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Describe it in a tweet

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

WHISKERS — the app that gamifies cybersecurity! With
our friendly feline mascot, we bring together #Teens and
#OlderAdults to fight online fraud and cyberbullying. Learn
without judgment, gain digital autonomy, and build
intergenerational trust. Your digital well-being starts here!

Team name: Brain Master

Well-bening in digital education

Challenge category:

[E] Higher Education Students
IEl Teachers

Background of the team:

(multiple selections possible in case

[] Researchers
|:| Primary School Students

[] professionals
|:| 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?

Prototype link:
https://www.figma.com/design/oCugcFjKsnTI2DgXv3bMd
0o/PROTIP_N%C2%B01?
node-id=4-6129&t=BAZWIqjOIRBGTGPk-1

Link del video: https://youtu.be/ZId6gxG4tCA

WHISKERS is an edu-interactive and gamified mobile
application that seeks to transform digital security into a
dynamic, empathetic, and social process focused on
teenagers and older adults, the two most vulnerable
groups in the digital environment. Its main modules are:
MO01, interactive stories based on real cases; M02, the
Whiskers chatbot for immediate guidance; M03, virtual
workshops with certification; and M04, an anonymous
intergenerational forum to share experiences and mutual
support.

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 that Whiskers seeks to address is
the double emotional and cognitive vulnerability that
users face in the digital environment: the Trust Gap
among teenagers and the Comprehension Gap among
older adults. In the first case, young people want to feel
free and supported when facing risks such as
cyberbullying or grooming, yet they perceive traditional

security solutions as cold, judgmental, or imposed by
adinlte This nercentinn leads them tn narmalize 11ncafe

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 target groups of Whiskers are teenagers (ages 13—
17) and older adults (65 and above), two generations that
face different risks within the digital environment.
Teenagers, although familiar with technology, often lack
awareness of online dangers, while older adults, due to
the digital divide, are more likely to fall victim to scams or
online fraud. Both groups benefit by learning—through a
gamified and accessible experience—to recognize digital
threats, strengthen their security, and build confidence in
the responsible use of the internet.

The solution is relevant because it promotes inclusive
digital education, connecting generations that rarely
share technological spaces. To engage them, Whiskers

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?

Whiskers will catalyze change in education by
transforming how digital safety and well-being are
taught—shifting from a passive, theoretical model to one
that is interactive, inclusive, and emotionally meaningful.
By fostering collaboration between teenagers and older
adults, the app promotes a more human and
compassionate form of education, where learning
becomes a shared experience that transcends
generations.

On a social level, Whiskers will help build digital
communities that are safer, more empathetic, and more
responsible. On an environmental level, as a fully digital
tool, it eliminates the need for printed materials and
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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?

The originality of WHISKERS lies in its intergenerational
approach and emotionally inclusive design, addressing
the root of the problem: trust. This combination defines
our competitive advantage. There are no similar solutions
that target both groups simultaneously. Globally and
across Latin America, competitors such as Kaspersky or

Transferability

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

Yes, Whiskers can easily be adapted to other educational
contexts and disciplines that aim to combine digital
learning, empathy, and social participation. Its modular
structure allows the same gamified and collaborative
approach to be applied to areas such as environmental
education, digital citizenship, mental health, or media

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 Whiskers prototype is developed, the next step
will be to conduct pilot tests in educational institutions and
community centers with teenagers and older adults to
validate the usability, design, and effectiveness of each
module. Based on the results, the team will optimize the
chatbot’ s functions, gamification dynamics, and visual

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 the ideal team to develop WHISKERS because
we combine technical expertise and communication
strategy in a way that bridges the Trust Gap effectively.
The strength of our team lies in our ability to merge
human-centered understanding with technological
innovation, ensuring that empathy and functionality
coexist within every aspect of the project.
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	Title of the solution: Whiskers
	Challenge addressed: Protect yor mind and Digital World: Self-Careand Safety Online
	Team name: Brain Master
	Challenge category: Well-bening in digital education
	Solution description: Prototype link: https://www.figma.com/design/oCugcFjKsnTI2DqXv3bMdo/PROTIP_N%C2%B01?node-id=4-6129&t=BAZWIqjOlRBGTGPk-1

Link del video: https://youtu.be/Zld6qxG4tCA



WHISKERS is an edu-interactive and gamified mobile application that seeks to transform digital security into a dynamic, empathetic, and social process focused on teenagers and older adults, the two most vulnerable groups in the digital environment. Its main modules are: M01, interactive stories based on real cases; M02, the Whiskers chatbot for immediate guidance; M03, virtual workshops with certification; and M04, an anonymous intergenerational forum to share experiences and mutual support.



The app integrates Language Learning Models (LLMs) and Natural Language Processing (NLP) to adapt the M02 module with tone and vocabulary according to the user, avoiding technical jargon for older adults and validating youth slang. It relies on active gamification (points as fish, badges, and storytelling) and a cross-platform architecture (React Native or Flutter) with an inclusive UX/UI design, ensuring accessibility on older devices and functionality for users with visual or motor limitations.



The implementation plan includes three phases: 1) a functional MVP within six months, launching M01 and M02 and overcoming the challenge of integrating NLP with youth language; 2) a pilot community within twelve months (M04) with the moderation of a community manager; and 3) sustainability within twenty-four months through the implementation of virtual workshops (M03) and a freemium model, requiring an ML specialist and educational partnerships.



Whiskers improves digital education because it promotes the learning of a complex topic in a dynamic way. Our solution allows people to learn without fear or judgment, encouraging intergenerational support and reminding users that online safety is a shared responsibility. The success of Whiskers will be measured through autonomy and trust metrics, with our North Star Metric (NSM) being the Digital Autonomy Rate (the percentage of active users in M01 and M02), the Empathetic Interaction Rate in M04, growth in downloads and subscriptions, and 7-day retention, demonstrating that gamification keeps users active in the long term.




	Target grop: The target groups of Whiskers are teenagers (ages 13–17) and older adults (65 and above), two generations that face different risks within the digital environment. Teenagers, although familiar with technology, often lack awareness of online dangers, while older adults, due to the digital divide, are more likely to fall victim to scams or online fraud. Both groups benefit by learning—through a gamified and accessible experience—to recognize digital threats, strengthen their security, and build confidence in the responsible use of the internet.



The solution is relevant because it promotes inclusive digital education, connecting generations that rarely share technological spaces. To engage them, Whiskers offers differentiated content, an assistance and guidance chatbot, and virtual workshops with certification that allow teenagers to take on the role of training other users from both age groups. It also includes an intergenerational forum, where teenagers can act as digital mentors and older adults share their experience, thus creating a collaborative and supportive learning community.
	Context: The current problem that Whiskers seeks to address is the double emotional and cognitive vulnerability that users face in the digital environment: the Trust Gap among teenagers and the Comprehension Gap among older adults. In the first case, young people want to feel free and supported when facing risks such as cyberbullying or grooming, yet they perceive traditional security solutions as cold, judgmental, or imposed by adults. This perception leads them to normalize unsafe online behaviors out of fear of being criticized. In the second case, older adults seek autonomy and safety but become frustrated by technical complexity, specialized language, and fear of fraud, resulting in digital exclusion. Both gaps, if left unaddressed, will only widen with the rise of artificial intelligence and increasingly sophisticated cybercrimes, deepening digital inequality and intergenerational distrust.



The solution aligns directly with the annual theme of DigiEduHack 2024: “Protect your Mind and Digital World – Self-care and Safety”, by promoting digital education centered on emotional well-being and trust. Whiskers not only teaches cybersecurity but also redefines digital protection as an act of self-care and empathy. Through its narrative design and chatbot assistant, it transforms fear into understanding and shame into shared learning, allowing each user—regardless of age—to feel accompanied, heard, and capable of acting against online risks.



Whiskers addresses the challenge proposed by the organizers by offering an edu-interactive, gamified, and emotionally inclusive platform that transforms digital safety into a participatory process. It responds to the intergenerational HMW by creating an ecosystem where teenagers and older adults collaborate in detecting and understanding online threats through an anonymous and safe forum (M04) and an empathetic, patient chatbot (M02). The design overcomes the Barrier of Judgment (youth insight) through storytelling and gamification strategies, and the Barrier of Frustration (senior insight) through plain language, guided assistance, and positive feedback.



Finally, Whiskers fits perfectly within the challenge category of inclusive digital learning and responsible digital citizenship, integrating technology, pedagogy, and social action into a single experience. It not only educates users about what digital risks are but also teaches how to act when facing them, fostering autonomy, empathy, and collaboration across generations. In essence, Whiskers turns digital education into collective well-being, building an emotional and educational bridge between those who were born connected and those who have learned to trust technology.
	Impact: Whiskers will catalyze change in education by transforming how digital safety and well-being are taught—shifting from a passive, theoretical model to one that is interactive, inclusive, and emotionally meaningful. By fostering collaboration between teenagers and older adults, the app promotes a more human and compassionate form of education, where learning becomes a shared experience that transcends generations.



On a social level, Whiskers will help build digital communities that are safer, more empathetic, and more responsible. On an environmental level, as a fully digital tool, it eliminates the need for printed materials and encourages sustainable learning accessible from anywhere. Its collaborative and responsible education model indirectly contributes to a more informed, ethical, and conscientious society in the use of technology.



For example, consider Honorio, an older adult who receives a suspicious email. In a traditional model, he might call his grandson for help or ignore it out of fear. With Whiskers, Honorio uses the assistant (M02), receives a simple and reassuring response identifying it as fraud, and—perhaps for the first time—makes a secure digital decision on his own. This small action reinforces his autonomy and reduces emotional strain and dependency on his family.



Meanwhile, Camila, a teenager facing cyberbullying, hesitates to tell her parents for fear of being judged. She turns to the anonymous forum (M04) and posts her concern. Another teen responds with empathy, sharing a similar experience, while an older adult adds perspective about overcoming fear after a fraud attempt. In that moment, Camila finds validation and support without judgment, while the older adult feels valued and heard.



Through these interactions, education evolves from a simple “digital safety class” into a mutual support ecosystem, where emotional and financial risks are addressed collectively—turning protection into empowerment, and learning into connection.
	Describe it in a tweet: WHISKERS 🚀 — the app that gamifies cybersecurity! With our friendly feline mascot, we bring together #Teens and #OlderAdults to fight online fraud and cyberbullying. Learn without judgment, gain digital autonomy, and build intergenerational trust. 🛡️ Your digital well-being starts here!
	Innovativeness: The originality of WHISKERS lies in its intergenerational approach and emotionally inclusive design, addressing the root of the problem: trust. This combination defines our competitive advantage. There are no similar solutions that target both groups simultaneously. Globally and across Latin America, competitors such as Kaspersky or Norton focus solely on technical security (antivirus, VPN), while tools developed by educational professionals or government programs (e.g., Google Family Link, MIMP Peru) emphasize supervision and parental control—approaches that, in fact, reinforce the Trust Gap among teenagers.



At WHISKERS, we tackle the issue from a social and behavioral perspective, not just a technical one. We are the only solution that actively connects teenagers and older adults within a shared ecosystem of mutual support (M04). Our technology, powered by an NLP-based assistant, transforms rigid support systems into an emotional filter: the Whiskers mascot becomes a nonjudgmental mediator—empathetic and patient enough to empower teenagers to seek help while reducing the technical frustration of seniors. We don’t offer filters or restrictive classes; we offer autonomy, social support, and tailored empathy, resolving the dual vulnerability of both target groups through a unified, human-centered platform.
	Transferability: Yes, Whiskers can easily be adapted to other educational contexts and disciplines that aim to combine digital learning, empathy, and social participation. Its modular structure allows the same gamified and collaborative approach to be applied to areas such as environmental education, digital citizenship, mental health, or media literacy, where intergenerational interaction and practical learning are key.



For instance, the mentor chatbot model could be used to guide students in developing healthy habits or responsible use of social media, while the safe and anonymous forum could serve as a space for school projects focused on coexistence or emotional education.



In this way, Whiskers not only teaches digital security but also offers an adaptable methodology to promote values, critical reflection, and active learning across diverse educational environments.
	Sustainability: Once the Whiskers prototype is developed, the next step will be to conduct pilot tests in educational institutions and community centers with teenagers and older adults to validate the usability, design, and effectiveness of each module. Based on the results, the team will optimize the chatbot’s functions, gamification dynamics, and visual accessibility before launching a public beta version.

In the medium term, the project will seek partnerships with ministries of education, universities, NGOs, and technology companies to expand implementation across different regions, adapting content to diverse cultural and linguistic contexts. Additional thematic modules on digital citizenship, misinformation, and sustainability will also be introduced.

In the long term, Whiskers aims to become a global platform for inclusive digital education, supported by a network of certified intergenerational mentors who foster communities of autonomous and safe learning. The model will be replicable in other countries and educational settings, consolidating a social movement that promotes trust, empathy, and digital responsibility throughout the educational ecosystem.
	Team work: We are the ideal team to develop WHISKERS because we combine technical expertise and communication strategy in a way that bridges the Trust Gap effectively. The strength of our team lies in our ability to merge human-centered understanding with technological innovation, ensuring that empathy and functionality coexist within every aspect of the project.



Andrea Cabeza (Communications): Brings experience in educational strategies and emotional design. She ensures that the digital narratives in Module 01 connect empathetically with users and that Whiskers’ tone remains free of judgment.



Alejandro Galicia (Communications): Specializes in digital storytelling and communication for development. He is responsible for content curation and moderating the intergenerational Forum (M04), maintaining a supportive environment and clear communication for both target audiences.



Stevee (Systems Engineer): Contributes expertise in backend programming and digital security. He oversees the app’s architecture and ensures the robust operation of Module 02, the Digital Assistant.



Daniel (Systems Engineer): Provides expertise in frontend development and chatbot integration. He is responsible for implementing NLP and optimizing interface usability, ensuring the app is intuitive for older adults and engaging for younger users.



Karen Honorio (Mentor): Brings extensive experience in technology strategy, artificial intelligence, and digital product design. She guides the project’s scalability toward predictive AI, applying user-centered innovation methodologies to guarantee sustainability, accessibility, and high educational impact.



Yes, we plan to continue working together because we share a common vision of social impact and believe that digital education can transform how people connect, learn, and protect themselves in the online world.
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