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CIBERHEROES is a fun app for kids aged 8 to 12.
With help from NOVA, they play missions and learn how to stay

DIGIEDUHACK SOLUTION CANVAS

Describe it in a tweet

#DigitalWellbeing

A RO el il | CIBERHEROES SKILLBEE

Challenge addressed: Protect yor mind and Digital World: Self- Challenge category: Well - being in digital education What makes your solution different and original? Are there similar solutions or

Care and Safety Online approaches currently available or implemented by education sector practitioners?

Innovativeness

If so, why and to what extent is your solution better?

Background of the team: Higher Education Students Researchers Professionals CIBERHEROES is special because it brings many things together in one

(multiple selections possible in case m Teachers Primary School Students Secondary School Students app a short test, fun roles, game-style missions, a teacher panel, and a

of mixed teams) |:| oth L . digital friend that helps students with their emotions. Other apps only
thers (please specify) control what kids do or ask quiz questions, but CIBERHEROES teaches

safety, well-being, and critical thinking in a story made for each child. It
also works offline, so it can be used in places with little internet. Its fun and
friendly design makes it easy for teachers, students, and families to use.

Target group
Solution description o
Who is/are the target group/s of your solution and how will they benefit from it? Transferablllty
What is the final product/service/tool/activity you’re proposing? What are its main Why is your solution relevant to them? how do you plan to engage these groups so
elements, technologies and objectives? Could you please include a brief you fully meet their specific needs? Can your solution partly or fully be used in other education/learning contexts or
implementation plan with some key overall milestones, resources required and disciplines? Could you provide any example?
eventual barriers foreseen? . o
How could your solution be used to enhance digital education nowadays? How The main target group is children aged 8 to 12, a key stage where CIBERHEROES can be used in schools, homes, and community
could its success be measured? _ they start exploring the digital world and face risks like spaces. It is good for tutoring, class projects, family programs, and any
CIBERHEROES is a playful app designed for children aged 8 to 12. It misinformation, cyberbullying, and screen overuse. group that wants to teach digital well-being. With its offline mode, kids
helps them stay safe online, take care of their digital well-being, and learn The app also involves teachers and families, offering them can learn about self-care, creativity, and play without internet, at home
empathy and critical thinking. N simple tools to guide and support digital well-being at home and or in workshops. Because it is easy to use, CIBERHEROES fits well in
It also gives ideas for offline activities that promote balance, creativity, and in the classroom. different school subjects and age levels.
emotional health. ) o
The adventure starts with a short test that gives each child a special role Through personalized roles, weekly missions, and NOVA’s
with missions and badges, guided by NOVA, their digital friend. guidance, the experience adapts to each child’s needs, keeping e
The app includes daily lessons that can work without internet, a teacher them motivated while teaching empathy, safety, and balance. Sustainability
panel to see class progress, and a parent control system with a private code. For schools, CIBERHEROES is an accessible and emotionally
Its success is measured by how many missions kids complete, how their positive way to promote responsible digital education that truly Once you have a prototype, what are your plans for a further development,
digital habits improve, and how teachers and families join in. connects with students’ real lives. ‘mpllfme".tat'ﬁ" ”p.zcale Z"ld mp“cat';’" of the solution? How do you see it
CIBERHEROES makes digital learning safe, fun, and full of teamwork. working in the mid- and long term?
https://www.figma.com/proto/1JV2vwWcehKaf4nOv'Y xz9p/CiberHeroes?
page-id=212%3A3469&node-id=212- : - - : s
- After testing the prototype, CIBERHEROES will be used in steps. Firstin
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id=21200 3_A3470&show broto-sidebar ‘1 monthly campaigns, updates from user feedback, and work with more
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How will your solution catalyse changes in education and what impacts will it |n_str:tut|ons. In the_:‘lu;urle, ILFZOE“'TS mo?jea'smp:ide?lgné?gg;ﬁgggzg
https://youtu.be/imZiigkvkKY have at social and environmental level? Could you provide examples or scenarios W' Ot reens p ' S lg_o_o X 'ta ts i .-
- = illustrating how such changes and impacts might unfold? ° il DTy TIPSR T T T R e
Context
Team work
What is the current or future problem you’re trying to solve? How does your CIBERHEROES helps make school learning safer and more
solution align with DigiEduHack 2025 annual theme? positive. It teaches kids to stay safe online, be kind, and think Present the members of your team. ,
Fon docs yoursoution conffont e allenge posed b the hackathon before they act, while bringing teachers and families closer Competencies you all bring im0 <h solution s developed ucesfuly? What
organiser and how does it address the challenge category? together. It helps children build healthy friendships both online ourpex ertise):/vithin the gEhematic field concerned? ArPe ou plannin; yt.o continue
According to the Global Cybersecurity Forum, 7 out of 10 children have and in real life. It also gives fun offline ideas to play, be creative, Y Ki P " in the future? If hv? s Areyoup g
facedlonlic?e tgg:oats. Inf Peru,k40%fof kcijds shlare pri\éatSeZLnfO;mation on and spend time with family. Because it works offline, it uses less working as a team in the future? If so, why?
i i % i i i % t i i i . . . .
Z?)gi f?; clgiaﬁ d e(;f ;%s;tr?l?eil: ghi;frr;ns’sogi;fa{lar?abits © ot parents Qata qnd energy, so kids can play and lear even in places‘\‘mth The team includes business management engineers, a cybersecurity
. ! ! o little internet. For example, in class, students can become “Data engineer. and a svstems engineer. with suoport from a teacher who
CIBERHEROES is a fun and educational app that helps kids stay safe, PN : : : 9 ' ySter 9 ’ pport1 g
- iy - ) h : . Guardians” and lead small projects about privacy, while teachers knows school education well. Toaether. they mix skills in technolo
think critically, and take care of their emotions while learning online. uide teamwork and emational learnina This wa . ” 9 e _y . gy,
Guided by NOVA, their digital friend, the app turns digital education gIBERHEROES makes the classroom% safo fur)]/’ and dicital- user experience, data protection, gamification, and teaching methods for
into a game with missions and rewards. It was created for DigiEduHack smart space B g kids. This mix helps them focus on digital well-being in a technical,
2025 to promote children’s digital well-being in a playful, simple, and pace. emOt!OnaL and educational way. Aﬂer the hackathon, they plan tq keep
educational way. Its offline mode and flexible design make it easy to use working as a team to test the app in schools, create new partnerships,
in schools and at home, helping teachers and families face today’s digital and improve it with user feedback. They believe their teamwork and
challenges together. mix of skills are key to making a real and lasting impact.
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