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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: Équi-Assiette – The Plate Architect
	Challenge addressed: Nutrition illiteracy and unhealthy eating habits leading to lifestyle-related diseases such as obesity, type 2 diabetes, and hypertension.
	Team name: lila-solution
	Challenge category: Digital Education for Health and Well-being
	Solution description: Équi-Assiette is an AI-powered interactive nutrition coach that gamifies meal preparation. Built with Next.js 14 and TypeScript, users search products via Open Food Facts API (3M+ products) and drag them into a virtual plate. The Food Coherence Engine, based on Canada's Food Guide, ensures balanced meals and adapts suggestions dynamically. Key features include real-time nutrition analysis with scoring (0-100), AI Coach powered by Google Gemini for personalized feedback, comprehensive gamification (50+ badges, XP, levels, quests), educational content (glossaire, quiz), daily meal tracking, and full bilingual support (FR/EN) with dark mode. Technical stack: Next.js 14, TypeScript, Tailwind CSS, Prisma, PostgreSQL, Google Gemini AI. Implementation phases: Phase 1 (completed) - core app with AI coach; Phase 2 (in progress) - database integration; Phase 3 (roadmap) - food safety alerts, family mode. Success metrics: user engagement, educational impact, health outcomes, gamification metrics.

The url to view the prototype : https://equi-assiette.vercel.app/
	Target grop: Primary target: Adults and families (18-65) seeking healthier eating, young adults (18-30) learning to cook, parents teaching children nutrition, and individuals with dietary goals. Secondary target: Schools and educational programs, health professionals (nutritionists, dietitians), community health centers, and cooking classes. Engagement strategy: Gamification (badges, XP, quests), AI-powered personalized coaching, educational content (glossary, quiz), social features (leaderboard, responsible sharing), accessibility (bilingual FR/EN, dark mode, responsive), and progressive feature unlocking. Benefits: Practical hands-on learning, contextual education explaining the "why", measurable progress tracking, and supportive non-judgmental environment.
	Context: Problem: 60% of Canadian adults overweight/obese, rising diabetes/hypertension, nutrition illiteracy, engagement gap in existing apps, lack of educational focus, food safety concerns. Solution aligns with DigiEduHack 2024 theme "Digital Education for Health and Well-being" by: Using digital technology for interactive nutrition education, combining theory (glossary, quiz) with practice (meal composition), ensuring accessibility (free, bilingual, responsive), and innovating through AI coaching and gamification. Addresses challenge through: Practical digital nutrition education, gamification for engagement, AI personalization, and potential for public health impact at scale. Transforms abstract guidelines into actionable, enjoyable experiences with immediate feedback and supportive environment.
	Impact: Educational: Improved nutrition literacy through interactive glossary/quiz, hands-on learning, contextual education. Health: Dietary improvement via real-time scoring, reduced harmful nutrient intake, long-term behavior change through gamification. Social: Accessibility (bilingual, free, responsive), community building, health equity. Environmental: Food waste reduction, sustainable choices (NOVA classification). Scenario: Family of four using app daily over 3 months shows improved meal scores (45→75/100), 20% food waste reduction, 40% improvement in children's nutrition quiz scores. Aligns with DigiEduHack theme: Digital education through interactive gamified experiences, combining theory and practice, broad accessibility, AI-powered personalization.
	Describe it in a tweet: AI-powered nutrition coach that gamifies meal prep! Drag & drop foods, get real-time feedback from our beaver mascot, earn badges, and learn balanced eating. Based on Canada's Food Guide. 
	Innovativeness: Équi-Assiette combines unique features rarely found together: (1) AI-powered coaching with Google Gemini providing personalized, contextual feedback; (2) Food Coherence Engine beyond calorie counting, ensuring logical meal composition based on Canada's Food Guide; (3) Comprehensive gamification with 50+ badges, XP/levels, unlockable skins, and quests; (4) Educational focus with interactive glossary, quiz system, and contextual explanations; (5) Responsible design with smart sharing filters (only balanced meals score ≥80); (6) Technical excellence with modern stack (Next.js 14, TypeScript), offline-first approach, and full i18n. Unlike MyFitnessPal (calorie-focused, lacks gamification), Yuka (scans but doesn't compose meals), or Fooducate (educational but lacks interactivity), Équi-Assiette combines all features in one cohesive, gamified experience.
	Transferability: Équi-Assiette's architecture enables transferability across contexts. Educational: Integration into school curricula, cooking classes, university programs, and public health campaigns. Cultural adaptation: Framework adaptable to other food guides (US MyPlate, UK Eatwell Guide), religious/cultural preferences, and multi-language expansion. Specialized use cases: Medical contexts (diabetes, hypertension), sports nutrition, aging population, and corporate wellness. Technical: Open-source ready structure, API-first design, modular architecture, and flexible database schema. Gamification and educational systems are customizable for different learning objectives and health domains.
	Sustainability: Short-term (1-3 months): Complete database integration, launch beta, partner with 2-3 schools, implement food safety alerts. Mid-term (3-6 months): Scale through health organization partnerships, expand to 10+ schools, launch mobile app, add family mode and meal planning. Long-term (6-12 months): International expansion, community features, fitness tracker integration, advanced analytics, open-source components. Resources: 1-2 developers, 1 UX/UI designer (part-time), 1 nutritionist, cloud infrastructure ($500-1000/month), free AI tier (Google Gemini 60 req/min). Barriers addressed: User acquisition through gamification and partnerships, data accuracy through validation, international expansion through modular architecture, mobile development via PWA-first approach. Model: Free and accessible with optional premium features.
	Team work: Currently developed as a solo project by a single creator combining skills in nutrition awareness, digital education, and full-stack web development (Next.js, TypeScript, UI/UX design, gamification). Solo approach suits current phase: holistic understanding, full-stack capability, rapid iteration. Success demonstrated: core app, AI coach, and gamification system fully implemented. Future team expansion for sustainable growth: UX/UI designer, web developers, mobile developers, nutritionist/dietitian, data scientist, marketing specialists, community managers, QA engineers. Commitment: Strong belief in project potential, dedication to scaling, openness to partnerships, vision to make Équi-Assiette the reference for nutrition education in Canada. Transition to team enables faster development, specialized expertise, better scalability.
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