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How would you describe your solution in a short catchy way with maximum 280 
characters?
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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?
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	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: Learning and self-care can be fun too!MiniYo is a gamified app that turns children’s daily routines and learning into a joyful adventure shared with their parents. 💫#DigitalWellbeing #EmotionalLearning #MindfulTechGirls #EdTechInnovation
	DIGIEDUHACK SOLUTION CANVAS: Mindful Tech Girls
	Title of the solution: MiniYo
	Challenge addressed: Protect yor mind and Digital World: Self-Care and Safety Online
	Challenge category: Well - being in digital education
	Others please specify: 
	fill_7: MiniYo stands out by combining meaningful gamification, emotional wellbeing, and parental engagement, enhanced through the use of artificial intelligence (AI) to personalize each child’s experience.The AI system analyzes the child’s activity patterns, such as completed missions, time spent on play, and preferred learning topics, and uses this data to: 
- Generate automatic progress summaries for parents, helping them understand their child’s growth and habits.
- Recommend new missions or mini-games aligned with areas that need reinforcement (e.g., empathy, organization, math).
Through this integration, MiniYo evolves with each user, offering a personalized, adaptive, and emotionally positive learning journey.All AI processes are designed under ethical and child-safe principles, ensuring data privacy, transparency, and parental control at every stage.
	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: -> Prototipe: https://www.canva.com/design/DAG4NuG-IDA/2x19BZtJI_aUrIxwYwyvtA/view?utm_content=DAG4NuG-IDA&utm_campaign=designshare&utm_medium=link2&utm_source=uniquelinks&utlId=hd1d7fa6dd5

MiniYo is an inclusive and gamified mobile application that turns everyday routines into an engaging experience of learning, self-care, and family wellbeing.Children aged 5 to 10 create their own personalized avatar, which grows and earns experience points by completing healthy habits such as brushing their teeth, reading a book, or helping at home.Each achievement unlocks educational mini-games and emotional challenges, designed to teach empathy, self-regulation, and responsibility in a playful way.At the same time, parents have access to a family dashboard, where they can track their child’s progress, reinforce positive routines, and join collaborative activities.This dual dynamic generates clear value: it fosters children’s wellbeing while reducing parental stress, providing a practical, positive, and interactive tool for digital parenting.MiniYo is structured through four development phases:
Phase 1 – Functional Prototype: creation of the interactive interface and avatar design.
Phase 2 – Educational and Emotional Content: integration of mini-games and mission-based learning.
Phase 3 – Family Integration and Guided Control: activation of the parental dashboard and joint activities.
Phase 4 – Scalability and Inclusion: adaptation for diverse learning styles, with visual and auditory accessibility features.Furthermore, MiniYo promotes digital inclusion and accessibility by offering gender-neutral designs, friendly visual language, and adaptive interfaces that allow every child, regardless of background or ability, to learn and grow through play.By combining gamification, emotional intelligence, and digital safety, MiniYo helps children build habits that balance learning, wellbeing, and family connection from an early age.
	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: MiniYo is primarily designed for children aged 5 to 10 and their families, with the goal of promoting healthy habits, emotional wellbeing, and responsible digital engagement.The app directly targets households with access to mobile devices and stable internet connections, both in urban and semi-urban areas. 
- Primary Users:Children aged 5 to 10, who use the app to learn daily routines, develop empathy, and strengthen foundational cognitive and emotional skills through interactive play. 
- Secondary Users:Parents, caregivers, and guardians, who access a Family Dashboard to monitor their child’s progress, celebrate achievements, and encourage healthy autonomy in digital environments. 
- Strategic Partners:Teachers, school counselors, and educational institutions interested in using MiniYo as a complementary tool for socio-emotional development and digital citizenship education within school programs.
In its expansion phase, MiniYo also envisions collaboration with public and private schools, NGOs, and community wellbeing programs to reach families from diverse social and cultural backgrounds.

Elevator Pitch: https://youtu.be/11U8UtuAdCI
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: MiniYo can be adapted to a wide range of educational and social contexts.Beyond its use within families, it can serve as a tool for emotional education in classrooms, supporting teachers in reinforcing socio-emotional learning and responsible digital habits.In the future, MiniYo can evolve into specialized versions:For teenagers, focusing on time management, self-regulation, and digital wellbeing.For older adults, promoting cognitive routines, intergenerational connection, and emotional balance.Its modular and accessible design ensures easy replication across different age groups, learning environments, and cultural settings, making MiniYo a scalable model for global wellbeing and digital education.
	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: The sustainability of MiniYo relies on a balance between a robust prototype and a scalable licensing model that ensures both economic growth and social impact.Initially, MiniYo will operate under a Freemium model, offering free basic access and optional micro-purchases (e.g., avatar skins, accessories, and new mini-games).For long-term expansion, we plan to implement School Packages, subscription-based models (approximately X USD per student/month), through strategic partnerships with private educational institutions to generate steady revenue.In parallel, MiniYo will integrate a social impact strategy:For every X licenses sold, one license and a device will be donated to a rural or low-income school.This hybrid model guarantees financial sustainability, inclusive growth, and equitable access, allowing MiniYo to scale while maintaining its mission of promoting digital wellbeing and educational equity across diverse communities.
	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: In the post-pandemic context, children aged 5 to 10 across Latin America spend on average over three hours per day on screens for recreational purposes, well above the World Health Organization’s recommendation of one hour for this age group.In countries such as Peru, Chile, and Mexico, studies report a 30–50 % increase in digital exposure after the pandemic, replacing essential activities like physical play, reading, and family interaction.According to the National Center for Biotechnology Information (NCBI, 2014), middle childhood (up to age 10) is a sensitive developmental period in which the foundations of self-regulation, self-control, and morality are established, skills that shape autonomy and emotional balance in later life (National Research Council & Institute of Medicine, 2014).This convergence, unsupervised digital exposure during a critical stage for habit formation, reinforces the urgency of early interventions like MiniYo, which transforms screen time into a guided, playful, and educational experience that nurtures learning, organization, and emotional wellbeing.
	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: MiniYo aims to catalyze change in education by bridging learning and daily life, connecting the offline and online worlds to foster holistic, autonomous, and active learning.At a social level, it promotes core values, responsibility, and family cooperation, strengthening the bond between home and education.The app seeks to enhance children’s digital wellbeing and reduce parental stress through healthy routines, emotional growth, and guided family engagement.Its impact lies in combining emotional education, self-care, and responsible digital culture within a single, accessible ecosystem.
- Ensure that each child completes at least three healthy habits per week.
- Reach 100 active families within the first three months of the pilot phase.
- Reduce passive screen time by 20%, according to parental assessments.
- Achieve ≥80% parental satisfaction regarding improved family connection.
- Develop and evaluate the functional prototype within six months.
	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: The Mindful Tech Girls team is composed of Annia Galarza, Allyson Gonza, Daniela Ochoa, and Mabel Rímac, students from diverse academic backgrounds who integrate expertise in management, economics, technology, and educational wellbeing.Throughout the innovation marathon, we applied collaborative methodologies such as Design Thinking and Scrum, which facilitated the ideation, prototyping, and validation of our proposal.We are guided by our mentor, David Vera, a professor of Information Technologies, who supported us in defining the project’s technical feasibility and digital strategy.As a team, we maintain a strong commitment to continuity, planning to further develop MiniYo beyond the competition by pursuing alliances with educational institutions and social innovation programs that share our mission of fostering digital wellbeing for families.


