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Describe it in a tweet
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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: PET-O
	Challenge addressed: Perú
	Team name: PET-O
	Challenge category: Digital Wellbeing
	Solution description: Product Description: Pet-O is a mobile app that encourages a balanced digital lifestyle, helping users regain control of their screen time without the pressure of a zero-devices lifestyle. Rather than enforcing strict disconnection, Pet-O offers a moderated approach that promotes a healthy, sustainable relationship between users and their devices.
Main Elements and Technologies:
Interactive Modules: These modules provide engaging activities that encourage users to take meaningful breaks, set personalized screen time goals, avoid nomophobia, and improve focus. Each module is tailored to different needs, such as productivity boosts, stress relief, or device detox challenges.
Assessment Tools: The app features self-assessment quizzes and tracking tools that allow users to reflect on their habits and measure improvements over time.
Data-Driven Personalization: Using both data from users' devices (e.g., screen time statistics) and user-provided information (preferences, goals), Pet-O employs analytics to offer personalized insights and recommendations.
Resources and Objectives:
Key Resources: Pet-O leverages data from users’ devices, such as usage patterns, and combines it with in-app inputs to understand user habits and progress. The app’s analytics engine analyzes this data to deliver customized guidance.
Primary Objective: To promote positive behavioral changes by fostering a healthier relationship between users and their devices, thereby reducing digital burnout and enhancing mental well-being.
Implementation Plan:
Phase 1 - Development & Testing: Build core app features, including interactive modules and assessment tools, followed by internal testing.
Phase 2 - Beta Launch: Release a beta version for select users (students and workers) to gather feedback on usability, effectiveness, and user satisfaction.
Phase 3 - Full Launch : Launch the full app with enhanced features based on beta feedback. Begin targeted marketing to educational institutions and organizations.
Phase 4 - Data-Driven Iteration: Continuously improve app functionality and personalization using feedback and usage analytics.
Potential Barriers:
User Engagement: Maintaining consistent user engagement could be challenging; incorporating gamification and rewards may mitigate this.
Data Privacy: Ensuring that user data is protected and used responsibly to comply with privacy regulations.
Enhancing Digital Education: Pet-O can help students and educators manage screen time better, reducing digital fatigue and improving focus during online learning. By encouraging healthy device habits, Pet-O supports a more balanced and productive educational environment.
Measuring Success:
Usage Metrics: Average daily engagement time, frequency of breaks, and adherence to personalized recommendations.
User Feedback: Regular in-app surveys and reviews to gather feedback on perceived improvements in mental well-being.
Behavioral Outcomes: Reductions in screen time, reported improvements in focus, and increased user satisfaction with digital habits.
By addressing both the need for digital tools and a healthy balance, Pet-O empowers users to achieve a sustainable, device-friendly lifestyle.

	Target grop: Our solution primarily targets young adults to adults, with a focus on Gen Z (our main group), millennials, and parts of Gen X. Additionally, Pet-O is tailored to users with a modern, fast-paced lifestyle, which aligns with those more likely to experience high levels of screen time and digital dependency. This target group is highly relevant, as they face the greatest exposure to excessive and unhealthy screen usage, often stemming from academic, professional, and social demands. In the U.S., 45% of people are reportedly addicted to their phones, with 56% of those being Gen Z, followed by 48% of millennials and 44% of Gen X (Harmony, n.d.). 

Pet-O’s solution is critical for this demographic, as it addresses the growing need for a healthier screen-life balance, empowering users to regain control over their digital habits. The app’s interactive tools help users build self-awareness around device use, offering them practical insights and controls to maintain a balanced, fulfilling offline life. This approach aligns well with their aspirations for a more intentional and fulfilling lifestyle.

To effectively engage our target audience, Pet-O is designed with a user-centered approach, prioritizing feedback and adaptability to meet their evolving needs. Our engagement strategy centers on reinforcing the importance of mental well-being, encouraging users to live fully offline and to embrace a healthier relationship with technology. Through interactive assessments, customizable reminders, and personalized progress tracking, Pet-O empowers users to actively shape their screen time while providing support to maintain a balanced mental state.

	Context: In Peru, recent data highlights a growing dependency on mobile devices:
47% experience disorientation when separated from their phones,
50% feel irritated if their phone stops working,
50% fear being away from their device, and
58% constantly check their phones out of fear of missing a notification (Infobae, 2024).
In the Latin American region:
50% report feeling anxiety when away from their phones,
49% acknowledge symptoms of "nomophobia" (fear of being without a mobile device),
76% rely on their phones for daily tasks, and
93% use their phones primarily for social media (Infobae, 2024).
On a global scale, the figures show an alarming trend:
The average screen time has reached 6 hours and 40 minutes per day, with Gen Z spending approximately 7 hours and 18 minutes on screens (Demandsage, 2024).
The average person now spends 2 hours and 24 minutes on social media daily.
Excessive screen time has also increased by 0.8% from the previous year (Demandsage, 2024).
The consequences are especially concerning for students:
62% of college students report that unhealthy phone habits negatively impact their sleep, which can worsen study outcomes and increase anxiety, depression, and ADHD symptoms (David Tan, 2023).
Research indicates that prolonged screen use during adolescence correlates with physical health issues in adulthood, including 43.4% obesity and 8.4% diabetes, with each additional hour of screen time raising the likelihood of a higher waist circumference (NIH, 2023).
Our solution targets the DigiEduHack 2024 theme of fostering a balanced, healthy digital lifestyle, specifically within educational environments. By addressing the rising trend of digital dependency, our app promotes responsible screen habits among students and workers, empowering them to break the cycle of excessive device use that leads to mental health and physical issues.
This solution directly addresses the challenge of creating digital tools that support well-being and academic success by reducing screen-related anxiety, dependency, and related health issues. Our approach aligns with the category’s goals by equipping users with tools to regain control of their screen time, promoting a balanced digital lifestyle that enhances focus, mental well-being, and productivity.

	Impact: As screen time has surged to unprecedented levels, its side effects are already impacting society deeply. Currently, the average American spends 4 hours and 37 minutes a day on their phone—a number that, over time, could equate to one full day per week, six days per month, and 70 days per year (Harmony, n.d.).

Consider the story of Jack, who realized that managing screen time could transform life completely. Initially spending around 10 hours a day on their phone, Jack decided to cut this to 5 or 6 hours during workdays. Through tracking their phone usage, Jack discovered that the problem wasn’t the device itself but rather the power they were giving to it. By changing how they engaged with their phone, Jack saw substantial improvements in both productivity and well-being.

With the help of a daily tracking app and an AI-driven app blocker, Jack could step away from their phone confidently, knowing that any real emergencies would still reach them. This allowed Jack to go for runs, work on personal projects, and engage in hobbies without distraction. As Jack monitored their screen time, they felt increasingly liberated, with more time for family, friends, and activities they loved. Their attitude and behavior also changed—they felt less stressed, more focused, and able to truly live with flow and balance.

This scenario demonstrates how mindful technology use can drive positive changes at social and personal levels, creating healthier, more productive individuals who are better connected to their environment and communities.

	Describe it in a tweet: 🐾 Discover Pet-O, the app that helps you balance your screen time with a virtual pet 🐶 that supports you every step of the way. Control your digital habits, reach healthy goals, and disconnect intelligently. Make it fun and take care of yourself! 🌱📱 #DigitalBalance
Link: https://www.figma.com/proto/w0fOav7S1lCQWcytHhe6HE/Prototipo-28h?node-id=0-1&t=pt3wZqakYF0VYU4M-1 
	Innovativeness: The Pet-O app stands out as an innovative and original solution, as it combines a playful approach with an interactive virtual pet that supports the user in moderating the use of their mobile device, encouraging a healthy digital balance. This differentiates it from other screen time monitoring apps by incorporating elements of gamification and personalization, such as rewards for achieved goals and personalized recommendations based on data.

Differentiation and Originality
Pet-O is not limited to recording screen time, but focuses on modifying digital habits through interaction with a virtual pet that reacts emotionally to the user's progress, generating a bond of support and continuous motivation. Compared to other solutions on the market, Pet-O integrates self-care modules that include specific activities to improve mental health and well-being, such as breathing exercises, reading and active breaks, promoting healthy habits instead of limiting device use.

Comparison with existing solutions
Unlike traditional apps that impose rigid limits, Pet-O uses rewards and the companionship of pets to foster a healthy relationship with technology without requiring an abrupt disconnect, which is more engaging and sustainable for young users, such as students. This gamified and progressive approach also reduces feelings of anxiety related to excessive device use, which is not common in other alternatives that simply report screen time.

Competitive advantages
Pet-O is superior to other apps in that it:
- Promotes positive behavioral changes through a friendly and empathetic approach.
- Personalizes the user experience through personalized reports and suggestions.
- Incorporates gamification to maintain user engagement and motivation, which is especially beneficial for students looking for effective tools to manage their digital life without compromising their well-being.
	Transferability: The Pet-O app has high potential for transferability, as its focus on digital moderation and fostering healthy habits can be applied across a variety of educational contexts and disciplines. Pet-O could be implemented in higher education settings, where college students frequently face concentration challenges and digital fatigue due to a high reliance on devices for their studies. By offering tools to limit screen time, promote breaks, and improve concentration, Pet-O can help create a more balanced and productive study environment, facilitating healthier and more effective learning.
Digital Skills Courses: In programs that teach technology management skills, Pet-O could be used as a practical resource that helps students understand the impact of their digital use and develop self-control in their technology consumption.
Examples:
Digital Wellbeing Training for Professionals: In disciplines such as psychology, pedagogy, and wellbeing coaching, Pet-O would serve as a tool to teach digital stress reduction techniques and improve users’ wellbeing. This allows mental health, education and personal development professionals to integrate Pet-O into their practices to help their clients or students better manage their interactions with technology.

Work and Corporate Contexts: Pet-O could be adapted for use in businesses, especially in digitally-intensive sectors such as technology or marketing. Employees can use Pet-O to improve their focus and productivity by reducing digital fatigue, facilitating effective breaks and promoting a better work-life balance.
	Sustainability: Following the prototype launch, Pet-O will benefit from iterative improvements based on user feedback. This approach allows for identifying and addressing potential barriers to use and effectiveness, increasing its added value. Improvements will include:

New features to personalize the experience, such as reminders tailored to individual habits and a library of activities to reduce digital fatigue.
Optimized gamification through rewards that incentivize consistency and goal achievement, thus improving user experience and long-term engagement.
Solution Implementation and Replication
The enhanced implementation will be divided into phases:

Pilot Phase: The app will be launched in a beta version for interested educational institutions and companies, collecting usage and effectiveness data to adjust its features and adapt them to different environments.
Progressive Scaling: As key features are fine-tuned, the app will be expanded to other sectors, including health education and workplace wellness programs.
Replication in New Contexts: With the integration of specific modules, Pet-O will be adapted for other disciplines and contexts, such as psychology and personal development, thus facilitating its transfer to different sectors.
Medium and Long-Term Viability
In the long term, Pet-O has the potential to become a sustainable tool in the digital realm. Its flexible and adaptable design allows for expansion to multiple devices and the implementation of new features based on technological trends. With a consolidated user base, Pet-O will be able to integrate artificial intelligence to offer more precise recommendations, expanding its value and effectiveness in various contexts.
	Team work: Our team, made up of four members from different university careers, was able to create Pet-O through our creativity and collaborative effort. Although we come from disciplines such as Industrial Engineering, Communications, Mechatronic Engineering, and Administration and Finance, the development of Pet-O was the result of a combination of ideas and perspectives. We focused on researching and understanding a common problem: the negative impact of excessive use of mobile devices on digital well-being, and we worked together to design an innovative solution. Each member contributed their creativity and unique vision, enriching the discussion and generating solutions that led us to conceptualize Pet-O as an attractive and practical tool for users. This synergy of ideas allowed us to design a solution that focuses on a current problem. We plan to continue working as a team, as our experience in creating Pet-O has shown us that our academic differences and complementary skills allow us to tackle problems from multiple angles. We are motivated to continue developing this idea into a solid and impactful solution, and to continue exploring opportunities together to promote digital well-being in an accessible and friendly way.
Link YOUTUBE: https://youtu.be/enXBkDPhOFg
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