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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: Silent Invasion
	Challenge addressed: DigiBlue
	Team name: Ninja Turtles
	Challenge category: Individual Competencies
	Solution description: Silent Invasion is a digital platform that raises awareness about invasive species through short, dramatic 60-second fictional videos showing how harmless actions can lead to real ecological and human risks. After a disclaimer, users enter an interactive space with games, quizzes and animations explaining the true impact of invasive species. Stories are created by our team with writers and animators, and validated by marine-environment specialists, including experts from partner aquariums.The platform is a web-based, mobile-friendly site that easily fits into online or blended learning. In the first phase we rely on open-source tools, keeping costs low while building the core story library.Impact will be measured through knowledge quizzes, engagement data and teacher feedback, as well as long-term indicators like increased awareness.
	Target grop: The platform targets students, young adults and educators who want accessible, engaging ways to learn about environmental issues. They benefit by gaining a clear understanding of how invasive species threaten ecosystems and, indirectly, human life - delivered through short, attention-grabbing stories and interactive activities. These groups often struggle with abstract ecological concepts, and the platform turns them into vivid, relatable experiences that fit modern digital learning habits. It also supports teachers with ready-made, multimedia materials that enrich lessons. Engagement will be driven by dynamic storytelling, interactive mini-games, quizzes and short formats suited to low attention spans.
	Context: The project tackles low public awareness of invasive species and their impact on ecosystems and human health-an issue often poorly addressed by traditional education. It aligns with the theme by turning complex environmental topics into engaging, interactive digital learning. Through storytelling, gamification and ready-made multimedia content, the platform boosts engagement, supports educators and shows how digital tools can make difficult topics clear and relevant.
	Impact: This approach brings a fresh, engaging dynamic to environmental education by replacing passive learning with storytelling and interaction. Emotional reverse stories draw students in and make them reflect on how small actions can escalate into real ecological harm. Infographics and mini-games then translate that emotion into understanding and practical awareness. Such experiences motivate young people to act more responsibly and discuss these issues at home and in their communities. When adapted to local challenges, the format can strengthen regional environmental awareness and contribute to long-term protection of native species. Over time, repeated exposure to these tools can help build a culture of everyday ecological responsibility.
	Describe it in a tweet: What if a simple act - like flushing a pet fish - could crash an entire ecosystem? Our reverse stories reveal the hidden impact of invasive species.

Explore local cases, discover the facts, and play interactive games to learn more!
	Innovativeness: It uses reverse storytelling to show how a small, innocent action can lead to major ecological damage. We combine an emotional short film with a clear infographic and interactive mini-games, creating an engaging learning experience. This approach is more dynamic and memorable than traditional, static educational materials.
	Transferability: Yes, the solution can be easily adapted to other disciplines and countries. The same format - an emotional fictional video followed by a factual explanation - can be used in climate change education (dramatic heatwave scenarios), public health (a fictional disease spreading due to misinformation), or digital safety.
	Sustainability: Short-term: expand the platform with new stories and regional versions. Mid-term: focus on social media, sharing short clips and educational posts to reach a wider audience. Long term: establish a regularly updated global library of interactive educational stories addressing various environmental challenges.
	Team work: We are a four-person team of which gives us an interdisciplinary mix of perspectives and skills. We combine environmental knowledge, creative storytelling, and digital production, making us well-suited to develop this solution. We plan to continue working together because our strengths complement each other and we share a strong motivation to grow this project further.
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