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DIGIEDUHACK SOLUTION CANVAS

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?
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Once registered, customize your avatar
by choosing details such as name,
gender, and physical appearance. This
will help you feel identified with your
character.

Open the Decisions application on your
mobile device.

Select the login option and
enter your student code to

create your personalized
profile.

The AI will create different
random scenarios, so get

ready for adventure!
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The artificial intelligence called Athena will guide
you through each mission (3 in total), presenting
challenging situations and ethical questions.

Choose how to play: single or
multiplayer mode - you can play with

your friends!

Each ethical context is a Mission with
different game roles that you can choose. In

it, you or your friends will face ethical
dilemmas related to that context.

Answer the questions honestly and
thoughtfully. Don't worry, there are no "right"

or "wrong" answers. Explore, live and decide
what you would do when faced with an

ethical dilemma.

Then, Athena will guide you to another mission
until you complete your 3 missions, and you
will be able to talk to her at all times! Get ready
for more fun.
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Athena will send you a questionnaire where she will ask you
questions of appreciation of the missions (Exem, what was the most
difficult situation you had to face? why? what would you change in
the story?).

CONSIDERATIONS

COEVALUATION:
Your peers will be able to evaluate you 
(Ahem, do you consider that your friend had a
good argumentation to choose...?) Athena will
complement her evaluation with the one
received by your friends.

Athena will give you at the beginning a small
context of each mission you completed as a
help note.
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Atenea will evaluate your answers and provide a score based on our
authentic skills assessment rubric. You will be able to be Apprentice
(Starting), Journeyman (In progress) and Hero (Achieved).

Atenea will give you
personalized feedback to

help you improve your skills
and motivate you to keep

learning.

APPRENTICE TRAVELER HERO
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REMINDER

Teachers will have access to simplified or detailed data on your
performance, based on the dimensions of the rubric.

The main competencies evaluated are
citizenship, critical thinking and information
management through decision making.

Your decision-making process will be
evaluated, not the decision itself.


	cae25075208262ebf0032a0734b512f4a33bef94fa5787f38f1dc099baf0667e.pdf
	cae25075208262ebf0032a0734b512f4a33bef94fa5787f38f1dc099baf0667e.pdf

	fill_3: Decisions: Empowering Ethics for a Better Tomorrow" is an innovative mobile app that evaluates university students' ethical competencies by immersing them in a virtual world to make ethical decisions and receive instant feedback. Under the guidance of ethics educators, Decisions transforms the exploration, selection, and comprehension of ethical dilemmas in students' academic journeys.



Our long-term vision is to establish leadership in the education sector, providing a bridge between conventional and authentic assessments to enhance critical thinking skills among university students. The implementation plan involves leveraging advanced AWS services and a team of experts in diverse fields, ensuring a robust technological foundation. Key performance indicators encompass user engagement, satisfaction surveys, and competency growth, while the solution's benefits include personalized learning experiences, efficient assessments, and continuous improvement in educational quality. In the context of prevalent ethical concerns in Peru, Decisions addresses the inefficiencies in current ethics teaching methodologies, providing an innovative response to the challenge of ethical education in university courses. Success will be measured by the application's adoption across universities and its ability to implement authentic assessments, contributing to a transformative impact on education in Peru.
	fill_4: The target of Decisions is dual. On one hand, it aims to have a positive impact on university professors, individuals with significant teaching skills and a constant quest for new teaching methods. It seeks to provide them with more information about the proficiency level of their students, enabling greater control and improvement in the focus of their learning modules. On the other hand, through machine learning, it aims to enhance the attitudinal and ethical behavioral development of university students. It aims to deliver more personalized feedback on their performance and recommendations based on their capabilities. Thus, our goal is to transform the educational ecosystem, improving how students are prepared to develop ethical capacities that will make them better citizens.
	Context What is the problem you are facing What is the challenge that you are solving: One of the biggest problems in Peru and Latin America is the lack of ethics among citizens. In Peru, 56% of citizens consider corruption to be one of the most relevant issues in the country. However, only 18 out of 119 cases of alleged ethical violations have been addressed since 2021. Furthermore, the ethics learning modules in universities are inefficient. Therefore, we aim to effectively address the teaching methodology of ethics to make it comprehensive and impactful. Thus, Decisions is a response to a significant challenge: the integration of artificial intelligence and virtual reality in competency assessment in higher education, particularly in ethics courses.
	Impact What is the impact of your solution How do you measure it: Short term: The assessment of the immediate impact of our solution will be conducted through objective metrics focused on user interactivity and retention within the application. We will measure users' active engagement, access frequency, and session duration to understand how they are interacting with the content and the effectiveness of the learning experience.

Long term: Our long-term vision is centered around transforming the educational model through the implementation of our solution and possibly other applications within the education system. We will measure the long-term impact through indicators reflecting significant changes in education, such as improved academic performance
	Describe it in a tweet Describe your solution in a short catchy way in maximum 280 characters: "Decisions: Empowering Ethics for a Better Tomorrow. Cutting-edge app using AI & VR to assess university students' ethical competencies. Revolutionizing ethical education with immersive simulations, fostering critical thinking.
	fill_2: We represent a pioneering immersive application, focusing on ethics and education. What sets us apart is our utilization of artificial intelligence to provide instant feedback to students, tailoring scenarios based on individual strengths and weaknesses. Unlike other solutions, we deliver performance reports to teachers, aiming to expedite evaluation processes by moving away from standardized, memorization-based exams. Instead, we propose an authentic assessment involving the application and creation of ethical theories learned in class.

While solutions like EON Reality and Oraculus XR exist in the Peruvian market, offering virtual reality applications for teaching procedures and dental anatomy, respectively, none share our distinctive focus on ethical education and the evaluation of soft skills. We stand out by empowering users to take center stage in decision-making, offering a unique approach that transforms learning into a more engaging and authentic experience. Our innovation not only enhances ethical awareness but also revolutionizes assessment methods, providing educators with comprehensive insights into each student's competencies.
	Transferability Can your solution be used in other contexts What parts of it can be applied to other context: Yes, it can be applied in other contexts such as in different careers and universities. Likewise, it can be incorporated in other areas such as labor, since it can be used to train and evaluate employees in different companies.

	Sustainability What is your plan for the implementation of the solution and how do you see it in the mid and long term: To begin with, the product will be paid for by the universities, in order to receive income and be able to invest in improvement. We also contemplate if it is not given in universities, to go to companies and in the worst case, to sell the idea.
	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: As a tightly-knit team, our members bring a rich tapestry of skills, including leadership, resilience, marketing, advertising, and business acumen, coupled with a collective commitment to social impact initiatives. Individually, we excel in areas such as strategic planning, project management, and innovative problem-solving. Our demonstrated leadership competencies ensure effective decision-making and seamless coordination, while our collaborative approach fosters a dynamic environment for creative ideation.

Moving forward, as friends and members of the same university, we aspire to extend our partnership, working on future projects that contribute to positive change and impact solutions in Peru.
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