
relationship with technology and strengthen the 
user's overall well-being. The 5-month 
implementation plan focuses on development, 
beta testing, and launch, and is both viable and 
scalable. The solution uses gamification to 
improve digital literacy in security and privacy. 
Success will be measured using metrics such as 
usage, satisfaction, and perceived well-being. 

the humanize to is goal 
wellness LifeSync (group 

(cybersecurity MindShield empathetic  AI), 
missions), and 
challenges).   Its 

could its success be measured? 

Soul Sync is a gamified mobile application with 
four main modules: Digital Balance (time 
management), EmoSync (emotional tracking with 

description 

  
 

 Title of the solution:  

 
 Challenge addressed:  

 Team name:  

 
 Challenge category:  

 
 Background of the team:  

(multiple selections possible in case 

of mixed teams) 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

                                     

 

 

 

DIGIEDUHACK SOLUTION CANVAS 

Innovativeness 

Context 

 
solution align with DigiEduHack 2025 annual theme? 

Sustainability 

Impact 

Higher Education Students 

Teachers 

Researchers 

Primary School Students 

Professionals 

Secondary School Students 

Transferability 

Mobile application 
.Digital stress, well-being and safety in 
students 

The Beta Life Soul Sync 

VIDEO LINK:  https://youtu.be/SuDi7_uJGGU?feature=shared 
PROTOTYPELINK:https://www.canva.com/design/DAG4CVF3Iqo/rxCAJYJs6NX-

ByA2wYKjXQ/edit?utm_content=DAG4CVF3Iqo&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton 

https://youtu.be/SuDi7_uJGGU?feature=shared

