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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?

This artificial intelligence (Al) tutoring platform is
designed to improve the motivation and performance of
high school students, especially those in private schools.
Through an innovative system, the platform adapts
educational content to each student's interests and
academic background, making learning feel more
personal, relevant and entertaining.

Key features:

Knowledge of your preferences and academic history
with Machine Learning.

Virtual Reality (Al) tutorials

Personalized language (inclusive, indigenous, others)
Interactive video responses

Context

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?

With the rise of generative Al, less students are kept
motivated learning and understanding their courses.

Most of the students rely on memorization and on
Chat-GPT to solve their problems

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?

The main target group are public high schools that want
to improve their student's engagement.

With the tool, the schools can tackle the loss of
motivation of their students and effectively raise their
population by both:

Using state-of-art tools
Decreasing dropout rate that are associated to low

engagement

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?

The platform increases student motivation, interest and
performance by making learning more relevant and
personalized.

Impact measurement: Measured through academic
performance, retention on the platform and increased
interaction with study materials.

Describe it in a tweet

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

A tutoring platform with Al, ML and VR that personalizes
learning for public high school students, connecting
educational topics with each student's interests and
motivations. Innovation and support in the digital
classroom for a better future.

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?

Originality: The platform stands out for its use of Al to
adapt educational content to individual interests (for
example, linking mathematics with sports). It also uses
inclusive language and Virtual Reality tutoring, which is
rare in the industry.

Transferability

Can your solution partly or fully be used in other education/learning contexts or
disciplines? Could you provide any example?

Use in other contexts: The platform could be adapted to
other educational levels, such as high school or university,
or even be used in companies for customized training.

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?

The prototype manages to present topics in a way
corresponding to personal preferrences. Mid-tem we aim
to enforce the model to strategically teach based on the
student's strenghts to increase their market value.
Long-term the model will plant creative ideas that the
student might use to be innovative.

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?

There was active participation by all team members and
we had a creative and open environment for everyone's
ideas.

Everyone has different skills. We major in Al, Finance and
Entrepreneurship which creates a team with diverse
perspectives.
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	Solution description: This artificial intelligence (AI) tutoring platform is designed to improve the motivation and performance of high school students, especially those in private schools. Through an innovative system, the platform adapts educational content to each student's interests and academic background, making learning feel more personal, relevant and entertaining.

Key features:

Knowledge of your preferences and academic history with Machine Learning.

Virtual Reality (AI) tutorials

Personalized language (inclusive, indigenous, others)

Interactive video responses
	Target grop: The main target group are public high schools that want to improve their student's engagement.



With the tool, the schools can tackle the loss of motivation of their students and effectively raise their population by both:



Using state-of-art tools

Decreasing dropout rate that are associated to low engagement 
	Context: With the rise of generative AI, less students are kept motivated learning and understanding their courses.



Most of the students rely on memorization and on Chat-GPT to solve their problems
	Impact: The platform increases student motivation, interest and performance by making learning more relevant and personalized.



Impact measurement: Measured through academic performance, retention on the platform and increased interaction with study materials.
	Describe it in a tweet: A tutoring platform with AI, ML and VR that personalizes learning for public high school students, connecting educational topics with each student's interests and motivations. Innovation and support in the digital classroom for a better future.
	Innovativeness: Originality: The platform stands out for its use of AI to adapt educational content to individual interests (for example, linking mathematics with sports). It also uses inclusive language and Virtual Reality tutoring, which is rare in the industry.
	Transferability: Use in other contexts: The platform could be adapted to other educational levels, such as high school or university, or even be used in companies for customized training.
	Sustainability: The prototype manages to present topics in a way corresponding to personal preferrences. Mid-tem we aim to enforce the model to strategically teach based on the student's strenghts to increase their market value.

Long-term the model will plant creative ideas that the student might use to be innovative.
	Team work: There was active participation by all team members and we had a creative and open environment for everyone's ideas.



Everyone has different skills. We major in AI, Finance and Entrepreneurship which creates a team with diverse perspectives.
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