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Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

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: AIL ScapeRoom
	Challenge addressed: Disruptive Tecnologies As New Methods for Learning
	Team name: Endomorfismos Diagonalizables
	Challenge category: EMERGING TECHNOLOGIES FOR EDUCATION
	Solution description: AIL ScapeRoom is a interactive escape room where
students can advance in areas where their already have
acquiered enough knowledge and keep up in areas where
 improvement is needed. This videogame adds an
entertainment factor to learning where we want to step
away from traditional learning techniques and introduce
videogame learning into eLearning. Most student fail in
the education system as they are either not motivated to
learn or they are far behind the rest of their classmates.
We intend to fix that implementing machine learning
techniques and Generative AI to ask questions that are
adapted to user needs.
We can measure the success of by analysing primary
student results in 2 separate semesters where in the first
one, they dont have access whereas in the second one,
they do.


(LINK AL DRIVE): https://drive.google.com/drive/folders/153TPuGU-JuZNVGtlWXtfvsqFT5jKSbYe?usp=sharing
	Target grop: Our proyect is oriented to primary school students and ESO(Spanish GCSE equivalent) students. Our solution is benefitial to them as most kids learn from playing and activities at the early age of their lives rather than sitting in a chair hearing a teacher. Our solution is similar to a videogame which is a common trend for kids at that age. we intend to engage students providing a way they can compete with themselves, gaining motivation in every step of their learning career helping the keep in touch with the concepts learned in class time. Our program uses supervised learning techniques by taking in parameters like the time to answer the question so it can adapt to an specific individual.
	Context: We are trying to add fun into learning. Implementing this solution to learning change the approach of learning. This can help students with learning difficulties like ADHD and motivate them to continue learning. This solution aligns with the challenges in learning as the education system is not made for the individual but for a collective. Our game proposes a solution so that the individual can stand out from the collective.
	Impact: This solution will help the individual keep up with the collective and make them stand out. We pretend to make learning an interesting thing so that students are able to enjoy the learning path. This software should be able to allow people to get more general knowledge of all topics and includes a more intelligent society.
	Describe it in a tweet: AIL ScapeRoom is a interactive escape room where students can advance in areas where their already have acquiered enough knowledge and keep up in areas where improvement is needed
	Innovativeness: Our solution innovates in the industry as we are extending the concept of eLearning with videogames. We intend to mix the concepts of platforms like Khan Academy which lack in the entertainment section of learning and try to make people learn from playing.
	Transferability: The questions are intended to be AI generated so by telling the AI on what area questions are desired, the databases can be updated with ease so you can expand on whatever topic is requiered
	Sustainability:  We also intend to add multiplayer classification where you can compete with your classmates in order to be motivated to acquire more knowledge. This solution can work perfectly form here to 10 years as scalabilty of concepts goes hand to hand with user progression in the education system.
	Team work: Our team is composed of 5 university students of either mathematics and software engineering or physics and software engineering. We have a wide range of knowledge of the subject and we are experiencing one of the main concerns on first hand. As we know each other, we are perfect candidates to continue working as a team, and if we add our knowledge, we are very capable of our knowledge. 
	Higher Education Students: Sí
	Researchers: Off
	Professionals: Off
	Teachers: Off
	Primary School Students: Off
	Secondary School Students: Off
	Others: Off
	Other background: 


