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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 2024 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)


	Title of the solution: Student Achievements & Events
	Challenge addressed: Student digital recognition
	Team name:  Lunaris
	Challenge category: Digital Portfolio for Students
	Solution description: Students: Upload certificates, project results, competition or hackathon achievements, and track skill development. Receive verified recognition from teachers. Discover upcoming events and find teammates.
Teachers: Validate student achievements, monitor progress, and provide recommendations. Teachers gain a clear overview of student growth.
Event organizers: Publish competitions, workshops, and hackathons. Students can register directly through the platform, search for teammates, and track participation. And there is a link to our MVP 
Demo site  https://ollim-ofte.onrender.com/
	Target grop: Ollim targets students aged 12–18, teachers, and event organizers. Students benefit by tracking achievements, finding events, and building verified portfolios. Teachers can easily verify progress, and organizers reach motivated participants. Engagement is ensured through intuitive design, gamification, and personalized recommendations to meet each groups needs. 
We have also attached a link to the presentation
https://www.canva.com/design/DAG4LU7knNA/Xy73QUVeL2PY8rUDdQTlLg/edit?utm_content=DAG4LU7knNA&utm_campaign=designshare&utm_medium=link2&utm_source=sharebutton
	Context: Students achievements are scattered and hard to verify. Teachers struggle to track progress, and organizers cant easily reach participants. OLLIM centralizes verified achievements, connects all stakeholders, and boosts motivation, aligning with DigiEduHack 2025s theme of digital education and skill development.
	Impact: Enhances student motivation and engagement.

Provides trusted, verified recognition of achievements.

Improves access to learning opportunities and events.

Fosters collaboration and team-building among students.

Supports scholarship applications, competitions, and future career opportunities.
	Describe it in a tweet: A digital platform where students build verified portfolios of achievements, teachers confirm progress, and event organizers connect learners with new opportunities — all in one ecosystem for growth and collaboration.
	Innovativeness: Ollim is a digital platform designed to centralize and verify students academic and extracurricular achievements.
Students can upload certificates, projects, and competition results, which teachers or event organizers can verify. The platform also lists upcoming events, allowing students tovd register and find teammates.
	Transferability: Our solution can be fully adapted to other educational contexts and disciplines. For example: Universities: digital student portfolios and project tracking.Professional training: verification of certifications and skills.Corporate learning: tracking employee achievements and course completions.
	Sustainability: Partnerships with schools, universities, and educational organizations Integration with professional training programs and lifelong learning platforms.AI recommendations for personalized skill-building and event participation.Gamification with badges, levels, and leaderboards to motivate and engage students.
	Team work: Team Lunaris combines students and professionals with skills in technology, education, event management, and design. We cover web/mobile development, achievement tracking, gamification, and UX/UI. We plan to continue developing Ollim and expand it to more schools, universities, and training programs.
	Higher Education Students: Sí
	Researchers: Off
	Professionals: Off
	Teachers: Sí
	Primary School Students: Off
	Secondary School Students: Sí
	Others: Sí
	Other background: Event organizers, developers, designers


