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Describe it in a tweet

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

An innovative app to guide high school students in their
choice of faculty! Augmented reality, Al, big data and
customised tests, with user-friendly graphics for clear and
informed future planning.

Team name: The Other Students

Well-being in Digital Education

Challenge category:

[] Higher Education Students
I:l Teachers

Background of the team:

(multiple selections possible in case

[] Researchers
|:| Primary School Students

[] professionals
E Secondary School Students

of mixed teams) |:| Others (please specify)

Solution description

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?

We propose an application, which can solve the
problems faced by students approaching the university
world:

-learning about the faculty (thinking about one's talents,
aptitudes, aspirations and the work one wants to do in
the future);

-get to know the university environment;

-discover hypothetical university projects;

-find out in which subjects you have the most gaps.

Target group

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?

The recipients of our solution (app) are students
undecided about which university path to take, who
thanks to it will have the necessary information to make
an informed choice, and university students, who thanks
to its functionalities will be able to better manage their
university life. In our opinion, the solution could be
important for them because it could help them in the
organisational, informational and social spheres.

In order to fully understand the specific needs of the
target audience, it is necessary to collect information from
as large a research sample as possible, taking into
account the differences between different colleges and
provincial and city institutes.

Context

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?

-The current problem we are trying to solve is the
difficulty of choosing which university path to take, how to
settle into it and how to manage university life.

-We think our solution aligns with the theme of
DigiEduHack 2024 by using digital tools to make
students feel comfortable without putting them under
unnecessary pressure by creating stress.

Innovativeness

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?

Our solution is characterised by a strong user-centred
approach that drives the entire educational process.
Unlike other solutions in the industry, which often adopt
standardised methods, we start from the feedback and
real needs of users at the very beginning, allowing for
continuous customisation. This ensures a greater

Transferability

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

Our solution is highly transferable, it could be used in
other learning contexts, such as selecting high schools or
extracurricular activities.

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?

Our application will help to reduce the anxiety of
adapting to the university environment. This is the reason
why we believe that our application can have a significant
impact not only on the world of education, but also at a
social level. In fact, it will help students to raise their
awareness, especially those who live in remote social
contexts such as a small town or those who are not
familiar with the university context, such as not knowing
students or graduates or those who do not have anyone
to ask for advice.

Sustainability

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?

understand the weaknesses of the app through critical
feedback in order to make the app fully functional
adapt it to different devices

Team work

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?

We are a group of high school students from Rome:
Aurora Maria Fusco,17 years old, Liceo delle scienze
umane opzione economico sociale Leonardo Da Vinci
Annalisa Naso, 17 years old, Liceo delle scienze umane
opzione economico sociale Leonardo Da Vinci

Maria Lo Porto, 16 years old, Liceo delle scienze umane,
opzione economico sociale, Istituto delle Suore Angeliche
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	Title of the solution: WellEduDigital
	Challenge addressed: University's Orientation
	Team name: The Other Students
	Challenge category: Well-being in Digital Education
	Solution description: We propose an application, which can solve the problems faced by students approaching the university world:

-learning about the faculty (thinking about one's talents, aptitudes, aspirations and the work one wants to do in the future);

-get to know the university environment;

-discover hypothetical university projects;

-find out in which subjects you have the most gaps.


	Target grop: The recipients of our solution (app) are students undecided about which university path to take, who thanks to it will have the necessary information to make an informed choice, and university students, who thanks to its functionalities will be able to better manage their university life. In our opinion, the solution could be important for them because it could help them in the organisational, informational and social spheres.

In order to fully understand the specific needs of the target audience, it is necessary to collect information from as large a research sample as possible, taking into account the differences between different colleges and provincial and city institutes.




	Context: 

-The current problem we are trying to solve is the difficulty of choosing which university path to take, how to settle into it and how to manage university life. 

-We think our solution aligns with the theme of DigiEduHack 2024 by using digital tools to make students feel comfortable without putting them under unnecessary pressure by creating stress. 




	Impact:  Our application will help to reduce the anxiety of adapting to the university environment. This is the reason why we believe that our application can have a significant impact not only on the world of education, but also at a social level. In fact, it will help students to raise their awareness, especially those who live in  remote social contexts such as a small town or those who are not familiar with the university context, such as not knowing students or graduates or those who do not have anyone to ask for advice.








	Describe it in a tweet: An innovative app to guide high school students in their choice of faculty! Augmented reality, AI, big data and customised tests, with user-friendly graphics for clear and informed future planning.
	Innovativeness: Our solution is characterised by a strong user-centred approach that drives the entire educational process. Unlike other solutions in the industry, which often adopt standardised methods, we start from the feedback and real needs of users at the very beginning, allowing for continuous customisation. This ensures a greater effectiveness and engagement as the experience is constantly adapted to specific needs.


	Transferability: Our solution is highly transferable, it could be used in other learning contexts, such as selecting high schools or extracurricular activities.


	Sustainability: understand the weaknesses of the app through critical feedback in order to make the app fully functional

adapt it to different devices


	Team work: We are a group of high school students from Rome:

Aurora Maria Fusco,17  years old, Liceo delle scienze umane opzione economico sociale Leonardo Da Vinci

Annalisa Naso, 17 years old, Liceo delle scienze umane opzione economico sociale  Leonardo Da Vinci 

Maria Lo Porto, 16 years old, Liceo delle scienze umane, opzione economico sociale, Istituto delle Suore Angeliche di San Paolo

Riccardo Vinci, 18 years old, Istituto Tecnico Informatico Enzo Ferrari-Hertz 

Chiara La Gioia, 18 years old, Liceo delle scienze umane opzione economico sociale Leonardo Da Vinci

Livia Donati, 18 years old, Liceo delle scienze umane opzione economico sociale Leonardo Da Vinci

Lorenzo Nuredin Proietti, 17 years old, Istituto tecnico-economico Leonardo Da Vinci

Michele De Dominicis,15 years old, Liceo delle scienze umane opzione economico-sociale Leonardo Da Vinci

Ali Ekramy Mohammed Hashem Aly, 18 years old, Istituto Tecnico Informatico Enzo Ferrari-Hertz

Ettore DeMuro, 16 years old, Istituto tecnico-economico Leonardo Da Vinci



We are the ideal team because:

-we represent the target audience perfectly as we are all high school students, but we have different ages and come from different institutions, which allows us to be a meaningful sample.

-we immediately found a harmony that allowed us to collaborate homogeneously and effectively.
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