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Ensuring equitable access to clean

~ The Problem

-moderate income communities have

been traditionally left out of solar
investments.

* 43% of households are low-moderate
income

« Biden administration released a blueprint
to achieve 45% solar energy by 2050, we
need to engage these communities to
reach this.

Solution Overview
« The Gamifying Education and Outreach
(GEOQO) Platform gamifies solar energy
education for all.
 Interactive games will be used to inform

@/ I%% g’ players on how solar energy works, why

it is important, and tips for the player on
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