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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?
“ Voiac” is a mobile application powered by artificial intelligence that acts as an Al-driven voice
companion designed to pull you out of * zombie mode.” It focuses on the personalization of daily
activities related to building healthy habits, allowing users to define their own wellness goals and
screen time limits. In addition, it connects users with groups that share similar interests and provides
possible solutions without requiring direct interaction—just the awareness that there are real people
going through the same thing alongside you. Its intuitive and minimalist interface allows users to feel
the app space as their own, free from comparisons with other profiles, and where they can freely talk
with Voiac. The app does not aim to be a therapist; rather, it serves as a routine companion. It
doesn’ t lecture or criticize you—it listens and suggests small, realistic actions based on what you
said you wanted to achieve. Have you spent 40 minutes on TikTok? It might say, “ Hey, why don’ t
you stand up and stretch for a bit? Tell me how it goes afterward.” It' s a contextual and actionable
suggestion engine.

Every interaction within the app is designed to promote responsible use, continuous improvement, the
strengthening of real-life connections, and the cultivation of healthy habits for the user.

The true success of Voiac will come when the user can self-evaluate and gradually phase the app out
of their life, having transformed external motivation into strong internal conviction—achieving genuine
digital well-being.

https://www.figma.com/proto/e6jz4jByUcHLraRn11dMH3/App---Voiac?
node-id=0-1&t=a7LwwnTjpoADcXOU-1

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?

Young adults (ages 19— 25) who experience
digital stress or mobile dependency, and seek to
reconnect with their purpose, improve emotional
well-being, and develop sustainable habits of
productivity and self-care.

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?
The line between recreational use and addiction is becoming
increasingly blurred, leading many people to seek in social media
an escape or a substitute for meaningful social interactions, which
can ultimately result in isolation and harmful dependency (Carrillo &
Reyes, 2023; Morales, 2023). These findings highlight a global
need for a conscious and critical approach to social media
engagement. Voiac addresses this issue by aligning with the theme
of DigieduHack 2025, promoting digital well-being and mental
health in an increasingly connected environment.

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?
Voiac allows young people and adults to gain a new perspective on their digital environment — one
where the only thing they scroll through is their own personal achievements, transforming a toxic
relationship with technology into one of conscious well-being.

Value Proposition:

Attention Sovereignty: We help users reclaim their most valuable resource — their focus. Users not
only reduce their compulsive mobile use by [X]% but also regain the ability to concentrate deeply,
improving their academic and professional performance.

Self-Managed Emotional Well-Being: We reduce toxic comparison and the “ anxiety scroll.” Users
report greater mental calmness and develop internal tools to manage digital stress without relying on
external validation.

Digital Autonomy (Success Means You Leave Us): We are the first app designed to be outgrown by its
users. The ultimate success of Voiac is achieved when users internalize healthy habits, uninstall the
app, and maintain digital balance on their own—having transformed external motivation into internal
conviction.

Describe it in a tweet

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

Zombie-scrolling again? Voiac pulls you back to
reality. Your voice-powered focus coach is here.
#AquiEmpiezasTu #GetVoiac

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?

Proactive Voice Intervention: It doesn’ t wait for you to act — Voiac speaks to you to break the
negative flow state caused by social media.

Contextual Micro-Actions: Instead of generic plans, it suggests hyper-specific, achievable actions in
the moment (“ pop your bubble for 1 minute,” “ take a 5-minute walk,” *“ talk to your best
friend,” “ check what your pet needs” ).

The Ultimate Goal is Your Independence: The app is designed to be self-regulating — our mission is
for you to outgrow it, because by then, you will have

Transferability

Can your solution partly or fully be used in other education/learning contexts or

disciplines? Could you provide any example?
Through its voice-based companionship model and the universal principles
of habit formation and well-being—such as rest and mindful screen use—it
enables implementation without the need to adapt the app to other cultures.
The model has strong potential for expansion to new audiences in the future,
particularly within educational or youth wellness environments. Its technical
scalability allows it to evolve into new layers of personalization through
artificial intelligence, integrating APIs or language engines that facilitate
deployment across multiple platforms.

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?
Solid Ethical Model: No sale of personal data. No invasive advertising. The user’ s trust in our app is
our most valuable asset.

Symbolic Internal Economy: A gamification system that rewards real achievements (screen-free time,
completed activities) instead of promoting consumerism.

Community Sustainability: Encourages in-person activities and the creation of genuine connections,
reducing the impact of digital individualism.

Technical Sustainability: Built on a scalable, low-cost web infrastructure, ready to evolve into a native
app.

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 team brings together complementary profiles that combine strategic vision and digital innovation.
We approach this perspective with a focus on expansion, project management, and market analysis —

key elements for positioning the solution across diverse cultural contexts. Our strength lies in
interdisciplinarity, blending technical expertise, social sensitivity, and an entrepreneurial mindset.

We plan to continue working together in the future because we share the same conviction: technology
as a tool for the full development of every human being. Voiac is the starting point of a broader
mission — one where digital tools transform the way people interact with technology.
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