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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?

A chapter-based storytelling game with educational
content on media literacy and human values for both
parents and children. The basic of the platform is the
famous novel The Little Prince written by Antoine de
Saint-Exupéry.

Our project involves creating a game that addresses four
major themes (my relationship with technology, my
relationship with the world, my relationship with others,
my relationship with myself) which would appear as four
solar systems on the screen. They would related to
conscious media usage in the 8-12 age group. Each
theme would represented by different planets and each
one would delve into smaller-scale issues within the
context of a short storytelling game. Citing some
examples of these: cyber security, FOMO, cyber-bullying,

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?

A survey made in the United States of America pointed
out that an average 11-12 year old child spends 6 hours
per day using their smartphone. The increased time we
spend on our smart devices has led to the lack of
empathy, attentive listening and objective thinking among
people, especially among children. Young people are
being introduced to smart devices at an increasingly

early age without proper education, so they are highly
vitlnerahle tn the nrnhlems raliced hv the Internet and

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?

Our main target group is the children between the age of
8 and 12. The secondary target group is the parents of
this age group due to the fact that we would create two
applications, one for the kids and one for their parents.
On the one hand, parents will gain a clearer
understanding of their child's emotional and intellectual
world, their Internet etiquette, their way of thinking, the
problems they are facing with and their maturity level.
This vulnerable age group will be prepared in a playful
way to face the challenges and dangers of the Internet
while learning how to use it more consciously. We
discuss topics that are common in their social
environment, such as cyber-bullying, loneliness or
FOMO, so they could learn in a trustful way how to deal

Target group

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?

The game engages users by introducing it to parents
during parent-teacher meetings and by opinion leaders,
emphasizing the potential risks of the digital world and
crisis a child might unspokenly deal with. Parents and
children can use the application together but not
necessarily simultaneously: the chapters are designed for
both audiences separately, and progress can only be
made collaboratively. This setup encourages dialogue
between parents and children, supported by parental
guidance, with integrated screen time limits. It also
supports children and their parents to spend quality time
together and helps the parents understand their children's
way of thinking, problem-solving technique, emotional
world and maturity. The project helps parents assess and
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Describe it in a tweet

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

"Embark on an exciting digital journey with your child,
guided by The Little Prince and the Fox, learning about
media awareness and mental well-being through an
instructive, delighting and interactive game!"

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?

The project leverages gamification to improve media
literacy, offering a simple and enjoyable path for the target
group with the assistance of the method of storytelling. It
enables independent learning outside of school while
fostering connections between parents and children. On

the one hand, so that at the end of the adventures, both

Transferability

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

The methodology can be applied in schools encouraging
teachers to take part in the game and can be adapted for
other problem areas and age groups using different
stories. Moreover, our platform can be expanded to board
games, books and audiobooks as well. The aim of all
these offline challenges is to promote quality offline time

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?

Future developments will include artificial intelligence in
the safest way possible to expand the platform and tackle
deeper, more current issues. The choice of The Little
Prince as the central theme ensures the project's
timelessness and universal appeal due to its fundamental
human values.

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 approach the task from various perspectives, as the
discussed issues are present in our immediate
environment. As Communication and Media Studies
students, media literacy is a particularly important topic
for us. Eszti feels responsibility as a future media
professional to foster media literacy and mental
well-being for the next generation. Miron believes young
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	Title of the solution: Little Princedom
	Challenge addressed: Children's media literacy
	Team name: Little Princedom
	Challenge category: Digital education
	Solution description: A chapter-based storytelling game with educational content on media literacy and human values for both parents and children. The basic of the platform is the famous novel The Little Prince written by Antoine de Saint-Exupéry. 



Our project involves creating a game that addresses four major themes (my relationship with technology, my relationship with the world, my relationship with others, my relationship with myself) which would appear as four solar systems on the screen. They would related to conscious media usage in the 8-12 age group. Each theme would represented by different planets and each one would delve into smaller-scale issues within the context of a short storytelling game. Citing some examples of these: cyber security, FOMO, cyber-bullying, negative self-esteem. Parents and children progress through the game together, allowing parents to monitor their child's understanding and fostering communication between them on the discussed topics. After an adventure is done, the program encourages them to open up about their feelings on the game and to do offline activities together.



To develop this, we would require expertise from child protection experts, parents, teachers, psychologists, media literacy professionals, programmers and game designers. Parents would be introduced to the project during parent-teacher meetings. Moreover, we would make a survey among them to be able to highlight the main difficulties their children face with in a digital world. These can encourage them to involve their children and promote its use. 



The main difficulty we foresee in connection with Little Princedom is that our platform is low on stimuli, while children nowadays are impatient and prefer to choose contents that make them forget boredom. We have to convince them that the lack of stimuli is beneficial for them and that media literacy is essential in the online world to ensure safety. We are dedicated to provide a platform that enhances digital well-being packed into a story that never loses its accuracy.


	Target grop: Our main target group is the children between the age of 8 and 12. The secondary target group is the parents of this age group due to the fact that we would create two applications, one for the kids and one for their parents. On the one hand, parents will gain a clearer understanding of their child's emotional and intellectual world, their Internet etiquette, their way of thinking, the problems they are facing with and their maturity level. This vulnerable age group will be prepared in a playful way to face the challenges and dangers of the Internet while learning how to use it more consciously. We discuss topics that are common in their social environment, such as cyber-bullying, loneliness or FOMO, so they could learn in a trustful way how to deal with the problems and how to rely on their parents. Of course, the users could recommend topics to discuss and ways to improve Little Princedom to fully meet what they need, keeping in mind digital well-being and media literacy.
	Context: A survey made in the United States of America pointed out that an average 11-12 year old child spends 6 hours per day using their smartphone. The increased time we spend on our smart devices has led to the lack of empathy, attentive listening and objective thinking among people, especially among children. Young people are being introduced to smart devices at an increasingly early age without proper education, so they are highly vulnerable to the problems caused by the Internet and social media platforms. There are some parents who do not even recognize the increasing problem, but we would like to offer a help for those who are already worried about it, and who would like to help their children but do not actually know how to talk about it with their kids or how to prepare them to face with the fast and dangerous technological era we live in. Our platform would work with moderate colours, lower animations and it would encourage children-parent communication and programs to improve mental well-being and reduce stress. It is a platform that provides educational content in a more understandable, playful and safer way which is enjoyable, and highly resonates with the challenge’s goals for example improving the children’s social skills and empathy and decreasing the cyber-bullying among them.
	Impact: The game engages users by introducing it to parents during parent-teacher meetings and by opinion leaders, emphasizing the potential risks of the digital world and crisis a child might unspokenly deal with. Parents and children can use the application together but not necessarily simultaneously: the chapters are designed for both audiences separately, and progress can only be made collaboratively. This setup encourages dialogue between parents and children, supported by parental guidance, with integrated screen time limits. It also supports children and their parents to spend quality time together and helps the parents understand their children's way of thinking, problem-solving technique, emotional world and maturity. The project helps parents assess and improve their children's digital awareness under their supervision. Children become more sensitive and conscious online, with potential long-term benefits, such as keeping in touch with their emotions and having a fulfilling offline life with family and friends as well. We aim to reduce the number of victims of cyber-bullying while promoting quality time spent on the Internet, focusing on conscious media consumption and real-life connections. 
	Describe it in a tweet: "Embark on an exciting digital journey with your child, guided by The Little Prince and the Fox, learning about media awareness and mental well-being through an instructive, delighting and interactive game!"
	Innovativeness: The project leverages gamification to improve media literacy, offering a simple and enjoyable path for the target group with the assistance of the method of storytelling. It enables independent learning outside of school while fostering connections between parents and children. On the one hand, so that at the end of the adventures, both the child and the parent have questions that they have to self-reflect on and then have a conversation about it together, that is, they spend quality time together offline talking about issues important to the child's personality development and life. On the other hand, it also helps the parent and child to spend quality time offline together by connecting offline challenges to online adventures. It leads to a deeper relationship between parent and child. And this is also extremely important so that the child can connect more strongly with his parent, and if he or she is in danger online, the child dares to share it with the parents with confidence and dare to ask them for help. We have seen similar online games but they were full of stimuli and were not really educative. We offer a unique platform that educates about mental well-being and media literacy, because we can not avoid using digital devices, but it also encourages users to spend more time offline.
	Transferability: The methodology can be applied in schools encouraging teachers to take part in the game and can be adapted for other problem areas and age groups using different stories. Moreover, our platform can be expanded to board games, books and audiobooks as well. The aim of all these offline challenges is to promote quality offline time spent together and having wonderful memories got with each other.
	Sustainability: Future developments will include artificial intelligence in the safest way possible to expand the platform and tackle deeper, more current issues. The choice of The Little Prince as the central theme ensures the project's timelessness and universal appeal due to its fundamental human values.
	Team work: We approach the task from various perspectives, as the discussed issues are present in our immediate environment. As Communication and Media Studies students, media literacy is a particularly important topic for us. Eszti feels responsibility as a future media professional to foster media literacy and mental well-being for the next generation. Miron believes young people are losing touch with themselves and their emotions, leading to misunderstandings with others. Panna has personal motivation, as her best friend became a victim of cyber-bullying when she were of the same age as our target group is. Berci is concerned about the negative influences of media on the next generations' personalities. As future media professionals, we have the chance to create a conscious, positively oriented generation. As future media professionals and parents, we have the chance to help the future generations develop into a conscious, positively oriented society. As a team, we will work for this goal in the service of society in order to increase their quality of life by paying attention to their mental health and digital well-being.
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