
to deliver face-to-face programs in schools. At this cost it is practically not feasible to reach all 
students in Victoria using existing delivery methods.  

The analysis revealed an urgent need to make education on water safety, emergency response and 
CPR more sustainable and accessible for Victorian communities by taking advantage of 
advancements in mobile technology and broadband connectivity. In addition, there were no digital 
game-based water safety and CPR learning programs targeted at secondary school students, 
specifically Years 7 and 8 students. As a result, LSV launched the Everyday Lifesaver App trial in 
October 2015; following a 12-month development project funded by the Victorian Government 
Technology Innovation Fund (VGTIF).  

The benefits of digital learning include flexible and convenient access to teaching, learning and 
assessment (University of Melbourne, 2012) and savings in terms of cost, including course delivery 
and equipment. Furthermore, when combined with well-designed educational content, information and 
communications technologies (ICT) can provide engaging and effective learning opportunities. In 
comparison to the cost per student to deliver face-to-face programs ($13 and $17), the price per 
student for delivery of the App would be substantially lower, estimated at between $3 and $5.  

The Everyday Lifesaver App is a technology platform that delivers interactive learning modules in an 
online environment.  Utilising state of the art learning technology including interactive animation, 
tailored learning scenarios and questions, the technology provides opportunities for Year 7 and 8 
students across Victoria, the ability to build their knowledge and awareness on how to give 
emergency care. They can practice and apply strategies to seek help for themselves or others – 
regardless of location and socio-economic or educational status, leading to improved injury prevention 
and building community resilience. 

The App enables LSV and the Victorian Government to be at the forefront in educating students in 
safety and resilience, by encouraging schools to take the next step and teach students how to make 
good decisions when faced with life’s challenges, such as emergencies.  This is strongly supported by 
two LSV’s key themes identified in the LSV Strategic Plan 2014-17; ‘LSV from Anywhere’ and 
‘Everyday Lifesavers’, and the Emergency Management Strategic Action Plan 2015-2018 (SAP).  

This report outlines the results of the evaluation of the Everyday Lifesaver App trial and the 
effectiveness of using digital game-based technology to teach adolescents water safety, emergency 
response and CPR knowledge and skills. The project was independently evaluated by LSV’s Aquatic 
Risk and Research Department.  
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About the Everyday Lifesaver App 
Transforming the way we teach safety education, the Everyday Lifesaver App uses gamification to 
make learning water safety, emergency response and CPR more engaging for secondary school 
students.  

  

^ DRSABCD is the acronym for the components of basic emergency response and refers to ‘Danger’, ‘Response’, 
‘Send for help’, ‘Airways’, ‘Breathing’, ‘CPR’ and ‘Defibrillation’. 

 

Development 

•  The App was developed in collaboration with key stakeholders, including technology 
experts (Dexler Education), subject matter experts and organisations, school teachers, 
parents and students.  

•  Development saw subject matter experts with no overlap (content experts with no 
technical expertise and technical experts with no content expertise), come together and 
innovate.   

•  During the development stage, LSV conducted iterative focus group testing of the App 
with school teachers, students and content experts. 

Rationale 

•  The App is the convergence of three factors; the issue of drowning death and injury in 
adolescents aged 10-19 years, the proliferation of mobile devices in schools, and the 
adoption of mobile game-based learning Apps.  

Format 

•  The App is designed to be an engaging, memorable and mobile eLearning experience 
that can be accessed on multiple delivery platforms (Apple/Android tablets and desktop). 
Tablet technology is considered the ideal media because user engagement can be 
increased by utilising the unique tactile capabilities of the medium – meaning students can 
perform ‘hands-on’ CPR simulations via an electronic strategy. 

•The App guides students through mini-games that educate them on keeping themselves 
and others safe during the Emergency Action Plan (DRSABCD)^.  A student’s knowledge 
is tested in a range of environments and emergency scenarios. 

•  Teachers are also supported in their continued delivery of the App through a specific 
accompanying website (www.everydaylifesaver.com.au) that provides useful resources 
such as; a video preview, Teacher Support Guide, Student Quiz and Student Certificate of 
Achievement. 

•  The App is free to access on both the iTunes and Google Play stores, as well as on the 
dedicated App website.  This vital resource is therefore accessible by anyone, anywhere 
and anytime. 

Relevance 

•  The App’s content is aligned to the Victorian Curriculum, making it highly relevant to 
schools, as well as the The Emergency Management Strategic Action Plan 2015-2018 
(SAP).  The App also provides an improved pathway for future up-skilling and formal 
accredited training for students.  
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Aims and objectives 

The overall aim of the evaluation was to determine the effectiveness of new instructional methods for 
teaching water safety, emergency response and CPR knowledge and actions to Year 7 and 8 
students. 

The specific objectives of the evaluation were to: 

1. Conduct focus group testing with Teachers and Year 7 and 8 students following development and 
testing of the prototype  of  the App, with reported outcomes and recommendations being used to 
improve the App prior to launch; 

2. Determine the technical analytics of App usage during the trial period, measured by the number of 
downloads and gameplays, with targets of; 

a. 4,000 Year 7 and 8 students; from 

b. 15-20 Victorian Government Schools; 

3. Determine Year 7 and 8 students’ knowledge of the key steps in the Emergency Action Plan 
(DRSABCD) following use of the App; 

4. Determine Year 7 and 8 students’ knowledge of potential dangers and hazards to themselves and 
others, especially near water following use of the App;  

5. Determine Year 7 and 8 students’ ability to perform key CPR actions on a manikin, including 
ventilation and compression skills subsequent to using the App; and 

6. Produce an evaluation report for key stakeholders. 

 

 

 

 

The Everyday Lifesaver App website homepage (www.everydaylifesaver.com.au) 

  

http://www.everydaylifesaver.com.au/
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Methodology 

Development of the Everyday Lifesaver App 
Following development and testing of the prototype of the Everyday Lifesaver App, a 2-hour focus 
group session was held with four Year 7 and 8 students, four teachers and two parents of Year 7 and 
8 students. Each participant independently tested and played the App on a range of devices, and 
provided feedback via an online questionnaire, and group discussion, in which participants rated the 
clarity of instructions, game play, difficulty and clarity of content, assessment questions and layout. 
Participants also rated their knowledge and skill development and overall satisfaction with the App. In 
addition, as participants tested the App, they recorded bugs, issues and ideas for improvements. This 
feedback was used to make final modifications to the App prior to the launch of the trial state-wide. 

 

  

Pre-launch focus group session 

Technical elements of the Everyday Lifesaver App  

App usage data 

Details were obtained of the number of times the App was downloaded from the iTunes Store (for 
Apple devices) and Google Play (for Android devices) from the App trial period 1 October 2015 to 19 
April 2016.  

In addition, the number of learning game plays was recorded. This provides a more accurate estimate 
of use than the number of downloads because the App can be downloaded once to a single device 
(such as a school tablet) with learning games being played by multiple users. Furthermore, the App 
can be accessed via a web browser without the need to download onto a device.  

Teacher feedback  

School teachers who used the App in class were invited to complete a questionnaire which comprised 
closed-ended questions to indicate their level of satisfaction with elements of the App, including a 
rating of the quality, suitability and delivery method of the content; and open-ended questions to 
provide specific feedback. The survey link was emailed to teachers directly and to generic school 
email addresses, via existing LSV databases, direct contacts collected from education conferences 
and workshops. An incentive of the chance to win a $100 Gift Card was provided to increase 
participation. Nine teachers of students between Year 6 and Year 9 from five Victorian schools 
(Catholic and Government) completed the questionnaire.  
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Evaluation of App effectiveness  
A trial of three instructional interventions among Year 7 and 8 students was undertaken to evaluate 
the effectiveness of the Everyday Lifesaver App. Three schools in Greater Melbourne were selected 
following stratification by socio-economic status and region. Each school was assigned a unique 
intervention method, with allocation into each method based on convenience sampling depending on 
school preferences. For each intervention method, student knowledge and actions of emergency 
response and CPR were assessed within one week of either undertaking practical training or 
completing the Everyday Lifesaver App. 

Interventions  

The three interventions varied according to the method of delivery only, with the educational content 
the same across intervention groups. The interventions were: 

 App Group (AG) – Everyday Lifesaver App: Students completed the Everyday Lifesaver App in 
class, followed by assessment one week later; 

 Practical Group (PG) – A practical session (designed specifically to mirror the Everyday 
Lifesaver App content) conducted in the classroom by trained LSV staff, followed by assessment 
one week later; and 

 Control Group (CG) – Students were assessed without receiving any practical training or 
completing the Everyday Lifesaver App. They were then provided with the App subsequent to 
testing. 

Participants 

Following school consent, all students in Years 7 and 8 were eligible to participate in the training 
sessions; however only those who had not previously played the App were included in the analysis. 
Overall, 110 students completed the App (AG), 121 participated in the practical session (PG) and 46 
were in the control group (CG).  

Assessment of student knowledge and CPR actions  

The impact of the Everyday Lifesaver App was measured by comparing the water safety, emergency 
response and CPR knowledge and actions of students trained via the three intervention methods: (i) 
by playing the App (AG); (ii) by participating in a practical training session (PG); and (iii) with no 
training in water safety, emergency response and CPR as part of a control group (CG).  

The effect of each intervention was assessed over one class period  

One week following the AG and PG interventions, and prior to receiving any training (CG), 
participating students were assessed over one class period (30-60 minutes) via: 

7. A knowledge test completed online; and 

8. Observation of key CPR actions by trained LSV assessors. 

The knowledge test comprised of closed-ended questions designed to examine knowledge of 
emergency response and water safety and identify previous training in CPR. The observation of key 
CPR actions by trained LSV assessors took approximately five minutes per group of five students.  

The observation of key CPR actions involved testing students on their performance of the following 
nine CPR actions: 

 Check for normal breathing (10 seconds): (i) look for chest rise looking down the body; (ii) listen 
over the mouth and nose; and (iii) feel abdomen for rise and fall. 

 Chest compressions: (i) correct hand location; (ii) accurate compression depth; and (iii) accurate 
compression speed. 

 Rescue breaths: (i) maintain an open airway using pistol grip; (ii) achieve chest rise between 
rescue breaths; and (iii) allow time for rise and fall between breaths. 

Students were given a total score out of 2 based on their technique on each of the nine actions (0 = 
completely incorrect technique / does not attempt component; 1 = partially correct technique; and 2 = 
correct technique). Students could therefore achieve a maximum of 18. 
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Data analysis 

All data was entered and cleaned for statistical rigour. Any student in AG or PG who was not 
assessed on the key CPR actions by trained LSV assessors was excluded from the analysis. 
Descriptive statistics, calculated using IBM SPSS statistics software, were performed to determine 
achievement of water safety, emergency response and CPR knowledge and actions. 

 

 

 

 

 

 

  

Sample images of the Everyday Lifesaver App learning games   
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Results 

Development of the Everyday Lifesaver App 
The focus group session demonstrated that every participant (students, teachers and parents) 
enjoyed playing the Everyday Lifesaver App. All ten participants found it fun and engaging, were 
satisfied with the education provided, developed the skills and knowledge they expected and would 
recommend the App to others. In addition, they typically rated the majority of aspects as either ‘good’ 
or ‘excellent’. Including the layout of the games (100% ‘good’ or ‘excellent’), the level of detail in 
describing CPR (100%), the level of detail in describing DRSABCD (90%) and the level of details in 
describing key water safety messages (90%). After completing the App, three of the students reported 
they would feel ‘somewhat confident’ if they had to provide CPR to a person not breathing normally, 
and the other student felt ‘very confident’. 

Most participants felt the content and instructions were 
clear; however three found the instructions somewhat 
unclear and two felt the assessment questions were 
somewhat unclear. Therefore, they provided feedback 
on what instructions should be provided to improve 
clarity. The feedback and testing information provided 
by focus group participants was prioritised with 
developers and significant improvements made to the 
Everyday Lifesaver App’s content and functionality. 

 

  

  

    School students playing the Everyday Lifeaver App and sample images of App homescreen and learning games 

  

Focus group testimonials 

‘I think this is an amazing App that students 
would definitely engage with.’ – Teacher  

 ‘I believe students would be engaged in 
the games as they love a bit of 
competition’– Teacher 

‘It was fun and engaging’ – Student 
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Technical analytics  
Promotion of the App was completed state-wide through; direct email with all Victorian secondary 
schools, LSV’s teacher database, 57 lifesaving clubs, over 250 YMCA and Swim and Survive aquatic 
facilities, LSV’s national bodies Royal Life Saving Society Australia (RLSSA) and Surf Life Saving 
Australia (SLSA), School Sport Victoria, the Australian Council for Health, Physical Education and 
Recreation (ACHPER), Scout groups, SEDA, at targeted school teacher conferences, and the 2015 
World Conference on Drowning Prevention in Malaysia. Usage was measured by the number of 
downloads via the App stores as well as gameplays by user group. 

App store analytics 

Analytics for both Google Play and the iTunes Store revealed the App was installed on 801 devices 
(Figure 1). 

  

Figure 1 App store analytics (iTunes Store and Google Play) 

Learning game plays  

 
In addition to downloads to portable devices, the App was available to play on the Everyday Lifesaver 
website; www.everydaylifesaver.com.au. The number of game plays on any device (including portable 
devices, laptops and PCs) therefore provides a more accurate estimate of usage. 

People from a minimum of 96 schools and other organisations (e.g. aquatic facilities, swim schools, 
emergency services) played the App, including at least 91 schools. Approximately 70 schools were 
located in Victoria. Not every user entered the name of their school or organisation when they began 
the App, so it is likely that the number of schools where the App was used is even higher than that 
reported here. 
Table 1 summarises the learning game plays by user group (Students, Teachers and Others) and the 
estimated number of persons who used the App. The target of 4,000 students was met, with an 
estimated 5,366 students having used it. This was calculated by dividing the total number of game 
plays by the average time students took to complete the App. 

The table below also lists the time spent on learning game plays by each type of user, the number of 
game plays for each user group and the estimated number of people in each group that played the 
App. The time taken by each user per game was recorded by the App, and any cases where a single 
screen was open for longer than 20 minutes was excluded because it was assumed the user stopped 
playing the App but left their device on this screen. On average, students spent 31:36 minutes 
completing the entire App (19 screens). 

 

  

iTunes Store analytics (Period: 1 Oct 2015 – 20 April 2016) 

•  730 App Unit installs 

•  613 installs in Australia (others in the USA, UK, Canada, Russia, Malaysia and Philippines) 

•  100% on Apple iPad 

•  App accessed from the following websites: www.everydaylifesaver.com.au (47), 
www.google.com.au (18), www.theimum.com (12) and www.ipadsforeducation.vec.edu.au 
(5) 

Google Play analytics (Period 31 Aug 2015 – 19 April 2016) 

•  71 App Unit installs 

•  All 71 installs in Australia 

•  Majority on Samsung Galaxy android devices 

http://www.everydaylifesaver.com.au/
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Table 1 Learning game plays and estimated persons using the game per user group 

 Game plays Estimated persons Average time per 
person per play (min) 

Students 169,692 5,366 31:36 

Teachers 8,626 305 28:18 

Others 28,159 6,856 30:06 

Total 206,477 12,527  

Program overview 

School teacher feedback 

School teachers used the Everyday Lifesaver App for a number of reasons including: To provide 
basic resuscitation and water safety knowledge to their students, and to link with their school’s Health 
and Physical Education programs. The App typically took a class between 30-39 minutes (44%) or 
20-29 minutes (33%) to complete. 

Every teacher would recommend the App to someone else and they all agreed that: they would use 
the App again; students were engaged; it was a quality e-learning program; and that the content was 
appropriate to students’ abilities (Figure 2). One teacher commented that the App delivered, ‘excellent 
simulations that provide students with a life-like insight into the real world experiences that they may 
face one day’, and  that it ‘supports classroom learning or [can be used as a] standalone program’. 
Another teacher said their students, ‘really enjoyed the App and I would like to implement it into our 
health program from now on’. 

 

Figure 2 Levels of agreement among teachers regarding specific elements of the App (%) 

  

0% 20% 40% 60% 80% 100%

The content was appropriate for the 
students’ abilities 

Overall this was a quality e-learning program

Using digital game-based learning is an
engaging delivery method for the students

Students were engaged throughout the App

I would use the App again

Strongly Agree

Agree
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Industry recognition 

The value of the App has been more broadly recognised and received a number of industry awards, 
as outlined in Box 1. 

Box 1 Industry awards won by the Everyday Lifesaver App 

1. 2015 Victorian eLearning Industry Association Excellence Awards 

Winner in the K-12 award category 

Finalist in the system and apps award category 

2. 2015 AITD (Australian Institute of Training and Development) Excellence Award 

Highly commended in the category of Best Use of Gamification/Simulation for Learning 

3. 2016 Brandon Hall International Excellence in Technology Awards (USA) 

Winner (silver award) in the category of Best Advance in Gaming or Simulation Technology 

4. 2016 LearnX Impact Awards 

Winner (Platinum award) in the category Best eLearning Design (Mobile App) 

5. 2016 Resilience Australia Awards 

Nomination pending in Victorian ‘Community’ category – outcome expected September 2016 

 

Knowledge of the Emergency Action Plan (DRSABCD)  
In general, students who completed the App (AG) demonstrated a similarly high level of knowledge of 
the key steps in the Emergency Action Plan (DRSABCD) and water safety as those who completed 
the practical session (PG) (Figure 3). Across the ten questions, on average, 77% of students in AG 
answered the knowledge questions correctly, similar to PG students (84%) and higher than CG 
students (57%). Thus, the AG and PG performed substantially better than the control group (CG) in 
correctly answering water safety and emergency knowledge questions. Figure 3 demonstrates that: 

 AG demonstrated the best knowledge of: 

- S (Send for help): What information to provide when calling for emergency assistance; and 

- Water safety: Characteristics of rip currents. 

 AG and PG demonstrated the best knowledge of: 

- R (Response): The ‘Talk and Touch’ technique to elucidate a response; 

- B (Breathing): To listen over the mouth/nose for breath sounds when assessing a person’s 
breathing; and 

- Water safety: To read the safety signs and understand potential dangers and hazards before 
swimming at all aquatic venues (e.g. the beach or the pool). 

 PG demonstrated the best knowledge of: 

- D (Danger): The first thing to do in responding to an emergency is to check for dangers to 
yourself, other people and the patient; and 

- A (Airways): The actions required to open the person’s airway; note that AG score was 
substantially higher than CG score. 
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Figure 3 Correct response rate to ‘Everyday Lifesaver Quiz’ questions, by intervention group 

Whilst PG was better able to recall the DRSABCD acronym than AG (84% correct vs 70%), there was 
no substantial difference among students in AG and PG in terms of their confidence to perform CPR 
following the session. Figure 4 shows that the majority of students in these groups were either a little 
more confident (64% AG, 50% PG) or a lot more confident (24% AG, 38% PG) following both training 
methods. Just 10% of AG and PG felt they would ‘definitely’ use a defibrillator if they had access to 
one and around one-quarter would ‘probably’ use one (29% AG and 25% PG). Students in CG were 
not asked this question because they did not undertake any training prior to completing the quiz.  

 

 

Figure 4 Changes in confidence to perform CPR and likelihood of using a defibrillator, by intervention group 
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Teachers reported vast improvements for specific skills and knowledge among students in AG (Figure 
5). Compared to before using the App, there was an eight-fold increase in the proportion of teachers 
who estimated their students’ knowledge of resuscitation was good or excellent afterwards (11% 
before and 100% after), and a six-fold increase in terms of water safety knowledge (11% before and 
78% after). 

 

Figure 5 Teacher-reported changes in students’ resuscitation knowledge and water safety knowledge before 
and after using the Everyday Lifesaver App (%) 

 

Knowledge of potential dangers and hazards 
Students who completed the App (AG) demonstrated the highest level of knowledge of potential 
dangers and hazards to themselves and others, especially near water (Figure 1). They were most 
likely to correctly define a rip current and, alongside PG, knew to read safety signs and understood 
the potential dangers and hazards before swimming at all aquatic venues (e.g. beach or pool). 
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Ability to perform key CPR actions 
Students were assessed on their ability to perform key CPR actions on a manikin, including ventilation 
and compression skills. Overall, students in PG were better able to perform CPR compared to AG and 
CG, whilst AG performed better than CG (Figure 6). Three key CPR actions were assessed and the 
results of each assessment demonstrated: 

 Check for breathing: 

- Overall, PG performed considerably better than both AG and CG in their competency to check 
a patient’s breathing. The majority of the PG (84%) scored between one and three out of six 
and 7% scored between four and six.  

- Although over two-thirds (69%) of AG scored zero, they performed better than CG, with 28% 
scoring between one and three compared to 7% of AG. 

 Chest compressions 

- AG performed as well as PG in their ability to deliver chest compressions, and far better than 
CG (44% AG, 50% PG vs 3% CG).  

 Rescue breaths 

- The PG performed better than AG and CG in delivery of rescue breaths. One-quarter (27%) 
scored between four and six, compared to 1% of AG and 0% of CG. 

- AG performed better than CG; with 23% scoring between one and three, compared to 7% of 
CG.  

 

Figure 6 Practical test scores for CPR technique (breath check, chest compressions and rescue breaths) 
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Discussion and Recommendations 

The Everyday Lifesaver App is an innovative instructional method that provided over 5,000 young 
people aged 12-14 years with foundational awareness and knowledge of water safety and emergency 
response. Success of the technology solution was evidenced by the evaluation that showed students 
who played the App demonstrated better skills and knowledge than those with no training. The App 
provided students with a similar level of water safety and emergency response knowledge to those 
who participated in a practical training session conducted in the classroom by trained LSV staff. The 
App was also effective in teaching students how to apply appropriate chest compressions during 
delivery of CPR. Whilst the App was not as successful at teaching students to correctly check for 
breathing and deliver rescue breaths, it demonstrated its’ capacity to provide students with an 
introduction to basic emergency response and personal safety through digital gamification, regardless 
of location, socio-economic or educational status, leading to improved injury prevention and building 
resilience at a local community level. 

The App is a demonstrated cost-effective delivery method that would complement lessons in which 
students physically practice the steps of the Emergency Action Plan (DRSABCD). The App as a 
technology solution enables LSV to reduce the cost of delivery per student from $17 to an estimated 
$3 and reduce this cost as volume increases.  The App is currently available at no cost on iTunes and 
Google Play, with support from the Victorian Government VGTIF funding, which makes LSV’s goal of 
delivering water safety and emergency response skills to all students a reality.  However, it is 
expected that the price to download the App may increase to approximately $3 per download. 
Monetizing the App, would enable the ongoing development and enhancement of the App.  Some of 
the feedback received to improve future versions of the App includes: development for use in other 
languages, adding a voiceover to improve level of understanding for low literacy level students, 
include real-time immediate feedback within the mini-games, and improve scoring; and provide 
teachers access to individual student data on learning for assessment purposes. 

Two main limitations to this evaluation are:  

 The number of students and teachers that used the App may be higher because the entry fields 
prior to playing the App were not mandatory. Therefore the quantities reported here are a 
minimum. 

 Teachers were not provided clear instructions that students should ideally play this alone (or at 
most, in pairs), with the sound ON. This would maximise the learning outcomes of the App. 

Recommendations 

1. Review and update App content related to checking for breathing and delivering rescue breaths to 
improve practical outcomes. 

2. To test retention, the same evaluation of App effectiveness may be conducted 3-6 months later 
with the same student cohorts, at a time convenient to the school.   

3. Scope and investigate opportunities to enhance the digital platform to include additional safety 
content and key messaging, i.e. fire and flood safety. 

4. Scope and investigate opportunities to build on the same digital platform and develop first aid 
content, with an aim to provide students with a pathway to an accredited Provide First Aid 
qualification.  

5. Seek additional funding or monetize the App to  continue to improve its functionality, and ensure its 
long term sustainability and content relevance, ensuring water safety messaging and the 
Emergency Action Plan (DRSABCD) are  kept current and in line with guidelines, particularly from 
Australian Resuscitation Council (ARC). 
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Conclusions  

The Everyday Lifesaver App is an innovative, interactive digital game-based learning method to 
deliver vital water safety knowledge and emergency response skills to communities.  The App 
enhances delivery of water safety and emergency response programs innovatively into the school 
curriculum by using technology, to ultimately reduce aquatic-related death and injury in Victorian 
communities.   

The Everyday Lifesaver project produced the following key asset; An innovative water safety and 
emergency response digital game-based learning App, accessible on a variety of devices, that 
provides teachers and students greater control over how, where and when they learn.   

Moreover, an online platform for delivering safety content into the classroom has been successfully 
trialled, which now provides an opportunity for other content to be delivered through a shared digital 
resource.  LSV has commenced discussions with other emergency management organisations to 
investigate the inclusion of additional safety content, i.e. fire and flood in the App, resulting in 
improved interoperability, and a significant opportunity for an ‘all emergencies, all communities’ 
approach to safety education in Victorian schools. 

 

 

 

  

Sample images of the Everyday Lifesaver App learning games 

  



 

18 
 

References 

Australian Institute of Health and Welfare. (2012). A picture of Australia’s children 2012 Cat. no. PHE 
167. Canberra: AIHW. 

Berman, S. (1997). Social Consciousness and the Development of Social Responsibility. Albany, NY: 
State University of New York Press. 

Burke H, Morgan K, McGee H. CPR 4 Schools Evaluation Study Report. Dublin: Royal College of 
Surgeons in Ireland, 2010 

Colquhoun, M. (2012). Learning CPR at school--everyone should do it. Resuscitation. 83(5) 543-544.  

Lind, B., & Stovner, J. (1963). Mouth-to-Mouth Resuscitation in Norway. Journal of the American 
Medical Association. 185, 933-935.  

Reder S, Quan L. (2003) Cardiopulmonary resuscitation training in Washington state public high 
schools. Resuscitation.56, 283–8. 

Simpson, K., Jayawardena, M., Laird, M., Langley, S., and Birch, R. (2015, November). The 
‘Everyday Lifesaver’ App - Using digital game-based technology to teach adolescents water safety 
and emergency response skills. Paper presented at the World Conference on Drowning Prevention, 
Penang, Malaysia. 

University of Melbourne. (2012). The University of Melbourne eLearning Strategy: 2012-2014. 
University of Melbourne, Victoria, Australia.  

 

 



 

 
 

 
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  


