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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)

Solution's figma: 
https://www.figma.com/design/bi9g9JqoeXGbyMcOqzKOJA/KallpaDream-28h-202
5?node-id=0-1&t=bkytRoEzudiMONEj-1

Video: https://youtu.be/OvkKQTJjKrA


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: TECHNOLOGY WITH PURPOSE: ✨ Introducing KallpaDream: the app that helps you disconnect from your phone and sleep better 😴 with AI, challenges and rewards. Make restful rest a reality. Ready to try? 💪



#KallpaDream #Dream #Gamification


	DIGIEDUHACK SOLUTION CANVAS: Perúesclave
	Title of the solution: KallpaDream
	Challenge addressed: Protect yor mind and Digital World: Self-Careand Safety Online
	Challenge category: Well - being in digital education
	Others please specify: Higher Education Students and professionals
	fill_7: 

Kallpa is an innovative app that uses existing digital tools to engage and retain users, focusing on three pillars:



-Dream gamification, through a system of challenges, ranking and rewards that makes it easy and fun to disconnect from the mobile.

-Advanced customization, based on your sleep routine, chronotype, artificial intelligence personalizes and adapts.

-Community focus, encourages integration, group accompaniment.
	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: KallpaDream is an app that allows you to disconnect from your phone in a fun way and have a good night’s sleep. It is aimed at young people in higher education who do not get enough rest. Unlike other apps that only record time on the screen, KallpaDream implements a customized automatic recording of sleep hours, routine analysis and chronotype, engaging you with rewards system and community rankings, gamifying digital well-being.



KallpaDream, Gamifica the dream, advanced personalization by AI based on sleep routine, chronotype and emotional state, is its greatest differential promoting community integration, positive feedback to strengthen habits based on rewards and awards.



Initially it will start with a free basic version available for iOS and Android, which will be based on artificial intelligence to analyze the user’s habits and propose a personalized sleep schedule. During this set period, the application monitors the total use of the mobile phone and evaluates whether the user complies. If you respect it, get a certain score, maintain your daily streak and receive virtual coins to customize a virtual pet, if you do not comply, earn less points and lose your streak. In addition, the results are integrated into a community ranking where users can compare their progress.



After engaging users, KallpaDream will provide advanced features such as tools to manage anxiety and stress, which will complement sleep optimization and address digital wellness in a comprehensive manner. The application will be multiplatform (mobile phones, computers and tablets). This way, a consistent and accessible experience will be achieved regardless of the device. It will also be expanded to include modules that contribute to improving the use of mobile phones during the day, promoting a balance between study and rest, concentration and active breaks. Users, at the community level, will have the opportunity to share what has happened to them, help other young people and be recognized for providing support to those facing more challenges. In this way, a network of digital wellness and collaborative learning within the platform is being strengthened.




	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: These are mainly higher education students aged 18 to 25, regardless of sex, who experience academic stress and suffer the consequences of spending too much time in front of screens before bedtime, which limits restful sleep.



KallpaDream, seeks to actively engage users through a visual and stimulating system that contemplates challenges and positive feedback. Users will directly benefit from developing healthier digital habits, improving their rest, concentration and emotional well-being, thus achieving higher academic performance through a more balanced relationship with the use of technology.  
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: KallpaDream has global applicability, because its approach adapts to the user profile, higher education students, who have the same problem regardless of their academic profile. The focus is on the student’s well-being and self-regulation, which are essential factors for any learning process. The app helps the student to better manage their time, rest properly and keep a focused and active mind. Facing the main problem that exists in similar apps, loyalty, this being addressed by gamification, which makes it easily adaptable to similar educational environments.
	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: Once the prototype has been developed, a validation will be conducted with real students to improve the experience, reward system and sleep recommendations. Initially you will start with a freemium model, a free basic version of the App as long as you achieve the maximum number of downloads to achieve the market fit. This version will be available for the iOS and Android platforms, will have artificial intelligence and will modify goals according to user habits. This release will also promote consistency through group challenges and rankings. 



After engaging users, KallpaDream will switch to an affordable subscription model that will provide advanced features such as tools for managing anxiety and stress, which will complement sleep optimization and address digital wellness in a comprehensive way. The application will be cross-platform, which means it can be used on mobile phones, computers and tablets. This way, a consistent and accessible experience will be achieved regardless of the device. It will also be expanded to include modules that contribute to improving the use of mobile phones during the day, promoting a balance between study and rest, concentration and active breaks. Users, at the community level, will have the opportunity to share what has happened to them, help other young people and be recognized for providing support to those facing more challenges. In this way, a network of digital wellness and collaborative learning within the platform is being strengthened.


	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: Research has shown that adolescents and young people spend, on average, more than six hours a day in front of screens. Globally, evidence indicates that each additional hour of night use increases the risk of insomnia by 59%, directly affecting sleep quality, emotional balance and academic performance. In addition, other analyses have reported that 50% of university students report daytime sleepiness and 70% suffer from insufficient sleep.



Beyond the academic duties, social networks along with other applications have been designed to keep our attention as long as possible at all times, filling us with notifications, short videos, etc. This results in an increase in the time of using mobile phones, and particularly in the hours before bedtime, which affects academic performance and general well-being. 



The solution proposes an application that transforms rest into a fun interactive wellness experience, since the biggest problem in the world of sleep control applications is the low level of retention which brings as a consequence the abandonment of the user to the control of established habits. 


	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: KallpaDream, by fostering a culture of self-care and digital well-being among its users and incorporating rest as an essential element of academic performance. It will drive changes in time organization and study habits, as it promotes healthier sleep habits and encourages responsible time-use practices. 



At the social level, as the platform develops, it will be accessible to people of all languages and socio-economic levels (thanks to the freemium model). The impact will be seen in more conscious student communities, with young people managing their time better, increasing their energy throughout the day and decreasing the anxiety produced by excessive use of digital devices. For example, a group of students using KallpaDream achieve their sleep goals together, allowing them to improve their concentration in class and reduce academic stress.


	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 is distinguished by having a different point of view from the traditional business approach, prioritizing the real well-being of users and positive social impact. We also plan to continue working together in the future. The KallpaDream team is made up of a professor of market analysis, one of research and development, two biology students and one of informatics. The team has over 30 years of experience in entrepreneurship and investment. 



This combination of profiles makes us a balanced and multidisciplinary team, which allows us to approach the project from different perspectives. Biology students provide information about well-being, biological rhythms, the importance of sleep for health, and cognitive performance. On the other hand, we have the ability to perform technical design, programming and integration of artificial intelligence. In turn, the teachers provide a strategic vision from the point of view of the market, together with an approach to technological development and innovation.




