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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: Ecosnake: Play Smart, Eat Smart
	Challenge addressed: Raising awareness about the environmental footprint of everyday food choices through a playful and interactive digital tool.
	Team name: Club éco-numérique
	Challenge category: Digital Education for Sustainable Choices
	Solution description: Product: OpenFoodSnake — Play smart. Eat smart.  

Our final product is an eco-responsible Snake game that uses real Open Food Facts data to display the environmental impact of each ingredient eaten during the game. It combines gamification, impact visualization, and machine learning to estimate each ingredient’s carbon footprint. The goal is to make environmental education simple, engaging, and digital. Implementation includes integrating the Open Food Facts API, designing the Snake interface, adding real-time impact scoring, and testing user engagement. Key resources include a small development team and access to the database, with barriers such as data gaps or API limits. This tool enhances digital education by teaching sustainability through play, making complex impact data intuitive. Success can be measured through user engagement, improved understanding of eco-scores, and the number of sustainable choices made within the game. 
	Target grop: Our solution targets young adults, students, and everyday consumers who want to make eco-friendly food choices without spending hours researching. It benefits them by instantly showing the environmental impact of each ingredient through a fun and interactive Snake game, making sustainability easy to understand and act on. This solution is relevant to them because they care about climate issues but often lack simple tools to guide their choices. By using gamification, clear impact visuals, and personalized ingredient feedback, we keep these users engaged while directly addressing their real needs for quick, accessible, and meaningful eco-decisions. 
	Context: 1. What is the current or future problem you're trying to solve? 

We're addressing the critical lack of awareness among young people about the environmental impact of their food choices. Traditional sustainability education is often boring and fails to engage youth. Open Food Snake gamifies environmental education, making it fun and interactive to learn about eco-friendly food decisions while developing critical thinking about consumption habits. 

2. How does your solution align with DigiEduHack 2024 annual theme? 

Open Food Snake aligns with digital education innovation through gamification of complex environmental concepts, active learning with real-time decisions and immediate feedback, digital accessibility across devices reaching thousands of students, measurable outcomes tracking player progress, and youth engagement using the familiar Snake game format to attract digital natives. 

3. How does your solution confront the challenge posed by the hackathon organiser and how does it address the challenge category? 

Our solution tackles the challenge by teaching real-world sustainability through gameplay rather than lectures, encouraging behavioral change through critical thinking about daily food choices, offering easy scalability to schools and individual learners, using data-driven recipes based on real environmental impact, simulating real-life shopping pressure with time-constrained decisions, and providing progressive learning that introduces new concepts gradually across multiple levels. 
	Impact: Open Food Snake catalyses educational change by transforming passive learning into active, experiential decision-making. Unlike traditional textbooks that simply present environmental facts, our game creates memorable experiences where students face real-time consequences of their choices. Teachers can integrate it into science, health, or environmental studies curricula, while the competitive scoring system encourages peer learning and self-directed exploration beyond the classroom. The gameplay, which increases the breadth and difficulty of choices over time, reinforces eco-conscious thinking patterns through positive reinforcement, rewarding sustainable choices with points and level progression. This approach will positively impact choices made by children who played the game, as the interactive format creates stronger retention than lecture-based learning. The game encourages keeping good behaviors by making sustainability engaging rather than obligatory, transforming environmental responsibility from a chore into an achievement. 

At the social level, impact unfolds through cascading influence across families and communities. When a student learns that plastic-free cheese packaging has less environmental impact, they bring this knowledge home, influencing entire household purchasing decisions. This ripple effect multiplies rapidly: one classroom of 25 students can reach 100 family members, creating a level of awareness that makes eco-consciousness socially desirable. The positive impact on the environment and sustainability thanks to their carefully thought choices extends far beyond individual players, creating community-wide behavioral shifts. 

The environmental impacts are measurable and compound over time. If 1,000 students each reduce packaging waste by just 100 grams weekly based on game lessons, this prevents 5.2 tons of waste annually. As each student influences 4 family members, 1,000 players become 4,000 people making better choices, potentially saving 20 tons of waste through improved food decisions. The true power lies in creating lasting change: these aren't temporary behaviors but ingrained decision-making frameworks. Today's young players become tomorrow's conscious consumers, policymakers, and business leaders who carry these values throughout their lives, ensuring the game's impact extends decades into the future. 
	Describe it in a tweet: "Open Food Snake: Eat Smart, Play Smart, Think Smart! Make eco-conscious food choices in this classic snake game with a twist. Each ingredient decision teaches environmental impact. Fun gameplay + real-world change = the future of environmental education." 
	Innovativeness: Our solution is original because it transforms real environmental data from Open Food Facts and other public sources (CO₂ emissions, Green Score, packaging impact, transportation distance) into an engaging game experience. Unlike traditional carbon calculators or static educational tools, OpenFoodSnake lets players feel the impact of their choices in real time: low-impact foods boost the score while high-carbon foods penalize it. Very few tools make sustainability tangible, fun, and intuitive. Especially for young people. By turning the classic Snake game into an eco-awareness engine, our approach is more accessible, more memorable, and far more engaging than existing educational materials or environmental apps. 
	Transferability: Yes. Our solution can easily be reused in multiple education contexts and disciplines: 
 • Environmental Science: Learners explore how food production impacts carbon emissions and resources. Example: students create a low-carbon meal plan inside the game and compare the total CO₂ score with a high-impact alternative. 
 • Math: Teachers can use the score system to practice percentages, averages, and real-world data calculations. Example: students calculate the mean eco-score of a full level and graph the results. 
 • Computer Science: The game can demonstrate APIs, JSON data handling, and basic game development. Example: students modify the code to pull new ingredients from the Open Food Facts API and tweak how the score is computed. 
 • Nutrition/Health: Students learn to identify foods that are healthy and balanced for daily life. Example: the game challenges students to assemble a “healthy plate” using ingredients that are both nutritious and low-impact. 
	Sustainability: In the mid-term, we plan to expand OpenFoodSnake by adding more diverse recipes from various cuisines and potentially developing a mobile app version for wider accessibility. Long-term development envisions transforming the game into a global open-data nutrition platform that aggregates environmental impact information, perhaps one day integrating with supermarkets to provide real-time sustainability scoring while shopping. For replication and scaling, the solution's adaptable framework makes it ideal for implementation across EU schools as part of environmental curricula, integration into public health campaigns promoting sustainable eating, adoption by NGOs focused on climate action and food security, and incorporation into corporate wellness programs teaching employees about sustainable food choices. The game's modular design allows easy localization for different regions, languages, and cultural food preferences, ensuring global scalability while maintaining local relevance. 

 
	Team work: Our team consists of four members from Université Laval’s Club Éco-Numérique, a student organization dedicated to promoting environmental consciousness and eco-responsible digital solutions within the engineering community. Félix, our former club executive, holds a master's in AI and a bachelor's in software engineering, providing technical leadership and advanced capabilities for intelligent game features. Mika, current club executive and software engineering student, brings video game development experience essential for engaging gameplay design. Ali and Amel, both engineering students and club executives, contribute technical skills and sustainability knowledge. We're the perfect team because we combine software engineering expertise with genuine environmental passion. Our collective background ensures polished user experience, while our club's mission gives us unique insight into communicating environmental impact effectively. The strong teamwork culture built through Club Éco-Numérique means we have established communication, shared values, and proven collaborative success. We plan to continue working together because this project perfectly aligns with our club's mission and our commitment to creating environmental impact through technology. Our complementary skills make us a sustainable partnership dedicated to long-term impact beyond this hackathon. 
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