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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: (Re)fining the Virtual Learning UX
	Challenge addressed: 1(Man.), 2, 9, & AI Challenges 
	Team name: The Blue Team
	Challenge category: Technical and Digital Challenges
	Solution description: Our proposal presents a series of enhancements that are designed to increase the attractivity of the existing LMS. Our objective was to cater to both administrators as well as end users by focusing our attention on:
1) Expanding the embed code to include the Loom video integration;
2) Creating a smart search functionality that enables searches by pulling key phrases from existing titles and descriptions;
3) Leveraging AI to get a tailored experience to align proposed learning to career development goals be it in technical or functional trajectories;
4) Adding a gamification component to incentivize learning through recognition and rewards, converting points into value added experiences and opportunities.
	Target grop: The initial target audience will be Aubay Portugal employees (approximately
1,500 people), with the possibility of later opening the e-learning platform to external
audiences (clients, potential candidates, etc.).
	Context: This year’s DigiEduHack theme: "Imagining the Future of Digital Education.”
	Impact: The platform improvements from this Hackathon will provide a better user and
learner experience for over 1,000 people in the short to medium term. The
expectation is to see an increase in the number of learners engaging with the e-
learning platform thanks to these enhancements and the addition of gamification.
This will create a valuable social impact: more people trained in essential areas such
as soft skills, technology, and sustainability (e.g., Green IT course).
	Describe it in a tweet: We not only deserve but also expect a silver platter design in the tools that enable our online learning. Our platform leverages AI to guide you through the courses that align to your passions, skills, and interests. Providing you with career competencies to soar #Learning #LMS #AI
	Innovativeness: Admin users can upload videos from any source platform. As it relates to the end users, they now have the capacity to leverage a smart search functionality to source the content they like, or benefit from the AI recommendations tailored to align their learning with career objectives.
	Transferability: Our focus is on a design that translates to Millennials and Gen Z users - a tailored and customized experience. The easily transferable functionality enables platforms to leverage insights that are provided by the end user, that prompt the content that aligns best to their wants & needs.
	Sustainability: Our focus is on flexible and responsive design features that create an interactive learning experience, that seeks to serve the end user where they are at based on the profiles that they represent. The more insights we gain with the AI functionalities presented the better we can serve each user
	Team work: Edson Morais - Dev Ops, Pedro Elia Jaraba Perez - Full Stack Developer, Vitor Ribeiro - Computer Engineering Student, Rachelle Innocent - UX Desgn. Our team provides the perfect medley of skills, experience, and creativity to create big impact by way of LMS functionality and platform usability in short cycles. We’re a great team!
	Higher Education Students: SÃ
	Researchers: Off
	Professionals: SÃ
	Teachers: Off
	Primary School Students: Off
	Secondary School Students: Off
	Others: Off
	Other background: Not Applicable


