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Describe it in a tweet

How would you describe your solution in a short catchy way with maximum 280
characters?

Speaking seas gives the Ocean a voice. Through short
messages and QR codes, the sea 'talkas' about pollution,
plastic and climate change, inspiring people to protect and
care for our blue planet.

Team name: 9LO

changing awareness of the seas and

Challenge category:

[] Higher Education Students
I:l Teachers

Background of the team:

(multiple selections possible in case

[] Researchers
|:| Primary School Students

[] professionals
E Secondary School Students

of mixed teams) |:| Others (please specify)

Solution description

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?

We creat an interactive system where the ses's talks
through videos, QR codes or audio messages. The sea
explains its problems: Polution, plastic waste over fishing,
to tech people how there actions affect marine life.

Target group

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?

The target group is society, which we believe should think
more broadly and interdisciplinarily. This solution is
important because it will raise awareness among the
public of their role in impacting the blue planet. We want
them to talk about their seas and oceans from their own
perspective, regardless of age. We want them to share
what they feel, think, and know.

Innovativeness

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?

Using personification-letting the sea "speak" - to make

enviromental education, fun and memorable.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

This idea can also be used for rivers, forests, animals or
any environmental issue.

Context

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?

Oceans and seas get damaged because the people don't
know what their problems are.

We want to encourage empathy and make people talk
about the seas problems.

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?

People will become more aware of their "sea"
environment. Education about the seas and oceans will be
more accessible and easier for recipients because we lear
better from specific, personal examples.

Such changes will be good for the environment, because
an educated society takes better care of its surroundings.

Sustainability

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?

Easy to update and low-cost. Can grow with new
messages or student-created content.

Team work

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?

We are the students that see the world through the eyes
of future generation. We live by the sea. And we have
advanced geography in school so we know more and
understand the sea.
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