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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)

Victoria  Torres olivares
Youtube: https://forms.gle/AtR4JenwYFdp6myn6
Prototipo: https://app.animaker.com/animo/vzdPhLAMst0ohYGA/


	Title of the solution: DigiConsciente
	Challenge addressed: Digital Citizenship:skills and knowledge for the common good
	Team name: Equipo: #50
	Challenge category: Well - being in digital education
	Solution description: DigiConsciente is an interactive educational platform designed to cultivate conscious, responsible, and happy digital citizens. This platform combines elements of gamification, media literacy, and emotional well-being to provide a personalized and engaging learning experience.Objective: To develop media literacy skills and enhance university students' mental well-being through playful and challenging activities integrated into a system of points, missions, and rewards. #DigiConscienteSuccess Metrics: Progress in modules, user satisfaction, changes in internet usage habits.Progress can be measured through satisfaction surveys, pre- and post-assessments on digital literacy, tracking progress in the app, and participation statistics in well-being activities. Additionally, a reduction in misinformation consumption and an increase in emotional self-regulation can be observed.
	Target grop: Target Audience: University students who need to use digital tools consciously, responsibly, and ethically. This proposal is relevant as it addresses two key needs: media literacy and emotional well-being. In a world where young people are exposed to a constant flow of information, the ability to detect fake news is crucial for their critical development. By combining this with well-being-focused activities, we aim to improve their mental health. We plan to gather student feedback, create an in-app community for continuous feedback, offer personalized challenges, and establish partnerships with universities.
	Context: Problem: The WHO’s Eleventh International Classification of Diseases (ICD-11) codes 1.6 million clinical cases of gaming addiction. Alongside this is the global infodemic: the proliferation of misinformation, the growing threat to digital security, and the persistent digital divide have created a chaotic digital environment that undermines trust, polarizes societies, and limits opportunities for many. In an era of misinformation, teaching university students to detect fake news and manage their digital well-being aligns directly with the goals of the hackathon category. The app uses interactive games to teach essential skills and self-care tasks, addressing both the need for critical knowledge and mental health in today’s digital landscape.
	Impact: Social Literacy: Citizens will be informed about digital trends and how to use digital tools. Specific modules will teach them to identify fake news, verify sources, evaluate information credibility, and understand social media algorithms.Emotional Well-being: The platform will offer tools and techniques to manage stress, anxiety, and other emotional issues related to technology use. It will include exercises in mindfulness, relaxation, and time management.Responsibility, Security, and Digital Ethics: Users will learn to identify fake news, navigate safely, and use digital tools responsibly and ethically.
	Describe it in a tweet: "Tired of fake news? With #DigiAware, you'll learn to navigate the digital world consciously, critically, and safely! Gamified modules and emotional well-being tools designed for higher education students. Join the conscious digital revolution! #medialiteracy #emotionalwellbeing"
	Innovativeness: "DigiConsciente goes further, recognizing that students need to develop critical skills to navigate the digital world safely, while also considering mental health development."
	Transferability: "A library could use DigiConsciente to train users in finding reliable sources and evaluating their quality. Human rights organizations could use DigiConsciente to train adults in digital skills and promote civic engagement. Digital tool creators can use DigiConsciente to make a positive impact on society. Later on, children and teenagers could also be included."
	Sustainability: "Optimize the interface and expand gaming features for a more engaging and educational experience, incorporating pilot testing with university users to tailor the content to their needs. Collaborate with universities to integrate the application into digital education programs, ensuring accessibility across different campuses. It will work in the medium and long term by evaluating success and, based on the results, adapting the model to other regions or educational levels, ensuring a scalable and sustainable growth strategy."
	Team work: "Victoria Torres Olivares, an international business student; Michel Soto Orbezo, a professor at a private university in Lima; Gina Torres-Villanueva, a faculty member in Psychology at UPC; and our mentor, Carlos Rojas. Each team member brings specific expertise: some in programming and user experience, others in educational content design and emotional well-being, giving us a comprehensive perspective on the field. We are committed to working together long-term to expand and improve this solution, convinced that the combination of our skills will ensure its sustainable and replicable impact."
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