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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 2025 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)


	Describe it in a tweet How would you describe your solution in a short catchy way with maximum 280 characters: MENTIS helps young university students balance their digital lives through AI and conscious gamification, offering personalized breaks and an empathetic BOT that improves concentration, mental well-being, and self-awareness.


	DIGIEDUHACK SOLUTION CANVAS: NovaMentes
	Title of the solution: MENTIS – Tu asistente inteligente de bienestar digital
	Challenge addressed: Well-being & Mental Health in Higher education
	Challenge category: Mental Health & Well-Being in Education
	Others please specify: Higher Education Students and Researchers
	fill_7: MENTIS stands out by integrating digital wellbeing, real-use analysis, mindful breaks, and emotional support into a single experience. Unlike existing solutions that focus solely on blocking apps or meditation, MENTIS explains the “why” behind digital fatigue and stress, interprets patterns with AI, and converts them into simple and meaningful actions for the user. This comprehensive approach does not currently exist in the education market.
	Solution description What is the final productservicetoolactivity youre 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: MENTIS is a multi-platform application that helps university students understand and balance their relationship with technology. However, parents are the first line of defense, which is why we plan to work together so that they can see their child's progress. That is our goal with this app. The system includes ethical gamification that motivates without punishment, and a comprehensive view of well-being that combines focus, rest, self-awareness, and emotional management. Its success is measured by the reduction of unproductive time, increased perception of well-being, and improved academic performance.
	Target group Who isare the target groups 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: It is targeted at university students aged 16 to 24 who, because of high digital exposure, experience fatigue, anxiety, and difficulty concentrating. MENTIS is relevant because it offers a close and personalized experience that respects their autonomy and guides them to build balanced habits without imposing forced restrictions. In this way, it supports them to perform better, rest adequately, and understand their own digital behavior.
	Transferability Can your solution partly or fully be used in other educationlearning contexts or disciplines Could you provide any example: The proposal can be adapted to schools, wellness centers, and organizations seeking to promote healthy digital habits. Its principles—self-awareness, emotional support, and guided breaks—can be applied at other educational levels and even in corporate contexts to prevent burnout and improve performance.
	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 solution aligns with SDGs 3: Good Health and Well-being, by promoting healthy digital habits that prevent mental fatigue, anxiety, and disorders associated with hyperconnectivity, thus contributing to more resilient educational communities. At the same time, it contributes to SDGs 4: Quality Education, and the development of social-emotional skills essential for sustainable learning in the digital age.
	Context What is the current or future problem youre 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: According to a recent study, young university students who spend more than six hours a day in front of screens have higher levels of anxiety, sleep disturbances, and difficulty concentrating (Rauf et al., 2024). This overexposure leads to mental fatigue and anxiety, without effective tools to explain how they use their time or how to improve it. MENTIS responds to this challenge in line with the “Take care of your mind, protect your world” challenge, promoting digital education and emotional care through accessible technology.
	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: MENTIS catalyzes change in education by promoting a more conscious and balanced use of technology, improving students' concentration, academic performance, and emotional well-being. On a social level, it reduces the effects of hyperconnectivity and promotes healthier digital communities. For example, a student who was previously easily distracted is now able, thanks to mindful breaks, time management recommendations, and the support of an empathetic bot, to optimize their productivity, improve their focus, and maintain a more stable emotional balance.
	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: We are a team of students from different disciplines (advertising, etc.) committed to youth mental health. Our collaboration brings together technical and human skills that allow us to understand the user and design a viable solution. We see this project as the beginning of a broader proposal to promote digital well-being in Latin America, reducing the percentage of excessive screen consumption.



https://author-event-40534092.figma.site

https://youtu.be/yge5u9sE-uM?si=90mYBHB_uTi_pyfI


