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Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

How would you describe your solution in a short catchy way with maximum 280 
characters?

What makes your solution different and original? Are there similar solutions or 
approaches currently available or implemented by education sector practitioners? 
If so, why and to what extent is your solution better?

Can your solution partly or fully be used in other education/learning contexts or 
disciplines? Could you provide any example?

Once you have a prototype, what are your plans for a further development, 
implementation upscale and replication of the solution? How do you see it 
working in the mid- and long term?

Present the members of your team.
Why are you the perfect team to develop this work and what are the 
competencies you all bring in so the solution is developed successfully? What is 
your expertise within the thematic field concerned? Are you planning to continue 
working as a team in the future? If so, why?

Who is/are the target group/s of your solution and how will they benefit from it? 
Why is your solution relevant to them? how do you plan to engage these groups 
so you fully meet their specific needs?

How will your solution catalyse changes in education and what impacts will it 
have at social and environmental level? Could you provide examples or scenarios 
illustrating how such changes and impacts might unfold?

What is the final product/service/tool/activity you’re proposing? What are its 
main elements, technologies and objectives? Could you please include a brief 
implementation plan with some key overall milestones, resources required and 
eventual barriers foreseen?
How could your solution be used to enhance digital education nowadays? How 
could its success be measured?  

What is the current or future problem you’re trying to solve? How does your 
solution align with DigiEduHack 2024 annual theme?
How does your solution confront the challenge posed by the hackathon 
organiser and how does it address the challenge category?

Title of the solution:

Challenge addressed:

Team name:

Challenge category:

Background of the team: Higher Education Students Researchers Professionals

Teachers Primary School Students Secondary School Students

Others (please specify)
(multiple selections possible in case 
of mixed teams)


	Title of the solution: Heureka buddy
	Challenge addressed: Accessible Adventures
	Team name: Arachne
	Challenge category: Access and Availability
	Solution description: Our solution aims to make museum visits more inclusive and empowering for visually impaired. It consists of two key components: personalized journey planning and an interactive museum buddy. Visitors can pre-plan their experience based by filling in a questionairre, allowing them to “simulate” their visit and gain confidence in exploring exhibitions independently. Upon arrival, they are paired with a “museum buddy”—that guides them along their pre-planned route. Equipped with voice-over explanations, haptic feedback, and navigational aids, the buddy creates an engaging emotional, spatial, and auditory experience tailored to their needs. This integrated solution enables greater spatial exploration and accessibility, ensuring a fulfilling museum visit. 
	Target grop: Our main target group are visually impaired visitors. We benefit them through easing the pressure of a museum visit. The relevance for their aide person (teacher, parent, guardian, etc.) comes from pre-planning and personalising their journey, ensuring a safe and stress-free visit; the visitor, acoompanied by a personal buddy, gets to explore the museum on their own terms. The solution allows both groups to engage with the exhibit by focusing on most relevant routes and most exciting and accessible exhibits. 
	Context: Visitors with vision impairments struggle to engage with museum exhibits and get the most out of their visit. Our solution proposes a universal design: it offers the visitor or their aide person a chance to plan the best route for their needs and interests; moreover, it empowers the visitor to freely explore the museum with little nudges from their museum buddy.  
	Impact: Our solution empowers spatial exploration which is in most cases not accessible to visually impaired people. It will boost their confidence to visit the exhibition independently. Our technology can be used in any attraction places, not just in Heureka, which could be a turning point in the education and culture for the visually impaired.
	Describe it in a tweet: A personalised journey accompanied by a museum friend.
	Innovativeness: Our solution extends from a basic audio guide, which is widely used in museums and cultural places, to a personal museum companion. The companion helps visually impaired people engage and interact with the exhibition.
	Transferability: Our solution can also be used by other science museums, art galleries, amusement parks or any attraction areas requiring spartial exploration and aided navigation. 
	Sustainability: We plan to run a pilot test with Heureka museum to test the main features of our solution using simple and affordable technology. After that we will incorporate our solution in the current museum exhibition and reach out to other attraction places for collaboration. 
	Team work: We are a multidiciplinary team of four university students in the fields of business, design, and engineering. We are passinate about combining our experiences in universal design, product development, and business operations. We aim to bring our idea to reality and make an impact on the lives of visually impaired people. 
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