EDU 4 ; Describe it in a tweet
HACK How would you describe your solution in a short catchy way with maximum 280
202 4 ‘ characters?

Mission Planet is a gamified web platform where kids

become future agents saving the Earth! Through

interactive missions, quizzes, and mini-games, they learn
DIGIEDUHACK SOLUTION CANVAS 1o make responsibie choices in ood, energy.fansport
and waste—powered by open data and Al.

R AL A | Mission Planet — The Future Agents Team name: Consumer science team

Challenge addressed: Designing an educational solution fol Challenge category: Al and Emerging Technologies for Ed 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?

Background of the team: [E] Higher Education Students [] Researchers [] Professionals o o _

_ Mission Planet stands out by combining real-time
(multiple selections possible in case [ Teachers [2] Primary School Students [2] secondary School Students environmental feedback with immersive gameplay. It uses
of mixed teams) [C] others (please specify) ) ) open data (e.g. Impactco2.fr) to calculate the impact of
University children's choices and integrates an Al assistant that

explains consequences in simple, engaging language. The
virtual planet evolves visually based on user actions, more
areenerv lecs nolliitinn and the retiirn nf animals

Solution description Target group

What is the final product/service/tool/activity you're proposing? What are its Who is/are the target group/s of your solution and how will they benefit from it? Transfera b”ity

main elements, technologies and objectives? Could you please include a brief Why is your solution relevant to them? how do you plan to engage these groups

implementation plan with some key overall milestones, resources required and so you fully meet their specific needs? Can your solution partly or fully be used in other education/learning contexts or

E\é?i%illgigfrrss;ﬂxieg; used to enhance digital education nowadays? How Childr_en aQEd 7-12, eSpepia"y in -SChO-OIS' They benefit by dISCIpllnef? C(-)UId you provide any example?

could its sLccess be measured? learning to make responsible choices in a playful, Yes. Mission Planet can be adapted to other age groups,
engaging way. Teachers and educators can use the languages, and educational contexts. It can be used in

Mission Planet is a web-based educational platform platform to support sustainability education. The solution classrooms, camps, or at home. The modular design

designed for children aged 7—-12. Built with low-code tools is relevant because it turns abstract environmental allows expansion into other sustainability topics. Its

(Figma), it offers interactive missions, quizzes, and concepts into concrete, gamified experiences. engaging format and visual feedback make it highly

mini-games that teach responsible consumption across shareable and scalable across regions and disciplines.

four key areas: food, transport, energy, and waste.

Key features: Gamified missions with points and badges
Sustainability

Al assistant that explains the impact of choices

Real-time evolution of a virtual planet based on user Once you have a prototype, what are your plans for a further development,
decisions implementation upscale and replication of the solution? How do you see it
working in the mid- and long term?
Use of open data (Impactco?2.fr) to calculate Our solution is built with low-code tools (Figma), making it
environmental impact Technologies: Figma (low-code), Al easy to maintain and scale. We use open data sources
chatbot (Copilot), data visualization tools (e.g. Impactco2.fr) and modular content, allowing
Main activities: Design missions, build interactive Impact educators to add new missions or update existing ones.
modules, integrate data sources. The platform is designed to be adaptable to different
How will your solution catalyse changes in education and what impacts will it languages, regions, and age groups. Its gamified structure
have at social and environmental level? Could you provide examples or scenarios anciirac rantiniiad annanamant and ite aduinatinnal valia

illustrating how such changes and impacts might unfold?

Context

Team work

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?

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
We aim to tackle the lack of engaging, age-appropriat working as a team in the future? If so, why?

Our team is composed of Marie Jean Mwilambwe and
Audrée Kabran, all students in the Department of
Consumer Sciences, Agriculture and Alimentation at
Laval University. Passionate about sustainability and
education, we took on the challenge of designing a digital
solution without a background in computer science, using
accessible low-code tools such as Figma. Together, we
imaained the content. visuals. and interactive pathwavs

European |
Commission




	Title of the solution: Mission Planet – The Future Agents Platform
	Challenge addressed: Designing an educational solution for responsible consumption using public data and low-code/AI tools
	Team name: Consumer science team
	Challenge category: AI and Emerging Technologies for Education
	Solution description: Mission Planet is a web-based educational platform designed for children aged 7–12. Built with low-code tools (Figma), it offers interactive missions, quizzes, and mini-games that teach responsible consumption across four key areas: food, transport, energy, and waste.

Key features: Gamified missions with points and badges

AI assistant that explains the impact of choices

Real-time evolution of a virtual planet based on user decisions

Use of open data (Impactco2.fr) to calculate environmental impact Technologies: Figma (low-code), AI chatbot (Copilot), data visualization tools 
Main activities: Design missions, build interactive modules, integrate data sources. 

Expected impact: Increased awareness and behavioral change in youth regarding sustainable consumption
	Target grop: Children aged 7–12, especially in schools. They benefit by learning to make responsible choices in a playful, engaging way. Teachers and educators can use the platform to support sustainability education. The solution is relevant because it turns abstract environmental concepts into concrete, gamified experiences.
	Context: We aim to tackle the lack of engaging, age-appropriate education around responsible consumption for children aged 7–12. Many existing tools are either too abstract or not interactive enough. During the hackathon, we designed Mission Planet, a gamified web platform where kids become “agents of the future” and complete missions to save the planet. Using open data and AI, we created interactive quizzes, mini-games, and a virtual world that evolves based on the user’s choices. The hackathon helped us structure our idea, divide roles, and rapidly prototype the core experience. 

	Impact: Mission Planet encourages children to make better choices in food, transport, energy, and waste. By visualizing the impact of their decisions (e.g. CO₂ saved, water preserved), they develop eco-conscious habits early.  For example, a child who makes good choices in their missions sees their virtual planet flourish, with trees growing and animals appearing.This emotional feedback loop fosters long-term behavior change. The platform can be used in schools to support sustainability education and reach thousands of young learners. 





	Describe it in a tweet: Mission Planet is a gamified web platform where kids become future agents saving the Earth! Through interactive missions, quizzes, and mini-games, they learn to make responsible choices in food, energy, transport, and waste—powered by open data and AI.
	Innovativeness: Mission Planet stands out by combining real-time environmental feedback with immersive gameplay. It uses open data (e.g. Impactco2.fr) to calculate the impact of children's choices and integrates an AI assistant that explains consequences in simple, engaging language. The virtual planet evolves visually based on user actions, more greenery, less pollution, and the return of animals, creating a powerful emotional connection and sense of agency.
	Transferability: Yes. Mission Planet can be adapted to other age groups, languages, and educational contexts. It can be used in classrooms, camps, or at home. The modular design allows expansion into other sustainability topics. Its engaging format and visual feedback make it highly shareable and scalable across regions and disciplines.
	Sustainability: Our solution is built with low-code tools (Figma), making it easy to maintain and scale. We use open data sources (e.g. Impactco2.fr) and modular content, allowing educators to add new missions or update existing ones. The platform is designed to be adaptable to different languages, regions, and age groups. Its gamified structure ensures continued engagement, and its educational value makes it viable for long-term integration into school programs.
	Team work: Our team is composed of Marie Jean Mwilambwe and Audrée Kabran, all students in the Department of Consumer Sciences, Agriculture and Alimentation  at Laval University. Passionate about sustainability and education, we took on the challenge of designing a digital solution without a background in computer science, using accessible low-code tools such as Figma. Together, we imagined the content, visuals, and interactive pathways adapted to young learners. We worked collaboratively, sharing ideas, testing modules, and refining them based on feedback. Our strength lies in our complementarity, creativity, and shared commitment to responsible consumption. We aim to continue developing Mission Planet and to establish partnerships with schools, teachers, and engaged organizations.
	Higher Education Students: Sí
	Researchers: Off
	Professionals: Off
	Teachers: Off
	Primary School Students: Sí
	Secondary School Students: Sí
	Others: Sí
	Other background: University


