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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)
















	Other background: High School
	Others: Sí
	Secondary School Students: Off
	Primary School Students: Off
	Teachers: Off
	Professionals: Off
	Researchers: Off
	Higher Education Students: Off
	Team work: We are a group of high school students that want to make a positive impact in society by helping people who cannot have the same opportunities. For this case, we know and have contact with some situations in which we can apply our solution. We would also like to continue working as a team as we were able to complement our ideas and we have the same concerns about the topic.
 
	Sustainability: Traditional website ads will be used as a form of revenue. 
To scalate the project, we want to firstly begin economically remunerating the people who create the courses as well as the people who make the peer-reviews as an incentive. Also, it will be great to expand the communities to other parts of the globe. We can make collaborations with schools as well to impulse them to use the platform for students that also didn't leave their studies to pursue personal interests. 
	Transferability: This solution applies to various situations as desertion is a very amplified topic, around the globe. We can easily apply the same web page in other countries, where new communities can be formed. For example, we can expand our reach to other parts of Latin America, creating new communities and integrating to the global userbase. 
	Innovativeness: This solution is different to other existing ones because it implements important resources like a community where you can send questions and receive answers of people in similar situations, the implementation of the job board inside of the same web page where they can apply their knowledge and the motivation to reeschool in order to have the opportunities that everyone has.
	Describe it in a tweet: Knowledge for everyone, by everyone. Here at CAMP, we believe this is the future of education, and Project Anátapu aims to achieve that goal. 
	Impact: The intention of this project is to have a significative social impact, as the main purpose is to help those people who didn't finish their basic education and improve their opportunities to have a dignified lifestyle. Some examples of people who need this help are people who work in a corporative ambience and couldn't finish their studies by validating their knowledge and by aquiring new knowledge of their interest.
	Context: In Mexico, around 32% of the people who enter middle school end up leaving their studies, and overall, around 44% of the people who leave their studies in Mexico leave because of a lack of interest or motivation. On the other hand, a part of the minors who enter working globally, participate in dangerous jobs which violates human rights. 
	Target grop: The target group will be children and adults who abandoned their studies (ages 12 and up). They will be benefited with the web page because it will capture their real, specific interests and improve their laboral opportunities, not only in a current time, but in the future by having the motiviation later of re-entering their studies or aquire the resources necessary to apply to a career. A way to atract the people to this is through its affordability and the coverage of their greatest interests and knowledge needs. 
	Solution description: We are proposing a free educational web page that contains courses of various themes which have academic validity, so that they are recognized by educational institutions who would like to help with the validation and serve as formal titles. This titles have the purpose to form a CV and let the users have the posibilioty of compensating for lost time after desertion or motivate them to recover their studies. To ensure that the person completed the course, there will be a related quiz to test their knowledge. Course variety will also fix the curiosity problem, giving the users academic and time freedom. Another element, will be the posibility of searching for any job application in which the users can apply their new knowledge. Also, an important part of this project is the community that will be formed: The courses will be developed by other people who want to contribute and they will have a reward by apporting to their CV and recognizion of experience, so that there is a mutual benefit between the people who take the courses and the people who make them. To complement the idea of community, there will be a forum for every course where the people who take it can ask to other people any doubts or comments overall. These forums will be devided in sections of two years old, 12-14,15-17 and 18+, to avoid harrasment or related situations. Also, there will be a gamification in which you will receive points for every course you complete and, in case of course creators, for each course you submit. Also, there will be implemented a streak of days using the page in order to keep them motivated to learn. AI will be implemented to adapt a recommendation of courses for each user depending on their interests. The success of the page can be measured thanks to the number of users, the number of creators and the number of courses created. Finally, to ensure everyone can be included in this solution, we propose aliances with academic institutions or other stablishments to borrow the equipment necessary, such as internet & electronic devices.
	Challenge category: AI and Emerging Technologies for Education
	Team name: CAMP
	Challenge addressed: “How might we push human flourishment through disruptive emerging tech-based education?”
	Title of the solution: Project Anátapu


