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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: EDUNEX
	Challenge addressed: Education system
	Team name: Hadamard
	Challenge category: Education
	Solution description: Our project consists in a web application in the form of a social network that allows students to learn in a more enjoyable and practical way using AI.
The application contains courses created either by AI or other users. Each course consists of several levels that gradually introduce concepts to the students and increase in difficulty according to their progress. To complete these levels students will often need help from other students. It's there where our points system really shines, as it allows students to receive classes and help from other students that already have that knowledge by exchanging points. For developing, we've used HTML,CSS and Javascript(React JS) for the front, Node JS and SQL for the back and python for the AI. This project might find some obstacles such as the userbase not being wide enough to contribute back to itself. 
Our method makes learning more efficient and adaptive to new methods.
	Target grop: Our solution is targeted at everyone, as its aim is to enhance the education in general, but especially does much good to people with learning difficulties such as those with ADHD or similar problems, who confront several challenges with the traditional learning methods and could really benefit from a change in perspective in education. Moreover, students learn ways to learn as well as methods to teach other people and provide valuable education to others. It also improves teamwork and  creativity.
	Context: The problem we are trying to solve is the rigidness of the current educational system and how it affects people with learning difficulties. Traditional education methods are oriented to learn by heart and pass exams by using the memory to solve predefined problems. Our solutions aligns with the digieduhack by incorporating new technologies and learning methods as a new way of learning. 
	Impact: It creates a new way to learn and provides resources in education to people that would otherwise see education as an obstacle, by providing access to quick feedback and practical knowledge with very low entrance cost, as anyone can receive lessons the moment they enter the platform. It also gives an opportunity to people that haven't had one because of social or economic obstacles.

An example of this can be people who come from Africa or America and that could really improve their situation by receiving free and disinterested education to provide them with the option to get a better job.  
	Describe it in a tweet: Use AI and learn with other people to make the education more enjoyable and efficient
	Innovativeness: Our solution differs from existing traditional methods in that it provides education that responds directly to the interests of the individual and allows him to develop at his own pace. It differs from existing methods in that it is a general solution, that doesn't focus in any specific area, and that it takes advantage of disruptive technologies, like AI.
	Transferability: Yes, as our solution aims to be completely general and accept knowledge intechange in any context. Furthermore, it will keep an open source nature in its contents and information, so anyone outside of the app can still benefit from it. 
	Sustainability: Based on demo, we would develop the web firstly, according to the design. Then we would try to handle the server logic and keep the product viable by using open source technology and an open source nature. The project would scale mainly with its userbase.  
	Team work: We are Hector, Jorge, Maria and David. We met by playing chess in our club. We are the perfect team for developing this idea because we have extensive teaching experience (being chess teachers) and we've done other projects such as a letter detector with AI or a little social network, so we have some experience on the field. 

https://youtu.be/BUNveWfIr6I
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