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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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: In a world where technology is an integral part of our daily lives, finding a healthy balance is essential. HARMONI is an innovative solution that combines artificial intelligence, digital psychology, and technology education to promote digital well-being and mental health. With HARMONI, you can detect signs of digital anxiety, manage your screen time, and develop healthy digital skills. Discover how HARMONI can help you find a healthy balance and feel confident in the digital age!
	DIGIEDUHACK SOLUTION CANVAS: PROYECTA +
	Title of the solution: HARMONI
	Challenge addressed:  Take care of your mind, protect your world: self-care and safety in the digital age.
	Challenge category: Well-being in digital education
	Others please specify: 
	fill_7: Its comprehensive and personalized approach to promoting digital well-being and mental health with distinctive features such as AI, intuitive interface, digital psychology principles, and machine learning algorithms.

Yes, some examples are Khan Academy and Duolingo, which use artificial intelligence algorithms to adjust their content and learning pace according to the student's needs. 

Harmoni has an approach aimed at improving time management in digital media using resources such as digital psychology and/or a focus on digital education, while the aforementioned ones focus on providing an educational service without measuring how much time the student may spend using it. 

	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: The app detects anxiety or digital fatigue and offers active breaks, short exercises, and personalized reflections. It includes a disconnection radar that shows which friends are nearby for offline activities, encouraging real connection.

During classes, it activates a smart silent mode that blocks social media without being invasive and can automatically sync with academic schedules. For example, at UPC University, HARMONI can connect with the institutional app to activate this mode during classes.

Key Milestones: Development of the platform and mobile app (3 months), testing and validation with users (3 months), beta launch (2 months), and official launch (1 month). Potential Barriers: User resistance to change, difficulties integrating the platform with other services and apps, data privacy and security issues.

By integrating into educational circles, it will help students manage their time better, manage their virtual tools more effectively, and even connect them with more online educational resources. 

prototipo link: https://www.figma.com/proto/21FTZecJ5XORNS6hK2aiFJ/28H-Harmoni?node-id=2-2&t=8i6sGQ1RCgzcERbi-1&scaling=scale-down&content-scaling=fixed&page-id=0%3A1&starting-point-node-id=2%3A2
video link. https://teams.microsoft.com/meet/212465755463?p=MX9DL8b3aAn55NIMVF+

	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: They are university students between the ages of 18 and 24, who spend much of their time connected to digital devices for studying, working, or communicating, which can lead to stress, distraction, and mental exhaustion. HARMONI will help them maintain a healthier relationship with technology by detecting signs of digital fatigue and suggesting breaks or short exercises to improve their concentration and emotional well-being. In this way, young people will learn to use technology consciously, without having to disconnect completely, balancing their productivity and mental health.

HARMONI is relevant to young university students because it responds directly to the challenges they face in their daily lives: digital overload, constant distraction, and anxiety about always being connected. Instead of limiting their use of technology, the app accompanies them in using their devices in a more conscious and balanced way, helping them to take care of their mental health without losing productivity. In addition, it turns digital well-being into an engaging and participatory experience through challenges, rewards, and personalized content that adapts to their study pace and lifestyle.

We plan to engage young university students through challenges, rewards, and personalized content that adapts to their study and rest rhythms. HARMONI will encourage active participation through university communities and student ambassador programs, where users can share experiences and suggestions. In this way, young people will not only use the app, but will also be part of the improvement process, ensuring that their real needs are understood and addressed.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: Yes, HARMONI can be easily adapted to other educational contexts and disciplines, as its focus on digital wellbeing and mindful screen time management is a common need in different learning environments. Our application can be used in different schools and universities, as problems such as distraction, digital anxiety, and poor time management affect many students. Its design is simple and adaptable, so it does not need major changes to work in other educational settings. In addition, it can be used as a support in workshops on digital wellbeing or in student orientation courses. It could also be useful for teachers or tutors seeking to promote healthy habits in the use of technology among their students.
	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 functional prototype has been created, it will be tested with real user groups, especially young university students and teachers, to evaluate its performance in educational contexts. During this stage, an evaluation and analysis will be carried out to consider any necessary adjustments. Once ready, partnerships with academic centers can be sought for its implementation. And replicate according to user needs. 

In the medium term, Harmoni is expected to establish itself in the educational field for better time management, with established and active users and a presence in various institutions. In the long term, it will lead the market with a large number of established active users, offering a more varied and innovative service that has been adapted to its diverse audience. 

	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: The current problem being addressed is the negative impact of technology on students' mental health and well-being in education. The development of technology and the use of digital devices has grown without being properly managed by users.
By promoting digital well-being and mental health in virtual education, fostering digital citizenship, mental health, and accessibility, and contributing to rethinking education in the digital age.
Harmoni addresses the challenge of promoting self-care and safety in the digital age by providing tools and resources for students to manage their digital well-being and feel safe online.
	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: HARMONI catalyzes change in education by fostering a more conscious digital culture among university students, helping them recognize signs of mental fatigue, balance their screen time, and improve their concentration, academic performance, and emotional well-being. This will enable the development of healthier, more sustainable learning processes focused on the balance between technology and the mind. On a social level, the app will foster a more empathetic and collaborative community by transforming digital disconnection into a shared experience that strengthens relationships between peers and promotes critical thinking about online information, reducing misinformation and technological dependence. Finally, from an environmental perspective, HARMONI will foster sustainable habits by encouraging active breaks and off-screen activities, promoting more balanced lifestyles and reducing the energy consumption associated with excessive use of digital devices.

As the creators of HARMONI, we envision its impact on different levels. In education, it will help students improve their concentration and study habits through reminders and active breaks. Socially, it will promote group challenges and shared experiences that strengthen empathy and reduce digital dependence. And environmentally, it will encourage off-screen activities, such as walking or interacting with the environment, promoting more sustainable lifestyles. Thus, HARMONI transforms digital well-being into real, positive change in university life.

	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 made up of four committed, creative, and enthusiastic students, united by a common interest in promoting digital well-being in the university community. Each member brings different skills in project management, design, programming, and research, which allows us to work collaboratively and in a balanced way.

We are characterized by constant communication, organization, and a proactive attitude, always seeking to learn and improve at every stage of HARMONI's development. We have the support of our mentor, whose extensive background and experience have been instrumental in guiding us in our decision-making and strengthening the proposal from a technical and human perspective.

As a team, we share a commitment to continue refining this project, maintaining a common vision based on innovation, empathy, and collective growth.


