Describe it in a tweet

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

Empowering Conscious Individuals

Our mission is to empower everyone to become a
conscious and responsible global citizen through access to
verified cultural knowledge. By breaking down barriers to
authentic information, we're creating a more understanding
and neacefill world
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Challenge category:

[] Higher Education Students
I:l Teachers

Background of the team:

(multiple selections possible in case

[] Researchers
|:| Primary School Students

[] professionals
|:| Secondary School Students

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

Our team consists of university students from diverse disciplines includivix

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?

Peace X is a digital peace and cultural exchange platform
designed to promote global understanding, empathy, and
collaboration among youth. It unites education,
technology, and social innovation to connect students,
teachers, and communities through verified information,
intercultural learning, and peace-building activities.

Main Elements & Technologies

Peace Learning Hub: Gamified micro-courses on peace,
empathy, and global citizenship.

Global Exchange Forum: Safe digital space for
intercultural dialogue and collaboration.

Verified Information Zone: Al tools to detect
misinformation and promote factual content.

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?

Peace X targets university and higher education students,
educators, and the general public who seek meaningful
global connection and peace education. It also engages
NGOs, youth leaders, and community organizations
working toward social harmony and digital learning.

In today’s world of cultural division and misinformation,
Peace X provides an inclusive digital platform where
people can learn, communicate, and collaborate for peace
through education and technology.

Benefits

Students & Educators: Access peace-learning courses,
global exchanges, and digital teaching tools.

approaches currently available or implemented by education sector practitioners?
If so, why and to what extent is your solution better?
Peace X is more than an online learning platform — it
It uses Al for safe, multilingual communication, gamifie

Other platforms may teach skills or languages, but Pea

Transferability

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

Yes, Peace X can be fully or partly applied across variot
Example: A university environmental studies class coult

By adapting its tools and interactive approach, Peace X

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?

In today's world, digital spaces often divide more thar

Peace X directly addresses these problems by creating

Aligned with the DigiEduHack 2024 theme — “Educati

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?

Peace X reimagines education as a global bridge for p

Through gamified micro-courses, global discussion fol

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?

Once the prototype is ready, Peace X will be tested with
universities and partner organizations, gathering feedback
to improve usability and content. The platform will then be
scaled globally through partnerships with schools, NGOs,
and online communities.
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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?

Our team, Team Peace Innovators, is a diverse group of
university students, researchers, educators, and tech
professionals united by a shared passion for digital
education, peacebuilding, and social innovation.

Technical Expertise: We have software developers and Al
specialists capable of building the platform, integrating
aamification. and ensurina safe multilinaual
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	Title of the solution: Connecting Cultures, Gobal access to information, Peacebuilding
	Challenge addressed: Promoting global peace, empathy, and understanding through intercultural communication, verified information sharing, and youth collaboration in a digital environment.
	Team name: Peace X
	Challenge category: Peacebuilding and Intercultural Understanding through Digital Innovation
	Solution description: Peace X is a digital peace and cultural exchange platform designed to promote global understanding, empathy, and collaboration among youth. It unites education, technology, and social innovation to connect students, teachers, and communities through verified information, intercultural learning, and peace-building activities.

Main Elements & Technologies

Peace Learning Hub: Gamified micro-courses on peace, empathy, and global citizenship.

Global Exchange Forum: Safe digital space for intercultural dialogue and collaboration.

Verified Information Zone: AI tools to detect misinformation and promote factual content.

Peace Challenges: Monthly community challenges that encourage youth-led peace actions.

Shop: Marketplace for peace-themed educational materials, cultural goods, and digital art.

Content Profile: Personalized dashboard where users track learning progress and share creative works.

Global Distribution: Partnerships with NGOs, schools, and online media to expand Peace X worldwide.

Technology Stack: Built with React/Flutter, Firebase, and AI-based moderation and translation tools.

Objectives

To foster digital empathy, peace literacy, and global citizenship while empowering youth to create social impact.

Implementation Plan

Months 1–2: Design & research
Months 3–5: Development & testing
Month 6: Pilot launch
Months 7–9: Global rollout
Months 10–12: Evaluation & scale-up

Impact & Success

Peace X enhances digital education by integrating peace learning into engaging online experiences.
Success will be measured by user engagement, partnerships, project outputs, and educator feedback.
	Target grop: Peace X targets university and higher education students, educators, and the general public who seek meaningful global connection and peace education. It also engages NGOs, youth leaders, and community organizations working toward social harmony and digital learning.

In today’s world of cultural division and misinformation, Peace X provides an inclusive digital platform where people can learn, communicate, and collaborate for peace through education and technology.

Benefits

Students & Educators: Access peace-learning courses, global exchanges, and digital teaching tools.

General Users: Join intercultural discussions, share experiences, and participate in global peace actions.

Organizations: Connect with international partners and promote community initiatives.

Engagement Strategy

Peace X will engage users through gamified lessons, cultural exchange forums, multilingual tools, and global challenges. Partnerships with universities and NGOs will expand participation and ensure content meets diverse needs.

Relevance

Peace X empowers people of all ages—especially in higher education—to become global digital citizens, promoting understanding, empathy, and peace worldwide.
	Context: In today’s world, digital spaces often divide more than they unite. University students and global citizens face challenges such as misinformation, cultural misunderstanding, social isolation, and lack of inclusive digital education. These issues limit global cooperation and empathy — both essential for sustainable peace and social progress.

Peace X directly addresses these problems by creating a digital peace and cultural exchange ecosystem where individuals can learn, connect, and collaborate beyond borders.

Aligned with the DigiEduHack 2024 theme — “Education in the Digital Age: Empowering Learners for the Future” — Peace X transforms digital learning into a global experience of peace education, empathy-building, and intercultural collaboration. It redefines education as a tool for unity, not competition.
	Impact: Peace X reimagines education as a global bridge for peace, empathy, and sustainability. By merging digital tools with intercultural learning, it shifts the focus from traditional classroom teaching to interactive, experience-based education that connects learners worldwide.

Through gamified micro-courses, global discussion forums, and AI-supported cultural exchange, students and educators in higher education gain digital peace literacy, emotional intelligence, and global awareness — essential 21st-century skills. This approach nurtures inclusive, human-centered digital education aligned with the UN Sustainable Development Goals (SDGs 4, 16, and 17).
	Describe it in a tweet: Empowering Conscious Individuals
Our mission is to empower everyone to become a conscious and responsible global citizen through access to verified cultural knowledge. By breaking down barriers to authentic information, we're creating a more understanding and peaceful world.
	Innovativeness: Peace X is more than an online learning platform — it’s a global space for peace, cultural exchange, and collaboration. Unlike other e-learning tools that focus only on academics or languages, Peace X combines education, dialogue, and action in one platform.

It uses AI for safe, multilingual communication, gamified lessons to make learning fun, and a verified content zone to fight misinformation. Features like a shop, content profiles, and global distribution connect users with cultural materials and projects worldwide.

Other platforms may teach skills or languages, but Peace X turns learning into real-world impact, helping students, educators, and communities become global digital citizens and peace ambassadors.
	Transferability: Yes, Peace X can be fully or partly applied across various educational contexts and disciplines. While it focuses on peace education and intercultural learning, its digital platform, gamified learning modules, and collaborative tools can support subjects like social sciences, environmental studies, civic education, and digital literacy.

Example: A university environmental studies class could use Peace X to run a global “Sustainability and Peace Challenge”, where students from different countries collaborate on eco-friendly projects while learning cultural perspectives and teamwork skills. Similarly, language classes could use the platform for cross-cultural exchanges and practice communication with peers worldwide.

By adapting its tools and interactive approach, Peace X can enhance any discipline that benefits from collaboration, critical thinking, and global awareness.
	Sustainability: Once the prototype is ready, Peace X will be tested with universities and partner organizations, gathering feedback to improve usability and content. The platform will then be scaled globally through partnerships with schools, NGOs, and online communities.

In the mid-term, Peace X will expand its courses, challenges, and multilingual features to reach more learners worldwide. In the long-term, it aims to become a global hub for digital peace education, fostering intercultural understanding, collaboration, and youth-led social impact on a sustained, worldwide scale.
	Team work: Our team, Team Peace Innovators, is a diverse group of university students, researchers, educators, and tech professionals united by a shared passion for digital education, peacebuilding, and social innovation.

Technical Expertise: We have software developers and AI specialists capable of building the platform, integrating gamification, and ensuring safe multilingual communication.

Educational Expertise: Our educators and curriculum designers bring experience in peace education, intercultural learning, and youth engagement.

Project & Social Innovation Skills: Researchers and community leaders in our team ensure the platform addresses real-world social challenges and reaches the right audiences.

This combination of technical, educational, and social expertise makes us uniquely equipped to develop Peace X successfully.

We all share a long-term commitment to global peace and digital learning, and we plan to continue working together beyond the hackathon to scale Peace X, refine its impact, and expand it as a global digital platform for learning, collaboration, and social change.
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	Other background: Our team consists of university students from diverse disciplines including ICT, education, and social sciences, working together to design creative digital solutions that promote peace, cultural dialogue, and mental well-being for youth across borders.


