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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?

Our final product is an Al-powered app that supports
users in maintaining a healthy nutrition routine. It offers
personalized weekly and daily diet plans through an Al
chatbot that adapts to each user's health profile. The app
also includes a social section where friends can share
achievements, track streaks, and view progress charts. A
dedicated educational area provides quick access to
nutrition-learning tools such as quizzes, Wordles, and
crosswords. While challenges may arise regarding Al
reliability and database accuracy, the app has strong
development potential thanks to its flexible features,
including gamification and social interaction.This platform
is ideal for digital education, giving users instant access
to credible nutrition advice while motivating them to stay
engaged with their health. Its success relies on the
quality of its personalized recommendations/popularity.

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 targeted audience is whoever wants to take their
nutrition to a healthy level above the age of 18 years old!
The user benefits from the help from an Al that will guide
them to achieve their health goals. Since the application
also serves as a social media, it will be a source of
motivation between users to reach a point through their
limits.

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?

Widespread nutrition misinformation makes it hard for
people to make informed choices, leading to poor habits,
malnutrition, and long-term health issues. While many
struggle to maintain consistent, healthy routines.Our app
addresses this challenge by accurate, accessible, and
engaging nutrition guidance, with a personalized,
continuously updated profile that motivates users to
adopt and maintain healthy habits as part of daily life.

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?

Our app helps users build healthier eating habits through
personalized, reliable nutrition guidance. By providing
clear Al-generated advice tailored to individual goals, it
reduces confusion and promotes informed choices.
Motivation is reinforced through rewards, streaks, and
social features that make healthy eating engaging rather
than restrictive. Educational games further simplify
nutrition learning and boost users’ confidence. Overall,
the app empowers users to take control of their health
with credible information and an enjoyable, supportive
experience that encourages lasting change.

Describe it in a tweet

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

Your Al nutrition coach: accurate, accessible advice with a
dynamic profile to keep your healthy habits on track.
#Wellness #HealthTech

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?

Our app combines an adaptive Al nutrition coach with
gamified social features and educational games. Unlike
static meal-plan apps, it personalizes guidance in real
time, motivates through social interaction, and makes
learning about nutrition fun—driving lasting healthy habits.

Transferability

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

This solution can partly support educational purposes by
guiding users toward healthy nutrition habits through its
recommendation system. The Al can answer questions on
demand, and the app's games, tips, and fun facts provide
ongoing learning throughout use.

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?

After prototyping, we'd refine the Al, expand the database,
and test usability. Scaling could include premium features,
partnerships, and wearable integration. Ongoing updates
and localization would ensure the app remains effective,
relevant, and globally accessible for promoting healthy

habits.

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 group of motivated students passionate about
making this app a reality. Driven by curiosity and a desire
to learn, we are committed to developing, testing, and
improving our solution every step of the way. This project
is not just about building an app. It's an opportunity for us
to grow, gain hands-on experience, and turn our ideas
into tangible impact.
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