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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?

FakeBuster is an educational web platform that
uses gamification to teach Peruvian university
students how to detect and analyze fake news.

It presents real and false headlines, offering
immediate feedback and a verified news database.
Its implementation includes three phases:
prototype development, validation with universities,
and thematic expansion.

It requires basic digital resources, and its success
will be measured by the improvement in users’
verification skills.

Context

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?
FakeBuster addresses the issue of digital misinformation in
Peru, which undermines social trust and informed judgment.
It aligns with the DigiEduHack 2025 theme, promoting critical
and responsible digital citizenship.
By combining education and technology, it helps young
people navigate the digital world safely and think critically.

Target group

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?
The target audience is Peruvian university students,
one of the groups most exposed to digital
misinformation.
They will benefit by developing critical thinking, source
evaluation, and information verification skills through an
interactive experience.
The solution is relevant because over 50% of Peruvian
students in 2025 have been exposed to false or
unverified content on social media.
To engage them, FakeBuster will collaborate with
universities and digital literacy programs, integrating the
platform into workshops and classroom activities.

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?

FakeBuster transforms education by integrating
active learning and gamification to build analytical
and verification skills.

Socially, it helps reduce the spread of fake news
and promotes trust in verified sources.
Environmentally, being fully digital, it reduces
physical material use and supports sustainability.
For example, teachers can use FakeBuster in
ethics or communication classes to analyze real
headlines and encourage informed debate.

Describe it in a tweet

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

FakeBuster is a gamified educational platform that
helps Peruvian university students recognize fake news
and strengthen their digital critical thinking, combining
learning and play to combat misinformation online.

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?
FakeBuster is unique because it teaches critical thinking, not just how to spot
fake news.
Unlike automatic fact-checkers, it provides a gamified and interactive
experience where users learn by doing.
Its interdisciplinary and accessible design makes it ideal for educational
contexts.
Itis a creative, disruptive, and scalable solution that combines technology,
pedagogy, and entertainment.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?
FakeBuster can be used in various educational contexts since it
promotes critical thinking and digital literacy, skills that are relevant
across all disciplines.
It can be applied in ethics, communication, social sciences, or
technology courses.
For instance, in science, it helps analyze false health-related news,
while in ethics, it encourages reflection on information responsibility.

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 medium term, FakeBuster plans to expand its themes and features,
integrating artificial intelligence to personalize learning.
In the long term, it aims to be implemented in Peruvian and Latin American
universities, with versions adapted to different languages and contexts.
Its low operational cost and digital nature ensure long-term viability and
continuous growth.

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 FakeBuster team is made up of students from Mechatronic Engineering,
Computer Science, and Business Management Engineering.
Their diverse skill sets combine technology, analysis, and strategic planning
to create an innovative and functional solution.
They are a motivated and socially committed team, focused on improving
digital education in Peru.
They plan to continue working together to refine the platform and expand its
educational impact.

Video and prototype:
https://newslearn.netlify.app/
https://youtu.be/mSXI6EG0zQM
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