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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 2025 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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: NutriTactik turns a young football player's match day into a meal-composition game. Using Open Food Facts data, they build a "food starting eleven" that maximises health, performance and environmental impact, while collaboratively enriching the OFF database.
	DIGIEDUHACK SOLUTION CANVAS: Nutritactik
	Title of the solution: NutriTactik
	Challenge addressed: 
	Challenge category: 
	Others please specify: Youth football coaches / digital education enthusiasts
	fill_7: NutriTactik uniquely combines football, nutrition, sustainability and open data in a single experience. Unlike traditional tracking apps or simple quizzes, it uses real Open Food Facts data, a match-day game metaphor (“your diet is your team”), an AI chatbot coach and a guided contribution flow to OFF. The voice assistant and inclusive UI make the solution accessible to low-literacy and multilingual users. This mix of open data, gamification, AI and contribution to a public database sets it apart from existing tools.
	Solution description What is the final productservicetoolactivity youre 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: NutriTactik – Match&Meal is a web-based educational game where young football players design their match-day meal plan using real products from Open Food Facts. Each food becomes a player card with Nutri-Score, Eco-Score and key nutrients, and the app calculates health and environmental scores. Our functional MVP already includes the Match Day mode, an AI nutrition chatbot, a voice assistant, a demo of the OFF contribution flow, and a local database of 100+ OFF products with live search. In the short term, we plan pilots with a few clubs; in the longer term, we aim to refine the scoring model, co-create content with coaches and nutritionists, and scale to schools and federations. Success will be measured by usage, improved understanding of scores, behaviour changes on match days, and contributions to Open Food Facts.



Prototype video: https://youtu.be/rpG7Z8JTKyI
	Target group Who isare the target groups 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 primary target group is young football players aged 10–18 in clubs, academies and sports-study programmes. Secondary targets include coaches, teachers, parents and canteen staff who need practical tools to talk about food and sustainability. They benefit from a playful, data-driven experience, an AI coach that answers questions and suggests recipes, and a voice assistant that supports learners with reading difficulties. We plan to engage them through weekly team sessions, inter-team challenges and partnerships with clubs that already promote nutrition education.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: The core idea—using open food data, AI coaching and gamification to build daily meal plans—is transferable beyond football. It can be adapted to other sports (basketball, athletics), to school contexts (e.g. “exam day” instead of “match day”), and to family or public-health programmes. The same mechanics can support science education (nutrients, energy), geography and social studies (food systems, environmental footprint), as well as digital literacy (reading and interpreting real-world data).
	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: In the mid-term, we plan to run pilots in a small number of partner clubs and schools, collect feedback, and iteratively improve the AI coach, voice assistant and dashboards. In the long term, we see NutriTactik integrated into club curricula, school health programmes and possibly national federation initiatives. Sustainability will rely on partnerships with Open Food Facts, sports organisations and education stakeholders, a simple technical stack, and a model where community clubs access the tool at low cost while larger institutions support further development.
	Context What is the current or future problem youre trying to solve How does your solution align with DigiEduHack 2025 annual theme How does your solution confront the challenge posed by the hackathon organiser and how does it address the challenge category: Many young athletes struggle to understand how their food choices affect performance, health and the environment, and they rarely interact with open food data. As a football coach, I see clubs like CS TRIDENT and others trying to raise awareness about nutrition, but lacking engaging, data-driven digital tools. NutriTactik aligns with DigiEduHack 2025 by using open food data, AI and gamification to build digital and health literacy, and directly addresses the local Open Food Facts challenge on educational food solutions.
	Impact 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: NutriTactik can catalyse change by making nutrition and sustainability education part of everyday football culture. Educationally, it turns labels and scores into a game that teaches data literacy and critical thinking. Socially, it helps young players adopt healthier habits and empowers them as contributors to open data. Environmentally, it raises awareness of Eco-Score and encourages better choices. For example, a club using NutriTactik weekly could see players progressively switch from sugary drinks and ultra-processed snacks to higher Nutri-Score, better Eco-Score options before and after matches.
	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: Our team combines software engineering students with experience in web development, UX and AI, and a practising youth football coach who works with large clubs such as CS TRIDENT. This gives us both the technical skills to build a functional prototype quickly and first-hand insight into how clubs educate young players about food. We plan to continue working as a team after DigiEduHack to test NutriTactik in real clubs and schools, refine it with experts and partners, and explore funding and collaboration opportunities.


