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Title of the solution:

Challenge addressed:

Team name:

Challenge category:

Solution description Target group

Innovativeness  

Describe it in a tweet

Transferability

Context

Impact

Sustainability  

Team work  

Describe your solution in a short catchy way in maximum 280 
characters

What makes your solution different and original?
Can anything similar be found on themarket? How innovative is it?

Can your solution be used in other contexts?
What parts of it can be applied to other context?

What is your plan for the implementation of the solution and how 
do you see it in the mid- and long term?

Explain why you are the perfect team to develop this work and what 
are the competencies you all bring in so the solution is developed 
successfully. How well did you work as a team? 
Could you continue to work as a team in the future?

Who is the target group for your solution?
Who will this solution affect and how? 
How will they benefit?

What is the impact of your solution? How do you measure 
it?

Please describe your solution, its main elements and objectives as 
well as a brief implementation plan with some key overall 
milestones, resources required and eventual barriers foreseen. What 
is your final product/service/tool/activity? How could the solution be 
used to enhance digital education in the your challenge area? How 
could the successof the solution be measured? How will the solution 
provide benefits to the challenge owner?

What is the problem you are facing?
What is the challenge that you are solving?


	fill_3: Applying gamified aptitude tests as a fun recap to lecture material and a way to enhance attendance, interaction, and focus in lectures. The core parts of this will involve having tests similar to aptitude tests but using the format of a game to reduce stress and make the less formal and more relaxed. This will help reduce the lecturers workload as the tests will be non-human marked and engage the students with a test that carries a small amount of their overall grade. They will be motivated by a less stressful way to earn some marks. We plan to start off small, testing the technique with just one module then with success scale up to the whole university. The technology for this project already exists and is used in corporate environments and can easily be implemented in the courses and modules. The success of the solution will be measurable by the seeing the increase in lecture attendance and interaction during the lectures.


	fill_4: The main targets for this project are students, lectures and universities as a whole. This solution will affect all of our target groups; students - will be more attentive in their lectures as the tests will make them more ready to learn as active. Lecturers will have a bit less work as these tests will be non-human marked hence reducing the workload on them. Higher attendance will also have a positive effect on the university’s reputation as students will have a more positive opinion on they time in the university.
	Context What is the problem you are facing What is the challenge that you are solving: Attendance is a major problem lecturers face everyday, this is due to a multitude of factors. One of the main ones being students lack of attention and motivation to learn. It is a challenge to keep students interested and engaged in their lectures and this ‘hack’ we are proposing can help solve this issue.



As well as this, acquiring transferable skills are of core importance for students' development. We want to solve both of these problems with one solution!
	Impact What is the impact of your solution How do you measure it: Increase student engagement during the lectures and  hence creating a more interactive learning environment. Increase attendance at lectures; students would want to be in the lectures to do the tests as they would be a good way to get some marks. This new way of gamified learning will increase information retention of students, gets rid of cramming due to continuous recap during the lecture to refresh students memories. 



Measured by attendance, grades, verbal and written feedback from lectures and students, employability of students after they graduate. 


	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: Bored in lectures? Tired of marking tests? No one showing up to your class? If only we could make university more like a game? This is for you.
	fill_2: Although this kind of technology already exists it is yet to be applied on such a grand scale as we plan to use it. No one has used the technology to the same scale as we are proposing.
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: From the starting module then moving on to the the course, the faculty and finally universities as a whole. The idea can be easily transferred to any company and can be used and customised as the person/company sees fit
	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term: Meeting with stakeholders, reaching out to companies that could create the products, starting with one module with aptitude tests that are non-human marked and worth a percent of the overall module mark.
	Team work Explain why you are the perfect team to develop this work and what are the competencies you all bring in so the solution is developed successfully How well did you work as a team Could you continue to work as a team in the future: Our team members are currently all students in various universities, we have all noticed the trend of students reduced attendance as the semester progresses. We are determined to solve this issue, we all innovative and this lead to us working well as a team, coming up with a plan.
	Texto1: Teaching Transferable Skills
	Texto2: Digital engagement  
	Texto3: Digital Dynamos
	Texto4: Wellbeing in digital education 


