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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: Digi Wasi PE
	Challenge addressed: Digital Civic Education
	Team name: Team 45
	Challenge category: Digital Education
	Solution description: Digi Wasi PE is a digital platform designed to promote and empower digital civic education among young people in rural areas of Peru by using virtual reality interfaces, such as metaverses, and leveraging the telecommunications network and "Tambos" for digital connectivity. Tambos are government offices located in remote population centers that bridge state services to millions of Peruvians who lack digital resources. Through an interactive game and augmented reality tools, participants can explore topics such as social development, politics, and digital ethics, while connecting with state institutions, NGOs, and civic engagement centers nationwide. This platform aims to drive community impact by empowering users with access to reliable information, enabling them to make better-informed decisions.
	Target grop: Our target audience is adolescents and young adults aged 15 to 28, particularly those in rural areas with limited access to civic and digital education. This project is designed to provide them with the tools and skills needed to become active and informed citizens, enhancing their societal participation and bridging technological and informational gaps that hinder their engagement as active civic participants, contributing to their empowerment as citizens.



Video Youtube: https://youtu.be/fwc3yL6smRw 
	Context: The current and future problem we address is the digital divide in rural areas of Peru, where access to technology and civic education is limited, impacting thousands of young people. "Digi Wasi PE" responds to this need by aligning with the DigiEduHack 2024 theme, offering a platform that, through networks and "Tambos", brings inclusive digital education to underserved communities. This solution enables young people to acquire essential digital and civic skills, promoting active participation and strengthening their role in Peruvian society.
	Impact: The implementation of Digi Wasi PE will help mostly reduce the digital divide in rural areas of Peru by providing young people with knowledge and skills in civic education, empowering their training. Socially, it is expected to foster greater civic participation and a deeper understanding of rights and responsibilities in the digital environment. Environmentally, it will promote the responsible use of digital resources.



Web Page: 

https://digiwasipe-7m4cqr8.gamma.site/ 

Game: https://www.figma.com/proto/YvMFqW7y0eH2azK2fOG8K3/Grupo-45?node-id=56-2&t=jL9YWbEflOsG0khL-1 
	Describe it in a tweet: Digi Wasi PE: An interactive platform in the Tambos of Peru to empower young people in digital civic education. Together, we bridge the digital divide and build informed citizens. #DigiEduHack
	Innovativeness: Digi Wasi PE is unique in its approach by using not only the telecommunications network but also “Tambos” as centers for digital learning. Few solutions combine civic and digital education with augmented reality tools in rural areas. Its interactive game format is appealing to young people and facilitates learning in an engaging, playful environment.
	Transferability: The solution could be applied in other civic and digital education contexts, such as urban and rural areas, particularly in underserved or rural communities in other parts of Latin America. For example, the "Tambo" model could be replicated in community centers or rural schools in other countries.
	Sustainability: Once the platform is implemented, maintenance costs would be minimal, as Tambos are already established as community centers. In the long term, funding can be sought through partnerships with NGOs, the government, or educational institutions to keep the platform updated and accessible.
	Team work: Our team is composed of higher education students in Administration and Political Science, along with a mentor experienced in civic and digital development within the field of engineering. Each member brings an interdisciplinary approach that enables the successful development of the solution. We are committed to continuing our work on this project, as we believe in its potential to create real change in primarily rural communities in Peru.
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